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PREFACE. 


The  distinction  with  which  the  game  of  Chess  is  viewed  by  those 
initiated  in  its  mysteries,  being  as  well  merited  as  it  is  general,  it 
becomes  superfluous  with  such  to  insist  upon  its  right  to  be  classed 
as  an  exalted  source  of  recreation. 

To  those  unacquainted  with  this  noble  game  we  would  say,  how- 
ever, that  it  is  distinguished  from  all  other  games,  by  the  suffrages 
of  many  writers  on  education.  Eminent  men  of  every  age  and  clime 
have  been  its  votaries ;  illustrious  generals  have  directed  engage- 
ments on  its  field ;  mathematicians  have  examined  its  positions,  and 
calculated  the  force  of  specific  combinations,  while  divines  have 
exercised  contemplation  in  its  vicissitudes. 

"  The  silly  prejudice,"  says  a  late  English  writer,  "that  Chess  is 
a  mere  recreation,  and  the  acquisition  of  a  knowledge  of  its  principles 
a  waste  of  time,  has  long  been  rejected  by  every  one  capable  of  form- 
ing a  judgment  upon  the  matter ;  and  it  is  now  generally  admitted  to 
partake  more  of  the  character  of  a -science,  than  that  of  a  simple  pas- 
time. That  employment  surely  cannot  be  wholly  purposeless,  which 
enables  one  to  exercise  and  briiu^  into  play  many  of  the  qualities 
necessary  to  a  successful  progress  in  the  great  game  of  life.  Calcu- 
lation, foresight, — well  arranged,  and  well  digested  plans  of  action,— 
the  habit  of  never  co^fcencing  an  undertaking,  until  the  issue  of  it 
has  been  thoroughly  considered,— steadiness  in  prosperity,  patience 
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in  difficulty, — ^a  strictly  gaarded  temper ;  and  last,  though  not  least, 
courtesy  and  amenity  of  manner, — all  these  are  requisite  to  make  a 
good  Chess-player ;  and  will  the  possession  of  them  not  do  yeoman's 
service  to  any  man,  be  his  profession  or  calling  what  it  may  7  To 
the  objection,  that  Chess  is  apt  to  engross  time  that  ought  to  be 
devoted  to  more  important  objects,  it  may  be  answered,  that  abuse 
does  not  abrogate  use ;  and  that  a  habit  of  intoxication  in  one  person 
is  no  reason  why  another,  who  has  more  command  over  himself, 
should  not  be  solaced  with  an  occasional  glass  or  two  of  vsine." 

In  our  own  country,  Benjamin  Franklin,  than  whom  a  greater 
economist  of  time  never  existed,  was  a  warm  advocate  of  the  game 
of  Chess.  The  following  extract  from  his  memoirs  shows,  that 
rather  than  relinquish  his  favorite  recreation,  he  devised  means  to 
turn  to  account  the  time  he  allotted  to  its  pursuit : 

"I  had  begun  in  1733,"  says  he,  "to  study  languages ;  I  soon 
made  myself  so  much  a  master  of  the  French,  as  to  be  able  to  read 
the  books  in  that  language  with  ease  ;  I  then  undertook  the  Italian : 
an  acquaintance,  who  was  also  learning  it,  used  often  to  tempt  me 
to  play  Chess  with  him :  finding  this  took  up  much  of  the  time  I  had 
to  spare  for  study,  I  at  length  refused  to  play  any  more,  unless  on 
this  condition,  that  the  victor  in  every  game  should  have  a  right  to 
impose  a  task,  either  of  parts  of  the  grammar  to  be  got  by  heart,  or 
in  translations,  &c.,  which  tasks  the  vanquished  was  to  perform  upon 
honor  before  our  next  meeting :  as  we  played  pretty  equally,  we  thus 
beat  one  another  into  that  language." 

At  the  period  above  referred  to,  Franklin  was  but  twenty-eight 
years  of  age  :  in  after  life,  and%nid  his  busy  career,  Chess  was  ever 
his  favorite  source  of  relaxation.  He  has  left  us  an  essay  entitled 
"  The  Morals  of  Chess,"  from  which  it  imy  not  be  irrelevant  in  an 
American  book,  to  quote  a  few  passages :  ^ 

"  The  game  of  Chess  is  not  merely  an  idle  amusement ;  several 
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very  valuable  qualities  of  the  mind,  useful  in  the  course  of  human 
life,  are  to  be  acquired  and  strengthened  by  it,  so  as  to  become  babita 
ready  on  all  occasions :  for  life  is  a  kind  of  Chess,  in  which  we  have 
often  points  to  gain,  and  competitors  or  adversaries  to  contend  with, 
and  in  which  there  is  a  vast  variety  of  good  and  ill  events  that  are, 
in  some  degree,  the  effect  of  prudence,  or  of  the  want  of  it.  By 
playing  at  Chess,  then,  we  may  learn, 

"  First — Fiyresight,  which  looks  a  little  into  futurity,  and  consider)? 
the  consequence  that  may  attend  an  action ;  for  it  is  continually 
occurring  to  the  player,  *  If  I  move  this  piece,  what  will  be  the 
advantage  or  disadvantage  of  my  new  situation  ?  What  use  can  my 
adversary  make  of  it,  to  annoy  me  ? — What  other  moves  can  I  make 
to  support  it,  and  to  defend  myself  from  his  attacks  V 

"  Second — Circumspection,  which  surveys  the  whole  Chess-board, 
or  scene  of  action :  the  relation  of  the  several  pieces,  and  their  situa- 
tions ;  the  dangers  they  are  repeatedly  exposed  to ;  the  several  possi- 
bilities of  their  aiding  each  other ;  the  probabilities  that  the  adversary 
may  make  this  or  that  move,  and  attack  this  or  that  piece ;  and  what 
different  means  can  be  used  to  avoid  his  stroke,  or  turn  its  conse- 
quences against  him. 

"  Third — Caution,  not  to  make  our  moves  too  hastily.  This  habit 
is  best  acquired  by  observing  strictly  the  laws  of  the  game ;  such  as, 
if  you  touch  a  piece,  you  must  move  •  it  somewhere  ;  if  you  set  it 
down,  you  must  let  it  stand. 

"  Therefore,  never  deviate  from  strict  play ;  as  the  game  becomes 
thereby  more  the  image  of  human  life,  and  particularly  of  war ;  in 
which,  if  you  have  incautiously  put  ymrself  into  a  bod  and  dangerous 
position,  you  cannot  obtain  youi^^emy's  leave  to  withdraw  your 
troops  and  place  them  more  securely ;  but  you  must  abide  all  the 
consequences  of  your  rashness. 

"  And  Lastly,  we  learn  by  Chess  the  habit  of  not  be4^  discouraged 
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THE  RUDIMENTS  OF  THE  GAME.— ELEVEN  ELEMENTA« 
RT  LESSONS.— THE  LAWS  OF  CHESS. 


CHESS  FOR  WINTER  EVENINGS. 


LESSON  I. 

THE  NAMES  OF  THE  PIECES — ^HOW  TO   SET  TTP  THE  MEN — ^NAMBt 
OF  THE  SQUARES  ON  THE  CRESS-BOARD— EXERCISES. 

In  order  to  render  our  instruction  most  familiar,  we  shall 
address  the  reader  in  the  second  person,  supposing  him  always 
to  play  with  the  tehiie  pieces ;  we  advise  him  nevertheless  to 
accustom  himself  to  the  use  of  either  colour ;  for  which  pur- 
pose he  will  do  well  to  play  over  our  lessons  with  the  white 
and  black  pieces  alternately. 

The  game  of  Chess  is  played  by  two  persons  upon  a 
chequered  board  of  64  squares.  Each  player  is  furnished 
with  eight  pieces,  namely.  King,  Queen,  two  Rooks,  two 
Knights,  and  two  Bishops;  and  eight  Pawns.  The  pieces 
and  Pawns  of  the  two  players  are  distinguished  by  being  of 
opposite  colours,  and  will  be  represented  in  the  course  of  thes« 

lessons  as  follows : — 

1# 
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White. 


King 


Queen.    •    .    . 


Rook   •    .     .     . 


Bishop .... 


Knight     .    .    .^ 


Pawn 


•A 


Black. 

I 
i 


.  K. 

.  Q. 

•  Xv« 

.  B. 

.  Kt. 

.  P. 


The  King  and  Queen  are  supported  each  by  three  officers 
and  four  soldiers  ;  but  before  you  inquire  into  the  powers  of 
the  various  members  of  this  little  army  you  must  become  ac- 
quainted with  the  field  of  battle,  and  learn  how  to  marshal 
your  forces  in  proper  order.  The  Chess-board  must  be  so 
placed,  that  each  player's  right  hand  comer  square  may  be 
white.  The  only  reason  for  this  is,  to  establish  a  universal 
rule  whereby  to  set  up  the  pieces.  Indeed,  it  is  not  necessary 
that  one-half  of  the  squares  of  the  Chess-board  be  of  a  dif- 
ferent colour  to  the  other  half;  but  that  the  arrangement 
greatly  facilitates  the  play.  Remember  that  the  rows  of 
squares  running  upwards  are  called  Jiles,  while  those  from  left 
to  right  are  termed  ranks  ;  the  oblique  rows  of  squares,  either 
white  or  black,  are  called  diagonals. 

We  will  now  set  up  the  men  in  the  proper  order  for  com- 
mencing the  game.  Your  right  hand  corner  square  is  white, 
place  a  Rook  on  it,  and  remember  that  this  piece  being  on 
the  King's  side  is  called  the  King's  Rook,  and  the  square  on 
which  it  stands  the  King's  Rook's  square.  Next  to  this  place 
a  Knight,  then  a  Bishop,  and  on  the  fourth  square  from  the 
right  the  King  must  he  pi  need.     You  thus  see  that  the  King's 


HOW  TO   SET  TTP  THE  MEN.  11 

officers  stand  on  his  right  on  their  respective  squares ;  the 
King's  Knight  on  the  King's  Knight's  square  and  the  Swing's 
Bishop  on  the  King's  Bishop's  square.  On  the  square  next  to 
the  King  place  the  Queen,  and  ohserve  that  she  will  occupy 
a  white  square,  while  the  Queen  of  your  antagonist  will  stand 
on  a  black  square.  Beginners  are  frequently  at  a  loss  to 
remember  the  squares  occupied  by  the  two  royal  pieces ;  but 
if  you  bear  in  mind  the  simple  law  that  the  Queen  stands  on 
her  own  colour  you  cannot  err.  One  consequence  of  this 
arrangement  is,  that  your  Queen  is  to  the  left  of  your  King ; 
but  if  you  turn  round  the  board  in  order  to  play  the  black 
pieces  your  Queen  will  then  be  to  the  right  of  your  Eang. 
This  circumstance  is  very  puzzling  to  beginners  who  study 
&om  books,  in  which  advice  is  generally  given  to  the  player  of 
the  white  pieces ;  for  when  they  have  to  play  the  black  men 
they  get  confused.  This  is  why  we  have  advised  you  to  ac- 
custom yourself  to  the  use  of  either  colour ;  besides  it  is  very 
likely  that  two  persons  ^o  agree  to  play  may  have  an  equal 
liking  for  white,  but  as  one  of  the  two  must  have  black,  you 
see  how  necessary  it  is  to  make  it  a  matter  of  indiiference 
which  colour  you  use.  Grood  players  always  draw  lots  for 
colours.  But  we  must  finish  setting  up  our  pieces.  A  Bi- 
shop attends  the  Queen  on  her  left  hand ;  then  comes  a  Knight^ 
and  on  the  left  comer  square  stands  the  Queen's  Rook.  Eight 
Pawns  stand  immediately  in  front  of  the  pieces,  and  have 
the  following  names,  beginning  from  the  right : 

King's  Rook's  Pawn. 
King's  Knight's  Pawn. 
King's  Bishop's  Pawn. 
Bang's  Pawn. 
Queen's  Pawn. 
Queen's  Bishop's  Pawn. 
Queen's  Knight's  Pawn. 
Queen's  Rook's  Pawn. 
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Whm  70U  hove  finished  Mtting  up  your  pieces,  compue 
the  state  of  your  board  with  the  following  arrangement, 
vbioh  shows  the  proper  position  of  all  the  pieces  and  Pawns 
on  both  sides  at  the  commencement  of  the  game. 


The  rank  which  the  pieces  occupy  is  sometimes  called 
the  royal  Une,  and  the  eight  squares  which  compose  it  are 
called  by  the  names  of  the  pieces  occupying  them  at  the 
commencement  of  the  game ;  such  as  King's  square,  i.  e. 
the  square  wherecti  the  King  is  first  placed,  and  the  square 
retains  this  name,  throughout  the  whole  of  the  game,  whether 
the  King  occupies  it  or  not.  The  same  remark  applies  to  all 
the  other  squares  of  the  royal  line. 

The  files  are  also  named  according  to  the  pieces  occupy- 
ing the  first  square  in  each  file.  Thus  King's  Kook'a  square  ii 
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the  fifBt  of  the  King's  Rook's  file ;  King's  Rook's  Pawn  occu- 
pies the  King's  Rook's  second  square.  King's  Rook's  third, 
fi>urth,  fifth,  and  sixth  squares  are  unoccupied  ;  King's  Rook'^ 
seventh  is  your  adversary's  King's  Rook's  second  square,  and 
is  occupied  by  his  King's  Rook's  Pawn.  Your  King's  Rook'r 
eighth  square  is  your  adversary's  King's  Rook's  square,  when 
that  piece  is  now  at  home,  as  it  is  sometimes  called  when  thi 
piece  has  not  been  moved,  or  having  been  moved,  is  played 
back  to  its  square. 

Thus,  all  the  files  are  named,  and  this  easy  method  give« 
a  name  to  every  one  of  the  sixty-four  squares,  and  is  equally 
available  for  your  antagonist  as  well  as  for  yourself. 

We  will  now  give  you  a  few  exercises  on  the  names  o4 
the  squares  and  the  pieces.     Remove  all  your  white  Pawn'i. 
firom  the  board,  and  all  your  adversary's  pieces,  and.  then  : 

1.  Place  your  King's  Bishop  on  your  King's  Rook's  thirw 
square. 

But  as  we  shall  hereafter^ave  to  give  you  many  direo 
tions  for  playing  a  piece  fron^ne  square  to  another,  it  will 
be  desirable  to  write  our  instructions  in  the  shortest  possible 
manner ;  we  shall,  therefore,  use  that  kind  of  Chess  notation 
which  is  now  very  common  and  very  convenient.  The  ex- 
ercise just  given  would  be  intelligible  to  any  Chess-player  if 
simply  written  thus : — ^K.  B.  to  K.  R.  3d. 

2.  Play  your  Queen  to  her  eighth  square. 

Q.  to  Q.  8th,  or, 
Q.  to  adv.  Q., 
i.  e.  Queen  to  adversary's  Queen's  square. 

3.  Play  your  Queen's  Knight  to  your  Queen's  Bishop's 

third  square. 

Q.  Kt.  to  Q.  B.  8d. 

4.  Play  your  Eang  to  his  Bishop's  second  square. 

K.  to  K.  B.  2d. 
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6.  Place  your  King's  Bishop  on  your  Queen's  Rook's  ad 

■quare. 

K.  B.  to  Q.  R.  6th. 

6.  Place  your  Queen  on  the  King's  Knight's  fi>urth  square. 

Q.  to  K.  Kt.  4th. 

We  will  now  finish  our  first  lesson.  Although  you  do  not 
yet  know  the  moves  of  the  pieces,  yet  you  are  quite  compe- 
tent to  perform  the  exercises  given  above. 


LESSON  II. 

THE   MOVES. 


You  must  now  learn  the  moves  of  the  pieces  and  Pawns ; 
for  which  purpose,  place  your^oard  in  the  proper  position, 
which,  you  know,  is  with  a  whire  square  at  your  right  hand 
comer,  and  then  place  the  King's  Rook  on  its  square,  the  rest 
of  the  board  being  unoccupied .  The  move  of  the  Rook  is  always 
in  straight  lines,  parallel  with  the  sides  of  the  board.  In  its 
present  position  this  piece  can  be  played  to  your  adversary's 
King's  Rook's  square,  which  square,  you  know,  is  the  same  as 
your  K.  R.  8th,  or  it  may  be  played  to  your  Q.  R.  square,  from 
thence  to  Q.  R.  8th  square,  thence  to  K.  R.  8th,  and  so  home 
again,  thus  taking  four  moves  to  go  along  all  four  sides  of  the 
board.  The  Rook  may  also  take  a  short  as  well  as  a  long  move. 
Its  shortest  move  is  one  square  forward  or  backward,  or  one 
square  to  the  right,  or  one  square  to  the  lefl.  In  its  present 
position  it  can  neither  move  backward  nor  to  the  right,  be- 
cause it  is  at  home  ;  and  so  also  the  Queen's  Rook,  when  at 
home,  can  neither  move  backward  nor  to  the  lefl ;  but  place 
either  Rook  on  any  but  a  Rook's  file,  and  you  will  find 
that  it  can  move  in  three  different  directions :  place  K.  R.  on 
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E.  square  and  you  will  find  that  it  commands  four  squares  to 
the  left,  three  squares  to  the  right,  and  all  the  seven  squares 
in  the  King's  file.  Still  in  this  position  the  Rook  cannot  move 
backward.  But  place  K.  R.  on  Q.  4th  square,  and  you 
will  find  that  it  can  now  move  backward,  but  although  it 
can  move  in  four  different  directions,  it  does  not  command  a 
larger  number  of  squares  than  before.  Remember  that  a 
piece  *is  said  to  command  a  certain  number  of  squares,  only 
when  they  are  unoccupied.  If,  for  example,  your  King's 
Rook's  Pawn  be  at  K.  R.  2d  square,  the  Rook  has  no  power 
whatever  in  a  forward  direction,  but  only  to  the  lefl,  where 
it  commands  seven  squares ;  but  if  we  place  the  K.  Kt.  at 
its  square,  the  K.  R.  has  no  power  whatever  to  move,  and 
commands  nothing.  Remember  also  that  a  piece  does  not 
command  or  defend  the  square  on  which  it  actually  stands, 
but  only  those  squares  to  which  it  can  be  moved.  Your  board 
being  again  unoccupied,  place  the  King's  Bishop  and  the 
Queen's  Bishop  on  their  reactive  squares.  The  move  of  the 
Bishop  is  always  diagonal  or  oblique.  Your  King's  Bishop 
being  on  a  white  square,  must  always  remain  on  that  colour, 
because  it  cannot  by  any  oblique  move  pass  to  a  black 
square.  The  Queen's  Bishop  is  on  a  black  square,  and  re- 
mains on  that  colour  duripg  the  whole  of  the  game.  Play 
your  K..B.  to  K.  R.  3d,  thence  to  your  Q.  B.  8th,  thence  to 
your  Q.  R.  6th,  and  thence  home  again.  So  also  play  your 
Q.  B.  to  Q.  R.  3d,  thence  to  your  adversary's  K.  B.,  thence 
Ip  your  K.  R.  6th,  and  thence  home  again.  Play  your  K. 
B.  to  K.  Kt.  2d,  thence  to  K.  R.  square,  thence  to  your  ad- 
versary's Q.  R.  square.  This  last  move  is  the  longest  stride 
the  Bishop  can  take.  Perform  a  similar  exercise  with 
your  Q.  B. 

When  the  two  Bishops  are  at  home,  they  each  command 
seven  squares.  But  play  K.  B.  to  Q.  B.  4th  square,  or  Q. 
B.  to  E.  B.  4th  square,  and  you  will  find  their  power  to  be 
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greatly  increased,  each  Bishop  commanding  eleven  squares. 
The  Bishop  has  the  same  privilege  as  the  Rook  of  moving 
through  many  squares  or  few,  or  of  moving  only  one  square. 

Now  as  we  are  strongly  inclined  to  the  opinion  that  the 
moves  of  the  pieces  at  Chess  originated  from  two  ancient 
games,  in  one  of  which  the  men  were  played  as  we  now  play 
the  Rook,  and  in  the  other  the  moves  were  similar  to  those  of 
our  Bishop,  and  that  hy  a  comhination  of  the  powers  of  these 
two  pieces,  the  moves  of  the  other  pieces  derive  their  origin, 
we  have  thought  that  a  hetter  understanding  of  the  moves 
in  the  modem  game  might  be  had  by  first  describing  the 
powers  of  the  Rook  and  Bishop,  and  then  tracing  to  them  the 
moves  of  the  other  pieces. 

The  King  is  allowed  the  shortest  move  of  the  Rook  and 
the  shortest  move  of  the  Bishop,  but  not  both  at  once.  Place 
your  King  on  his  square ;  he  can  then  move  to  any  one  of 
the  fi)llowing  squares  :  K.  B.  square,  Q.  square,  K.  2d  square, 
Q.  2d  square,  K.  B.  2d  square.  But  if  we  place  the  King 
on  one  of  the  central  squares  his  power  to  move  is  increased. 
Place  your  K.  on  his  4th  square  ;  he  then  commands  K.  3d 
and  5th  squares,  Q.  3d,  4th,  and  5th  squares,  and  K.  B.  3d, 
4th,  and  5th  squares.  Remember  that  your  King  can  never 
be  on  a  square  immediately  adjoining  that  on  which  your  ad- 
versary's King  stands. 

The  Queen  is  allowed  the  move  either  of  the  Rook  or  of 
the  Bishop,  but  not  both  at  once.  Place  the  Queen  on  her 
square ;  she  can  move  four  squares  to  the  right,  three  squares 
to  the  left ;  she  commands  seven  squares  of  the  Queen's  file, 
a  diagonal  to  the  left  of  three  white  squares,  and  a  diagonal 
to  the  right  of  four  white  squares.  You  can  therefore  already 
form  an  idea  of  the  great  value  of  this,  the  most  powerfiil 
piece  at  Chess. 

The  Knight  is  the  most  remarkable  of  all  the  pieces  ;  it 
Im  the  only  one  that  has  the  privilege  of  moving  over  the  othef 
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pieces,  and  this  it  often  does,  under  the  guidance  of  a  good 
player,  in  a  remarkable  manner,  threading  its  way  safely 
through  its  own  and  the  enemy's  ranks,  until  it  can  form  an 
attack  on  some  distinguished  piece,  or  mar  an  ingenious  plot 
of  the  adversary.  This  piece  is  not  only  difficult  to  play 
well,  but  difficult  also  to  resist,  so  that  it  is  a  deserved  fa- 
vorite among  skilful  players.  The  move  of  the  Knight  con- 
sists of  the  shortest  Rook's  move,  and  the  shortest  Bishop's 
move,  both  at  once.  For  example,  place  your  K.  Kt.  at 
home ;  he  can  move  to  K.  R.  3d  square,  i.  e.,  from  K.  Kt. 
square  to  K.  Kt.  2d,  the  shortest  Rook's  move,  and  from  K. 
Kt.  2d  to  K.  R.  3d,  the  shortest  Bishop's  move,  or  from  K. 
Kt.  square  to  K.  R.  2d,  the  shortest  Bishop's  move,  and  from 
thence  to  K.  R.  3d,  the  shortest  Rook's  move.  Wherever 
we  can  combine  the  shortest  move  of  the  Rook  with  the  short- 
est move  of  the  Bishop,  the  Knight  can  be  played,  provided 
the  square  to  which  you  wish  to  play  him  be  not  occupied  by 
one  of  your  own  pieces  or  Pawns.  But  if  such  square  be  oc- 
cupied by  a  piece  or  Pawn  of  your  adversary,  the  Knight  can 
capture  it.  When  your  K.  Kt.  is  at  home,  he  can  be  played 
to  your  K.  2d  square,  or  to  K.  B.  3d  square,  or  to  K.  R.  3d 
square ;  but  when  the  Knight  gets  to  the  middle  of  the  board, 
his  power  is  wonderfully  increased.  Place  him  on  your  K. 
4th  square,  for  example,  and  you  will  find  that  he  can  be 
played  to  any  one  of  eight  squares.  See  if  you  can  find  out 
these  squares,  and  write  down  their  names  correctly. 

Mr.  Geo.  Walker,  in  his  excellent  elementary  work, 
"  Chess  Made  Easy,"  states,  with  regard  to  the  move  of  the 
Knight,  that  it  is  so  difficult  of  explanation  that  he  almost  des- 
pairs of  making  a  learner  understand  it  until  he  has  met  with 
it  practically  illustrated.  He  gives  the  annexed  diagram, 
and  the  Allowing  mode  of  description  :— 

The  Knight  may  be  said  to  begin  his  move  by  going  one 
square  straight  forward,  and  then  finishing  his  move  by  pio^ 
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oeediiig  (MM  square  diagonally  ■  or,  it  may  equally  be  nid^ 

that  he  begins  his  move  by  moving  one  square  diagoDally, 

u)d  ends  his  move  by  marching  one  square  forward  or  sidewise. 

The  more  uf  the  Queen,  Rook,  and  Bishop,  are  intermin- 


able in  their  range,  except  by  the  extremities  of  the  board ; 
but  the  moves  of  the  King  and  Knight  are,  on  the  contrary, 
terminable,  and  not  to  be  extended  at  discretion,  like  thoee  of 
the  other  pieces. 

Now  set  out  your  two  white  Knighls  aa  in  the  fbregcnng 
diagram,  and  try  to  reconcile  my  description  of  the  move  of 
the  Knight,  with  the  squares  indicated  as  being  commanded 
by  them.  The  Knight  in  the  comer  commands  two  squares, 
marked  1  and  2  ;  and,  had  he  the  move,  could  play  to  either 
of  these,  but  to  no  others  on  the  whole  board.  In  doing  this, 
he  crosses  one  intermediate  square,  and  seats  himself  at  an 
it  of  three  squares,  inclusive,  from  his  starting  point,  ca 
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a  square  of  a  difierent  colour  from  that  on  which  he  first  stood. 
No  matter  what  pieces  might  occupy  the  squares  between 
him  and  the  place  to  which  he  was  about  to  move  ;  he  would 
leap  over  them  with  impunity. 

The  other  Knight,  being  placed  nearer  to  the  centre  of 
the  board,  commands  no  less  than  eight  squares,  indicated  by 
the  numbers  1  to  6  ;  to  either  of  which  he  might  leap  at  one 
bound,  but  his  choice  does  not  extend  beyond  those  eight. 
The  squares  commanded  by  the  Knight  always  appear  to  be 
in  pairs.  Suppose  the  white  K.  Kt.  to  be  at  home,  as  placed 
on  commencing  the  game ;  how  many  squares  does  he  com- 
mand? 

The  Pawns  have  the  shortest  move  fi)rward  of  the  Rook 
when  they  do  not  capture,  and  the  shortest  move  forward  of 
the  Bishop  when  they  do.  Thus  the  humble  Pawn  moves 
forward,  in  a  right  line,  but  cannot  move  either  backward, 
obliquely,  or  sidewise  (except  in  capturing,  when  it  moves 
obliquely  as  mentioned  above).  The  Pawn  can  only  move 
one  square  at  a  time ;  each  Pawn  has,  however,  the  privi- 
lege, to  be  exercised  at  the  option  of  the  player,  of  being  ad- 
vanced, on  the  first  move  he  makes,  either  one  or  two  squares. 
In  exercising  this  privilege,  the  Pawn  is  liable  to  be  taken 
'^  en  passant "  by  an  adverse  Pawn,  as  will  be  hereafter  ex- 
plained, under  the  article  on  the  meaning  of  the  phrase  ''  en 
passant."  Your  Rook's  Pawns  command  only  one  square 
each,  viz.,  K.  or  Q.  Kt.  3d ;  the  other  six  Pawns  com- 
mand each  two  squares.  Remember  that  all  the  pieces  can 
be  played  backward  as  well  as  forward,  to  the  right  or  to 
the  left ;  but  the  Pavm  has  a  forward  move  only ;  it  can  never 
retreat  firom  danger  like  the  other  pieces,  but  continues  to 
advance  until  it  reaches  your  adversary's  royal  line,  when  it 
is  entitled  to  a  reward  which  none  of  the  pieces  can  claim ; 
it  iS  immediately  promoted  to  the  rank  of  a  Queen,  or  a  Rook, 
or  a  Bishop,  or  a  Knight,  as  you  may  desire,  but  can  in  no 
nase  remain  on  the  royal  line  as  a  Patm. 
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LESSON   III. 

ON  THE  MANNER  IN  WHICH  THE  CHESS-MSW  TAKE  EACH  OTBBR. 

Mr.  Walker,  in  his  elementary  treatise  already  quoted, 
h'os  explained  in  so  very  lucid  a  manner  the  mode  in  which 
captures  are  made  at  Chess,  that  we  are  tempted  to  give  his 
remarks  in  full,  with  his  explanatory  diagrams. 

The  different  pieces  (the  Pawn  is  not  here  included)  take, 
in  exactly  the  same  direction  as  they  move.  In  taking,  you 
lift  off  the  adverse  piece  from  the  board,  and  place  your  own 
piece  in  the  square  hitherto  occupied  by  the  adversary  ;  and 
not,  as  in  the  game  of  Draughts,  on  the  square  beyond. 

You  are  never  compelled  to  take,  a^  in  the  game  of 
Draughts,  but  may  do  so,  or  not,  according  as  it  may  be  to 
your  advantage,  without  incurring  any  penalty  ibr  refusing 
the  offer. 
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To  illustrate  the  manner  in  which  the  men  take  each 
other,  examine  the  preceding  diagram. 

Here  is  the  white  Queen  opposed  to  a  black  Rook.  If  it 
be  White's  turn  to  play,  the  Queen  may  take  the  Rook  ;  to 
do  which,  you  remove  the  Rook  from  off  the  board,  and  seat 
the  Queen  on  the  square  now  occupied  by  the  Rook.  Were 
the  R<x)k  on  either  of  the  adjoining  squares  (marked  1  and  2), 
the  Queen  could  not  capture  it,  because  it  would  not  be  in 
her  line  of  march. 

If  the  Black  in  this  situation,  had  the  first  move,  the  Rook 
might  take  either  the  Queen,  the  Bishop,  or  the  Knight ;  lift- 
ing the  piece  taken,  off  the  board,  and  occupying  the  square 
thus  vacated. 

You  can  never  take  two  men  at  once,  as  in  the  game  of 
Draughts.  All  the  pieces  are  reciprocally  liable  to  be  taken, 
as  well  by  the  lowly  Pawn,  as  by  the  haughty  Queen  :  the 
King  is  the  only  exception  to  this  rule,  as  we  shall  find  un- 
der the  head  ot  "  Check." 

Let  us  set  up  another  position : — 

In  this  case  we  have  a  black  Bishop,  and  two  white 
Knights.  If  Black  have  the 
move,  the  Bishop  may  take  the 
Ejiight  in  the  comer,  as  before 
explained,  but  could  not  take  the 
nearer  Knight,  because,  to  do  so 
would  be  a  departure  from  the 
line  of  march  proper  to  the 
Bishop.  If,  on  the  other  hand, 
the  White  have  the  first  move, 
the  Knight  in  the  corner  cannot 
harm  the  Bishop,  because  the  latter  does  not  stand  within  its 
limited  and  peculiar  range ;  but  the  other  Knight  can  take 
the  Bishop,  by  stepping  into  his  place,  and  handing  him  off 
the  board. 
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The  King  can  take,  though 
he  cannot  be  taken.  Observe 
the  annexed : — 

Supposing  the  white  King 
to  have  the  move  in  this  case, 
he  may  capture  the  Rook,  the 
Bishop,  or  the  Knight,  at  his 
option,  because  they  all  stand 
within  his  range. 

Tlie  Pawn  is  the  only  man  which  does  not  take  i 
direction  it  moves ;  tor,  whereas 
it  moves  only  straight  on  (in 
right  lines),  it  takes  diagonally. 
In  other  words,  the  Pawn  may 
be  said  to  march,  on  ordinary 
occasions,  like  the  Rook,  except 
that  it  can  neither  move  back- 
ward nor  sidewise,  nor  can  it 
advance  more  than  <me  square 
at  ft  move  ;  but  when  the  Pawn  white. 

takes,  it  appears  to  borrow  the  power  of  the  Bishop,  and  to 
lake  in  Ihe  same  manner,  but  only  one  square  forward,  diag- 
onally. Example  being,  however,  better  than  precept,  let 
us  revert  to  the  Chess-board  : — 

We  have  here  a  white  Pawn,  which  may  take  either  the 
Queen  or  Knight,  exacdy  as  a  Bishop  would  do,  if  seated  in 
the  square  of  the  Pawn.  But  the  Pawn  cannot  capture  the 
Bishop,  because  he  may  not  tEike  straight  forward.  I  suppose 
the  white  pieces  to  have  occupied  the  lower  half  of  the  board, 
as  in  the  first  diagram,  and  the  Pawn  is,  therefore,  advancing 
up  the  board. 

The  Pawn  can  never  capture  any  piece  or  Pawn,  which  is 
not  thus  placed  on  the  first  square  of  the  fronting  diagonal. 
When,  therefore,  the  Pawn  is  advanced,  on  first  starting,  two 
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squares,  it  £>llows  that  he  can  never,  on  that  move,  take  an^ 
of  the  adverse  men.  The  Pawns  may  take  each  other,  as 
well  as  the  pieces  take  the  Pawns ;  of  course  your  own  men 
cannot  take  each  other. 


LESSON   IV. 

CHECKING  THE  KING CHECK-MATE — ^A  CHESS  PROBLEM  EXPLAIN- 
ED—VARIOUS KINDS  OF  CHECKS — ^SIMPLE  CHECK— CHECK  BY 

DISCOVERY ^DOUBLE     CHECK ^PERPETUAL     CHECK ^DRAWN 

GAMES — ^VARIOUS    KINDS    OF     MATE — STALE-MATE — ^FOOL's 
MATE scholar's  MATE SMOTHERED  MATE. 

Before  we  proceed  to  play  our  first  game  of  Chess  it  will 
be  necessary  to  explain  a  few  of  the  technical  terms  which 
are  in  constant  use  among  Chess-players,  as  also  the  code  of 
laws  which  regulates  their  proceedings. 

The  King  is  the  principal  character  in  the  Chess-field  ; 
his  person  is  sacred,  and  he  can  never  be  captured  ;  he  is 
nevertheless  liable  to  the  attacks  of  your  adversary's  pieces, 
which  must  be  instantly  warded  off^  for  if  being  under  attack 
he  is  unable  by  any  means  to  escape  therefrom,  he  is  said  to  be 
check-mated,  and  the  game  is  at  an  end.  The  grand  object 
of  Chess  is  therefore  twofold,  namely,  to  guard  your  own 
King  from  danger,  while  at  the  same  time  you  form  a  syste- 
matic attack  on  your  adversary's  King. 

Whenever  you  make  a  direct  attack  upon  the  King,  you 
must  inform  your  adversary  of  the  circumstance  by  calling 
out  "  check,"  and  he  must  immediately  attend  to  the  warn- 
ing and  escape  from  check,  or  get  out  of  check,  by  one  of  the 
three  following  methods: — 1.  By  moving  the  King  out  of 
check.     2.  By  capturing  the   piece  or  Pawn  that  checks^ 
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3.  By  interposing  a  piece  or  Pawn  between  the  King  and  the 
checking  piece ;  except  in  the  case  of  a  Kaight,  a  check 
from  which  can  only  be  parried  by  moving  the  King,  or  cap- 
turing the  Knight. 

We  will  show  the  application  of  "  check  "  and  "  check- 
mate "  by  means  of  a  Chess  problem.  We  may  first  inform 
you  that  the  moves  at  Chess  are  played  by  each  player 
alternately,  and  as  we  suppose  you  to  play  the  white  pieces 
we  shall  generally  give  you  the  first  move.  Be  careful, 
therefore,  whenever  a  position  or  problem  is  given  by  way  of 
illustration,  to  notice  the  direction  in  which  the  Pawns  are 
moving ; — ^those  of  your  adversary,  i.  e.,  the  black  Pawns, 
always  move  towards  you,  while  your  own  Pawns  always 
move  away  from  you.  When  you  are  directed  to  capture 
one  of  your  adversary's  pieces  or  Pawns,  recollect  you  are 
to  remove  it  from  off  the  board,  and  place  your  own  piece 
or  Pawn  on  the  square  which  it  occupied. 

The  accompanying  diagram  represents  the  position  of  the 
pieces  at  the  end  of  a  game.  The  player  of  the  white  pieces 
having  to  move  first,  is  able  to  check-mate  his  adversary  in 
four  moves. 

Certain  given  positions  or  combinations  of  pieces  are 
called  Problems,  many  of  which  are  remarkable  for  the  great 
beauty  or  ingenuity  of  their  solutions  or  answers.  When 
you  are  a  little  further  advanced  you  will  find  the  exercise 
both  pleasant  and  instructive. 

In  order  to  solve  this  problem  you  play  your  Rook  to  K. 
B.  8th  square,  and  call  out  "check."  Now  of  the  three 
methods  of  escaping  check.  Black  can  avail  himself  of  two ; 
he  cannot  interpose  a  piece,  because  your  Rook  checks  his 
King  on  the  very  next  square  to  that  which  he  occupies ;  the 
black  King  must  therefore  either  take  the  Rook  or  move  out 
of  check.  If  he  take  the  Rook,  you  check-mate  him  instantly 
by  playing  your  Q.  to  K.  8th,  and  he  cannot  take  your  Q, 


because  she  is  supported  by  the  B.,  for  were  he  to  capture 
her  he  would  still  be  in  check  with  the  B.,  and  the  King  u 
in  no  case  allowed  to  put  himself  m  check.  The  King  must 
therefore  be  moved  out  of  check,  and  you  will  observe  that 
there  is  only  one  square  to  #hich  he  can  be  played,  and  that 
is  to  his  R.  3d,  which  you  know  is  the  same  as  your  K.  R. 
7th. — For  your  second  move  you  play  Q.  to  K.  Kt.  6th, 
checking.  Of  the  three  modes  of  escaping  check,  Black  can 
avail  himself  of  only  one ;  he  cannot  interpose,  and  he  can- 
not move  on  account  of  tlii>  position  of  your  Rook  ;  he  must 
therefore  take  your  Q. ;  but  this  he  cannot  do  with  hia  King, 
because  your  Q.  is  supported  by  the  Pawn  at  your  K,  R. 
6th ;  he  must  thereJbre  take  your  Q*  with  his  B.    We  may 
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here  mention  that  although  your  Q.  is  of  far  more  value  than 
the  Bishop,  which  you  get  in  exchange  for  her,  yet  occasions 
sometimes  arise  when  it  is  desirable  to  sacrifice  a  Queen  or  a 
Rook  for  one  of  the  minor  pieces  (as  the  Bishops  and  Knights 
are  called),  or  even  for  a  Pawn.  Your  third  move  is  P. 
takes  B.,  checking.  The  black  King  not  being  able  to  move 
3ut  of  check  must  take  the  Pawn.  You  now  play  for  your 
fourth  move  K.  B.  to  Q.  Sd,  and  thus  give  check-mate,  be- 
cause the  black  King  is  in  check,  and  cannot  move  out  of 
check. 

The  term  "  check  "  is  used  only  when  the  King  is  placed 
in  danger.  The  Queen,  Rook,  Bishop,  Knight,  and  Pawn 
may  all  be  attacked  and  captured,  but  we  never  say  they  are 
checked.  There  are  four  kinds  of '^  checks."  1.  A  simple 
check,  that  is,  when  the  King  is  attacked  only  by  the  piece 
which  is  moved.  2.  Check  by  discovery,  that  is,  when  the 
piece  which  moves  does  not  check,  but  unfolds  another  piece 
which  does ;  for  example,  let  the  black  King  be  at  home*; 
then  place  a^ white  Rook  on  your  K.  R.  8th,  and  a  white 
Knight  on  your  K.  Kt.  8th.  In  this  position  by  playing  your 
Knight  to  your  K.  R.  6th,  your  R.  checks  the  black  King 
by  discovery.  By  playing  your  Kt.  to  K.  B.  6th,  instead  of 
to  K.  R.  6th,  we  have  the  third  species  of  check,  namely  the 
double  cheeky  which  combines  the  simple  and  the  discovered 
check. 

The  fourth  description  of  check  is  the  perpetual  check,  of 
which  the  annexed  diagram  furnishes  an  example.  This 
occurs  when  one  player  can  check  the  other,  every  move, 
and  the  check  cannot  be  parried  so  as  to  prevent  its  repeti- 
tion ;  then  if  the  first  player  persist  in  giving  check  every 
move,  the  game  must  be  abandoned  as  drawn.  In  the  ac- 
companying diagram  you  play  your  Q.  backward  and  forward 
from  the  square  on  which  she  stands  to  adversary's  K.,  check* 
m^ ;  the  only  meang  the  King  has  of  escaping  check  is  by 
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playing  the  B.  backward  and  forward  &om  K.  R.  i 
to  E.  Kt,  square. 


The  following  example  given  by  Walker,  isr*  very  strong 
instance  of  perpetual  check.  White  has  but  the  Queen  re- 
■daining,  against  Queen  and  two  Rooks;  the  Black  too  being 
in  a  position,  which  threatens  White  with  immediate  destruc- 
tion. But  White  has  fortunately  got  the  black  K.  in  check, 
and  the  latter  can  only  move  to  one  square  ;  on  which.  White 
repeats  the  check  on  the  E.  R.  file,  and  Black  is  forced  to 
return  to  the  square  he  now  occupies.  White  continues  to 
check  on  the  same  two  squares,  successively,  and  Black, 
having  no  resource,  is  compelled  to  abandon  the  game  at 
drawn.  Remember  to  apply  this  in  play;  and  whenever 
your  adversary  haa  obtained  an  overwhelming  numerical 
force,  strive  to  get  a  perpetual  check  ;  no  matter  with  what 
piece  or  pieces — if  you  can  but  get  it.  This  will  enable  you 
to  draw  the  game,  and  thua  to  baffle  your  apparently  viotori 
oos  oppcment. 
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A  material  point  at  Cliess  for  explanatipn  is  the  r 
in  which  a  game  may  be  drawn  ;  for  if  neither  party  wins, 
this  will  inevitably  be  the  case  at  every  game  as  well  as  at 
Chess.  If  then  neither  party  can  give  checl(-mate,  the  game 
must  be  drawn,  and  tliis  may  happen  many  different  ways, 
the  chief  of  which  are  as  follows : — 

Firstly,  where  perpictufll  check  can  be  given  as  explained 

Secimdly,  where  there  is  not  sufficient  force  left,  to  enable 
iho  stronger  pnrty  to  mate,  or  where  there  is  a  strict  equality 
of  force.  Suppose,  for  instance,  each  party  has  the  King  only, 
left  on  the  board,  the  game  is  drawn ;  for  as  the  Kings  can 
never  attack  each  other,  there  remains  no  force,  with  which 
the  victory  can  be  gained.     Again  ;  each  player  has  the 
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King  and  some  Pawns ;  but  the  Pawns  are  locked  in  together 
and  cannot  move.  Here  the  Kings  only  can  be  played,  and 
as  neither  will  remove  his  King,  to  allow  of  his  adversary 
turning  the  flank  of  his  position,  the  game  is  drawn.  Sup- 
pose, too,  there  remains  on  each  side,  a  strict  equality  of  a 
small  quantum  of  force,  as  King  and  Rook  against  King  and 
Rook— or  King  and  Queen  against  King  and  Queen, — ^it  is 
usual  to  give  up  the  game  as  drawn.  Or  again ;  each  party 
has  a  Rook  and  Bishop, — or  one  has  the  Queen  and  the  other 
two  Rooks ;  it  is  clearly  better,  and  more  courteous,  to  offer 
to  abandon  the  game  here  as  drawn,  than  to  carry  it  on,  in 
the  hope  of  your  antagonist  putting  a  piece  in  take. 

The  King  with  one  Bishop,  against  the  King  alone,  or  the 
King  with  two  Knights  against  the  King  alone,  do  not  consti- 
tute sufficient  power  to  give  check-mate.  The  same  thing 
holds  good  as  regards  the  contest  between  King  and  Rook,— - 
against  King  and  a  minor  piece,  or  three  minor  pieces  against 
Queen  (sometimes), — Rook  and  minor  piece  against  Queen^ 
— or  Rook  and  Bishop  against  Rook.  The  natural  result  of 
these,  and  analogous  quantities  of  force,  is  a  drawn  game,  ex- 
cept in  peculiar  positions  ;  the  variety  of  which  rather  con- 
firms than  invalidates  our  general  proposition. 

The  single  King  makes  a  drawn  game  eigainst  the  King 
and  Rook's  Pawn,  if  the  single  King  can  get  on  the  same  file,  in 
firont  of  the  Pawn  (see  Lesson  IX.  4th  position) ;  and  the  same 
result  occurs,  should  there  be  two  or  three  Pawns  doubled 
on  the  Rook's  file.  Further,  should  the  single  Rook's  Pawn, 
or  the  doubled  Rook's  Pawns,  be  accompanied  beside  their 
King,  with  a  Bishop  only,  of  the  colour  which  does  not  com- 
mand the  8th  square  of  the  Rook's  file  upon  which  the  Pawn 
or  Pawns  range,  the  game  will  be  drawn,  if  the  adverse  King 
can  get  in  front  of  the  Pawns  on  the  same  file.  The  princi- 
ple on  which  the  game  is  here  drawn,  is,  that  you  cannot,  in 
ettlier  of  these  cases,  maintain  a  Pawn  at  the  Rook's  7th 
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square,  without  giving  stale-mate.  This  is  highly  essential 
to  recollect,  and  serves  also  to  point  out,  that  two  Pawns, 
doubled  on  the  same  file,  are  little  better  than  one.  The 
b^inner  will  find  this  paragraph  rather  obscure ;  and  will 
do  well,  should  he  have  the  opportunity,  to  get  a  player  more 
advanced,  to  explain  it  practically  on  the  Chess-board. 

Thirdly, — ^In  the  code  of  laws  there  is  a  regulation  to 
which  the  learner  is  referred  for  information  concerning 
drawn  games,  arising  from  ignorance,  as  to  the  stronger 
party  knowing  how  to  effect  mate,  in  a  certain  time.  This 
is  a  provision  for  cases  originating  in  the  circumstance  of 
your  having  sufficient  force  to  effect  mate,  but  not  knowing 
how  that  force  should  be  applied.  Thus  the  Bishop  and 
Baiight,  or  two  Bishops  (with  the  King) — against  the  King 
alone — ^possess  the  mating  power;  but  it  is  only  a  skilful 
player  who  could  avail  himself  of  this,  so  as  to  win  the 
game.  In  these  and  analogous  situations,  if  you  cannot 
mate  in  50  moves,  your  adversary  is  justified  in  demanding 
the  dismissal  of  the  game  as  drawn. 

Fourthly^ — ^Drawn  games  also  arise  from  both  parties 
persisting  in  playing  the  same  move.  The  principle  on 
which  this  is  done,  is  similar  to  that  of  perpetual  check. 
Each  party  prefers  acting  on  the  defensive,  to  risking  the 
loss  of  the  game,  by  sallying  forth  from  his  entrenchments* 
The  annexed  diagram  presents  a  case  of  this  sort  which 
Walker  states  he  saw  arise  between  two  good  players,  in  the 
Westminster  Chess  Club, 

White  attacks  the  Knight  with  his  King,  and  the  former 
cannot  move  to  the  square  adjoining  the  King,  because  it 
would  be  taken  by  the  Pawn ;  the  Knight  therefore  plays 
upon  the  Rook's  file;  White  follows  the  Knight  with  the 
King,  to  the  Knight's  6th  square,  and  the  Knight  returns,  as 
his  best  move,  to  the  square  he  now  occupies.  Each  party 
persists  in  the  same  course  of  play,  and  consequently  agveen 
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to  dismiss  the  game  as  drawn.  Black  would  lose  the  gams» 
were  he  to  allow  the  Knight  to  be  takeo ;  and  it  is  therefore 
fiirtunate  &r  him,  that  White  has  not  the  move  in  the  present 
position. 

Fifthly. — A  draw  may  be  obtained  by  stale-mate.  This 
occurs  when  the  E.  not  being  actually  in  check,  cannot  move 
without  going  into  check,  and  has  no  other  piece  or  Pawn  to 
move.  For  example :  in  the  following  situation,  White  by 
playing  his  K.  to  R.  B.  7th,  deprives  his  adversary  of  all 
power  to  move ;  the  black  King  is  not  in  check,  and  cumot 
move  without  getting  into  check :  the  further  progress  of  the 
two  black  Pawns  is  prevented  by  the  two  white  Pawns : 
therefore  by  the  incautious  play  of  White,  Black  is  stale- 
BuUed  and  the  game  is  drawn. 
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Stale-mate  constitutes  a  drawn  game,  and  ia  generally 
obtained,  by  the  skilful  player,  of  an  inexperienced  antago- 
nist, who  is  so  eager,  having  a  numerical  advantage,  to  run 
down  his  prey,  that  he  overlooks  this  resource  on  the  part  of 
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his  wily  foe.  Many  situations  towards  the  tlose  of  a  game 
arise,  in  which  by  a  judicious  sacrifice,  the  skilfiil  player 
ferces  stale-mate^  and  thus  draws  the  game ;  as  in  the  forego* 
ing  case. 

Here,  Black  having  the  move,  can  force  stale-mate,  and 
thus  draw  a  desperate  game.  He  checks  with  Rook,  on  the 
square  before  the  adverse  King,  thus  giving  it  away  for 
nothing,  for  the  white  King  may  take  it  with  impunity* 
But  when  the  King  has  taken  the  Rook,  White  has  given 
stale-mate,  and  Black  has  gained  his  object;  and  if  he 
refuse  taking  it,  he  must  move  out  of  check,  and  Black  takes 
the  White  Queen.     So  either  way  the  game  is  drawn. 

It  is  impossible  to  give  every  case  in  which  a  game  may 
be  drawn.  We  can  only  lay  down  general  principles,  with 
as  much  practical  illustration  as  our  limits  will  permit ;  and 
it  is  for  the  learner  to  apply  such  principles  as  his  genius 
and  application  shall  dictate. 

There  are  also  several  descriptions  of  mates.  1.  The 
FooVs  Matdf  which  can  be  given  in  two  moves.  The  board 
being  prepared  for  play,  we  suppose  you  to  open  the  game 
thus: 

White.  Black. 

1.  K.  B.  P.  two  squares.  1.  K.  P.  one  square. 

2.  K.  Kt.  P.  two  squares.  2.  Q.  to  K.  R.  fifth  sq., 

check-mating. 
The  second  kind  of  mate  is  called  the  Scholar's  Mate^ 
and  is  sometimes  given  to  beginners  in  the  game ;  it  is  ac« 
oomplished  thus : 

White.  Black. 

1.  E.  P.  two  squares.  1.  K.  P.  two.  squares. 

2.  K.  B.  to  Q.  B.  fourth  sq.      2.  K.  B.  to  Q.  B.  fourth  eq. 

3.  Q.  to  K.  R.  fifth  sq.  3.  Q.  P.  one  square. 

4.  Q.  takes  K.  B.  P.,  check-mate. 

3» 


r 


A  third  descriptioit  of  mate  is  called  the  Smothered  Male, 
and  can  only  be  given  by  the  Knight.  The  fbllowing  pn>- 
blem,  in  which  White  moving  first,  is  required  to  give  cbeolt- 
mate  in  fi>ur  moves,  will  illustrate  this  description  of  maie. 


WhUe.  Black. 

1.  Kt.  to  K.  B.  7th,  check.  1.  K.  to  K.  sq.  I 

2.  Kt.  to  Q.  6th,  checking  and  i 
.                           discovering  check.                         S>  K.  to  Q.  sq. 

S.  Q.  to  adversary's  K.  sq., 

checking.  3.  Kt.  takes  Q.  : 

4.  Kt.  to  K.B.Ttbsq.,  check- 
mating. 
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LESSON   V. 

BIETBOD  OP  CBECE-BIATINO  WITH  THE  QUEEN. 

We  ehall  now  proceed  to  instruct  you  in  the  method  of 
vinning  the  game  with  your  King  and  Queen,  against  your 
adversary's  King.  This  is  one  of  the  easiest  cheok-mateB, 
the  study  of  which  will,  however,  materially  improve  you, 
and  enable  you  to  play  your  King  and  Queen  with  advan- 
tage in  many  situations.  In  order  to  effect  this  check-mato, 
it  is  absolutely  necessary  that  the  adverse  King  be  forced  to 
one  of  the  sides  of  the  board,  and  that  your  King  be  brought 
withiQ  caie  square  of  his — for  example : 

HRST  SITUATION. 

BLACK. 
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White  having  the  move  can  check-mate  by  playing  the 
Q.  to  adverse  K.'s  2d  sq.,  to  adverse  Q.  R.  sq.,  or  to  adverse 
Q.  Kt.  sq. :  but  suppose  the  Black  to  begin,  still  the  White 
will  check-mate  immediately,  for  Black  must  play  either  to 
Q.  sq.,  or  to  K.  B.  sq. ;  if  the  former,  White  will  check- 
mate by  playing  Queen  to  adverse  Q.  2d  sq.,  or  to  adverse 
Q.  Kt.  sq. ;  and  if  the  latter,  by  playing  her  to  adverse  K, 
B.  2d  sq.  It  appears  from  this  that  it  is  not  necessary  that 
the  two  Kings  should  be  exactly  opposite  each  other.  But 
suppose  the  black  King,  instead  of  being  at  his  own  square, 
were  at  his  Kt.'s  sq. ;  you  can  now  check-mate  in  two 
moves,  if  you  play  properly ;  you  must  not  check  with  your 
Q.  at  adversary's  Q.  R.  sq.,  because  he  would  be  able  to 
quit  the  last  line,  or  side  of  the  board,  where  I  have  already 
told  you  he  must  be  forced  to  move  before  yoU  can  check- 
mate him.  It  would  also  be  bad  play  to  check  with  your  Q. 
at  adv.  K.  B.  2d  sq.,  because  he  would  move  to  his  Rook's 
sq.,  and  you  would  be  obliged  to  remove  the  Q,,  for  if  you 
played  the  K.,  the  game  would  be  drawn,  owing  to  his  K. 
being  stale-mated. 

What  ought  I  then  to  play  7 

You  should  move  your  Bang  to  adv.  K.  B.  Sd  sq.,  and  he 
cannot  possibly  avoid  being  check-mated  the  next  move  by 
your  playing  your  Queen  to  adv.  K.  B.  2d  sq.,  or  to  adv.  K. 
Kt.  2d  sq. — ^Let  us  now  examine  another  position,  which  will 
show  you  the  power  the  Q.  has  of  forcing  the  K.  to  move  ta 
the  opposite  side  of  the  board. 
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In  this  BituBtion,  his  Eing  being  already  on  the  last  line, 
it  Tould  be  very  bad  play  to  check  him  with  your  Queen, 
because  he  would  play  the  E.  towards  the  middle  of  the 
board,  and  you  would  have  the  trouble  of  compelling  him  to 
the  side.  You  may  check.mate  him  in  two  ways. 
In  ihefiral  place, 


WiaU. 

Black. 

1. 

2. 
8. 
4. 

E.  to  Q.  B.  6th  sq. 
E.  to  Q.  6th  sq. 
K.  to  hia  6th  sq. 
K.  to  hia  B.  6th  sq. 

1. 
2. 
3. 
4. 

E.  to  E.  Et.  sq. 
E.  to  E.  R.  sq. 
K.  to  E.  Kt.  sq. 
E.  to  E.  B.  or  I 

6.  Q.  oheck-mates  at  E.  B.  7th  sq.,  or  E.  Et.  7tb  aq. 
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Thia  method  is  very  aimple,  but  the  other  is  more  mMk 
lerly  and  sborter;  replace  the  pieces  and  play, 
/n  the  teeond  place, 
While.  Black. 

1.  Q.  to  K.  R.  Tth  aq.  I.  K.  to  his  sq.  (muat). 

3.  Q.  to  K.  Kt.  Tth  Bq.  a.  K.  to  Q.  sq. 

3.  Q.  to  K.  B.  Tth  sq.  3.  K.  to  Q.  B.  sq. 

4.  Q.  check-mates  at  K.  8th  sq.,  or  Q.  B.  Tth  sq. 

Id  this  mamier  you  check-mate  without  moving  your  E., 
as  the  power  of  your  Q.  enables  you  to  force  his  E.  to  more 
towards  yours. 

THIRD  SITUATION. 


The  check-mate,  though  very  simple,  would  be  over, 
looked  by  many  young  players :  some  would  check  at  E.  B. 
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Bth  sq. ;  odiers  woirid  play  Q.  to  her  R.  Tlh  sq.,  and  tbea 
move  the  K.  to  his  B.  6th  sq. ;  the  proper  more  ia  to  ^uy 
the  Q.  to  K.  R.  8th  sq.,  giving  check-mate. 


WHITE. 

It  is  evident,  that  if  his  K.  were  at  his  own  sq.*,  £□  oppo- 
utioD  to  yours,  you  would  immediately  cbeok-mate,  by  play- 
ing  your  Q.  to  his  Q.  Kt.  sq. ;  by  playing  in  the  following 
manner,  you  force  his  K.  opposite  yours,  and  you  cbeok-mata 
the  following  move ;  e.  g. 

WhUe.  Black. 

I.  Q.  to  K.  Et.  3d  sq.  I.  Is  compelled  to  play  K. 

to  his  own  sq. 
3.  Q.  to  K.  Et.  8th  sq.,  mating. 
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Observe  attentively  the  first  move,  which  is  very  luefbl 
In  check-mating  with  a  Q.  or  Rook ;  it  is  the  only  move  that 
enables  you  to  win  in  two  moves. 

We  shall  now  show  you  how  to  force  the  adverse  King 
to  the  side  of  the  board,  which  ia  indispensable  before  you 
can  check-male  with  the  Queen. 


FIFTH  smJATlON. 

BLACK. 


White  to  move. 
WhiU.  BUuA. 

1.  Q.  to  her  6th  sq.  1.  K.  to  his  B.  6th  aq. 

3.  E.  to  E.  B.  2d  sq.  2.  K.  to  his  Et.  6th  sq. 
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White.  Black. 

3.  Q.  to  E.  5th  sq.  3.  K.  to  his  R.  5th  sq.,  for 

if  he  play  to  his  R.  6th 
sq.,  you  will  check- 
mate at  your  E.  Et.  3d 
sq.,  or  at  E.  R.  5th. 

4.  E.  to  E.  B.  dd  sq.  4.  E.  to  E.  R.  6th  sq. 

5.  Q.  to  E.  Et.  3d  sq.,  or  to  E.  R.  8th,  or  to  E.  R.  5th» 

and  check-mates. 

In  the  ahove  position,  as  the  Eing  is  nearer  to  your  E.  R. 
side  of  the  hoard  than  to  any  other,  you  should  endeavour  to 
Ibrce  him  to  move  towards  it,  this  you  efiect  by  playing  your 
Queen  to  his  Q.  4th  sq. ;  had  you  checked  at  your  E.  2d  sq., 
or  at  Q.  Et.  3d  sq.,  you  would  have  played  ill,  because  he 
would  have  moved  tiie  Eing  into  one  of  the  centre  squares, 
and  he  would  be  as  far  removed  from  the  side  of  the  board 
as  he  was  at  the  beginning.  Your  second  move  (E.  to  E. 
B.  2d  sq.)  prevents  his  returning  to  your  E.  3d  sq.,  and 
ferces  him  nearer  the  side  of  the  board,  by  compelling  him 
to  move  to  your  Et.'s  file :  your  third  move  is  much  better 
than  if  you  had  checked  him,  because  it  obliges  him  to  move 
to  your  R.  4th  sq. ;  had  you  on  the  4th  move,  pursuing  the 
same  system,  inadvertently  moved  your  Q.  to  adv.  E.  B.  4th 
sq.,  you  would  have  stale-mated  your  adversary ;  as  the  Q. 
attacks  more  squares  than  any  other  piece,  you  must  be  very 
careful  when  you  have  to  check-mate  with  the  Queen,  that 
you  do  not  stale-mate  your  adversary,  by  playing  her  im- 
properly. 


ESS  FOR  WnrrSR  BWOMaS. 
SIXTH  SITUATION. 
BLACK. 


T7%tte.  BlMk. 

1.  Q.  to  her  8th  sq.  1.  K.  to  K.  B.  2d  sq. 

3.  Q.  to  her  6th  sq.  3.  K.  to  hia  sq. 

3.  Q.  to  her  B.  7lh  aq.  8.  K.  to  K.  B.  sq. 

4.  K.  to  K.  B.  2d  sq.  4.  K.  to  his  sq. 

6.  K;  to  K.  B.  3d  sq.  6.  K.  to  K.  B.  sq. 

6.  K.  to  K.  B.  4th  sq.  «.  K.  to  K.  Et.  sq. 

T.  K.  to  his  B.  6th  sq.  7.  K.  to  E.  B.  sq. 

8.  E.  to  his  B.  6th  sq.  6.  E.  tohissq.,ortoE.Kt.Bq. 

9.  Q.  check-mates  at  E.  7th  aq.,  or  E.  Et.  7th  sq. 
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Observe,  that  you  have  not  given  him  one  check  before 
jTOU  check-mated  him :  this  will  show  you  that  it  is  by  no 
means  necessary  to  check  frequently  with  the  Queen ;  it  is 
often  bad  play,  as  the  Q.,  from  her  peculiar  power,  is  able, 
without  the  assistance  of  the  King,  to  force  the  adverse  King 
to  one  of  the  angles  of  the  board.  Black,  on  the  first  move, 
might  have  advanced  towards  the  centre  of  the  board,  in. 
Htead  of  playing  to  his  B.  2d  sq. ;  the  variation  we  shall 
presently  give,  will  show  you  how  you  ought  to  play  in  that 
case.  You  might,  on  the  4th  move,  have  confined  his  King 
to  his  K.  Bishop's,  K.  Knight's,  and  K.  Rook's  squares,  by 
playing  yoilr  Q.  to  her  7th  sq.,  instead  of  advancing  your  K., 
but  it  would  have  been  losing  a  move,  because  the  moment 
your  K.  is  at  his  K.  B.  6th  sq.,  you  will  check-mate  him, 
whether  his  K.  be  at  his  own  sq.,  or  at  K.  B.,  K.  Kt.,  or  K. 
R.  sq. 

VARIATION. 
Whiie.  Black. 

1.  Q.  to  her  8th  sq.  1.  K.  to  his  4th  sq. 

2.  Q.  to  her  7th  sq.  2.  K.  to  K.  B.  3d  sq. 
8.  K.  to  K.  B.  2d  sq.              3.  K.  to  his  4th  sq. 

4.  K.  to  K.  B.  3d  sq.  4.  K.  to  K.  B.  dd  sq. 

5.  K.  to  K.  B.  4th  sq.  5.  K.  to  K.  Kt.  3d  sq. 

6.  Q.  to  K.  7th  sq.  6.  K.  to  K.  R.  3d  sq. 

7.  You  should  not  move  Q.  to  K.  B.  7th  sq.,  because  you 
would  stale-mate  your  adversary ;  you  ought  to  play  K.  to 
his  B.  5th  sq.,  and  afterwards  check-mate  with  the  Q.  at  K. 
R.  7th  sq.,  or  at  K.  Kt.'s  5th. 
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SEVENTH  SITUATION. 


In  this  and  similar  situations,  when  your  adversary's 
Iting  ia  already  on  the  last  line,  endeavour  to  confine  him 
there  ;  in  the  present  instance,  your  first  move  should  be  Q. 
to  her  Kt.  7th  sq.,  afterwards  playing  her  to  her  Ttfa  sq.,  or 
at  once  moving  up  King. 

The  next  position  will  show  you  that  the  Queen  alme 
has  the  power  of  forcing  the  adverse  King  to  on«  of  the 
comers  of  the  board. 


METHOD  OF  CEECK-IEATINa  WTTB  TBB  dUEBK. 
EIGHTH  SITUATION. 


Whie.  Black. 

1.  Q.  to  her  3d  sq.  1.  K.  to  his  B.  5th  sq. 

2.  Q.  to  K.  2d  sq.  2.  K.  to  his  B.  4th  sq. 

3.  Q.  to  K.  3d  sq.  3.  K.  to  K.  B.  3d  sq. 

4.  Q.  to  K.  4th  sq.  4.  E.  to  K.  Kt.  4th  sq. 
6.  Q.  to  K.  B.  3d  sq.  5.  E.  to  E.  Et.  3d  sq. 

6.  Q.  to  K.  B.  4th  sq.  6.  E.  to  K.  Et.  2d  sq. 

7.  Q.  to  K.  B.  5th  sq.  7.  K.  to  E.  Kt.  sq. 

8.  Q.  to  K.  B.  6th  sq.  8.  K.  to  K.  R.  2d  sq. 

9.  Q.  to  K.  Et.  5th.  9.  K.  to  E.  R.  sq. 

Toll  will  observe  by  the  above  moves  that  the  Queen  be- 
ing able  alone  to  force  the  King  to  an  angle  of  the  board, 
70U  might  first  efiect  that,  and  then  bring  up  your  King  in 
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order  to  checlc-mste,  but  it  would  take  more  moTes  than 
when  the  King  aoaista  the  Queen  in  compelling  the  K.  to  the 
■id«  of  the  board.  Do  not  play  your  Q.  nearer  the  K.  than 
ahe  now  is,  for  if  you  were  on  the  10th  move  to  play  Q.  to 
K.  Kt.  6th,  you  would  stale-mate  your  adversary. 


LESSON   VI. 

HSTHOD  OP  CHBCK-HATINa  WITH   BOTH  ROOXS. 

This  check-mate  is  very  simple,  and  may  be  given  with- 
out the  assistance  of  the  King. 

FIRST  SITUATION. 
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White.  Black. 

1.  E.  R.  to  K.  Kt.  2d,  check.  1.  K.  to  Q.  R.  6tfa. 

2.  Q.  R.  to  K.  B.  ad  sq.,  check.  2.  K.  to  Q.  R.  5th. 

3.  K.  R.  to  K.  Kt.  4th,  check.  8.  K.  to  Q.  R.  4th. 

4.  Q.  R.  to  K.  B.  5th,  check.  4.  K.  to  Q.  R.  3d. 

5.  E.  R.  to  E.  Et.  6th,  check.  5.  E.  to  Q.  R.  2d. 

6.  Q.  R.  to  E.  B.  7th,  check.  6.  E.  to  Q.  R.  sq. 

7.  E.  R.  to  E.  Et.  8th,  mate. 

The  alternate  play  of  the  Rooks,  as  you  will  have  ob- 
served by  the  above  moves,  forces  the  Eing  to  retire  towards 
the  last  line,  where  he  is  ultimately  check-mated ;  he  might, 
however,  have  given  you  more  trouble  had  he  moved  his  E. 
differently.  Replace  the  pieces  and  suppose  him  to  play  as 
follows : 

1.  E.  R.  to  E.  Et.  2d,  check.         1.  E.  to  Q.  Et.  6th. 

2.  Q.  R.  to  E.  B.  3d,  check.  2.  E.  to  Q.  B.  5th. 

8.  E.  R.  to  E.  Et.  4th,  check.        3.  E.  to  Q.  4th. 

4.  Q.  R.  to  E.  B.  5th,  check.         4.  E.  to  his  3d. 

If  you  were  now  to  play  Eing's  Rook  as  you  did  be&re, 
he  would  take  your  Q.  Rook ;  you  therefore  play  the  latter 
away,  thus : 

5.  Q.  R.  to  Q.  R.  5th.  "*  5.  E.  to  E.  B.  3d. 

Still  you  cannot  check  with  E.  Rook  at  E.  Et.  6th,  be- 
cause he  would  take  it ;  you  therefore  play, 

6.  E.  R.  to  Q.  Et.  4th.  6.  E.  to  his  3d. 

7.  K.  R.  to  Q.  Et.  6th,  check.       7.  E.  to  Q.  2d. 

8.  Q.  R.  to  its  7th,  check.  8.  E.  to  Q.  B.  sq. 

White  cannot  check-mate  with  Eing's  Rook  at  adver- 
sary's Q.  Et.'s  square,  because  Black  would  take  it ;  there- 
*fore, 

9.  E.  R.  to  Q.  Et.  7th.  9.  E.  to  Q.  sq. 
10.  Q.  R.  to  his  8th,  check-mate. 

The  check-mate  may,  however,  be  given  in  a  shorter 
way;  thus. 
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WhiU.  Blade. 

1.  Q.  R.  to  Q.  Kt.  sq.  1.  K.  to  Q.  R.  6(h. 

3.  E.  R.  to  K.  Kt.  8th  aq.  3.  K.  to  Q.  R.  Tth. 
8.  K.  R.  to  Q.  Kt.  8th.  S.  K.  to  Q.  R.  dth. 

4.  K.  R.  to  Q.  R.  8th,  or  Q.  R.  to  his  sq.,  check-mstiiig. 
Even  this  is  not  the  abortest  metbod  of  winning :  ibr 

ezunple, 

1.  Q.  R.  to  K.  B.  3d  sq.  1.  K.  to  Q.  Kt.  Tth  sq. 

2.  K.R.toK.Kt.2dsq.,check.  2.  K.  to  Q.  B.  8th  sq. 

3.  Q.  R.  to  K.  B.  sq.,  check-mate. 

It  is  not,  however,  always  necessary  to  force  the  King  to 
one  of  the  sides  of  the  board,  the  check-mate  can  be  given 
in  the  middle  of  the  board,  but  then  it  must  be  with  the  as- 
sistance of  your  King ;  for  example : 

SECOND  SITUATION. 
BLACK. 
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White.  Black. 

1.  Q.  R.  to  his  6th  sq.  1.  K.  to  K.  B.  4th. 

2.  E.  R.  to  K.  Kt.  sq.  2.  K.  to  his  4th. 

3.  K.  R.  to  K.  Kt.  5th  sq.,  check-mate. 

Observe  the  object  of  these  moves ;  the  first  is  to  pre- 
vent his  King  from  moving  back,  the  K.  is  therefore  confined 
to  the  rank  on  which  he  is,  and  the  move  of  the  Rook  has 
made  that  rank  an  artificial  side  of  the  board ;  the  2d  move 
is  played  to  compel  the  K.  to  return  to  his  4th  sq.,  and  is  the 
(Hily  method  to  enable  you  to  check-mate  the  next  move. 
Should  Black  for  his  first  move  play  K.  to  his  Q.  4th,  you 
play  K.  R.  to  Q.  B.  sq.,  also  mating  next  move. 


LESSON   VII. 

METHOD   OF   CHECK-MATING  WITH   ONE   ROOK. 

This  check-mate  is  much  more  difficult  than  that  with 
the  Queen,  or  the  two  Rooks.  By  studying  the  following 
situations,  and  attending  to  the  remarks  we  shall  make,  you 
will  soon  be  able  to  efiect  it,  and  that  in  a  more  masterly 
manner  than  many  who  have  played  at  Chess  for  a  long 
time. 

It  is  absolutely  necessary,  in  order  to  check-mate  with 
the  Rook,  that  you  force  the  adversary's  King  to  one  of  the 
aides  of  the  board ;  your  own  King  must  moreover  be  in  op- 
position to  his,  that  is,  with  only  one  square  between  them. 
As  his  King  may  attack  your  Rook,  it  will  be  necessary  to 
have  your  own  K.  near,  in  order  to  guard  it,  therefore,  the  K. 
and  Rook  must  co-operate  in  compelling  his  King  to  the  last 
line.  All  this  you  will  clearly  understand  by  attending  to 
the  following  situations. 

3 
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FIRST  SITUATION. 

BLACK. 


By  playing  the  Rook  to  Q.  B.  8th  sq.,  you  give  check- 
mate; in  this  aituatioii  if  you  had  a  Q.  instead  of  a  R.,  you 
could  not  check-mate  in  a  different  manner  the  iirst  move. 
If  your  King,  instead  of  being  at  his  R.  6th  sq.,  were  at  K. 
Kt.  6th,  the  Rook  would  still  check-mate  in  the  same  man- 
ner ;  this  is  owing  to  his  King  being  in  a  comer,  for  if  he 
were  at  his  Kt.  sq.,  and  your  King  at  his  R.  6th,  on  youi 
checking  with  R.,  he  would  be  able  to  move  to  his  B.  2d  eq., 
thereibre,  except  in  the  coroer,  your  King  must  be  immedi< 
ntely  opposite  his,  with  only  one  square  between  them. 


SECOND  SITUATION. 

BLACK. 


WHITE. 

White  to  move. 
WMie.  Black. 

1.  K.  to  his  B.  6th.  1.  K.  to  his  sq. 

Z.  R.  to  Q.  4th.  2.  K.  to  K.  B.  aq. 

3.  R.  to  Q.  8th,  and  ohect-matea. 
We  have  often  seen  even  tolerable  players  make  six  or 
eight  moves  to  check-mate  in  the  above  situation,  and  yet  it  is 
by  no  means  difficult  if  the  powers  of  the  Rook  be  well  un- 
derstood. Your  first  move  is  sufficiently  obvious,  as  it  forces 
him  to  continue  on  the  last  line ;  the  second  is  not  quite  so 
easy  to  discover,  but  if  you  recollect  that  it  is  absolutely 
neccesary  that  his  King  should  be  opposite  yours  (except  in 
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the  comer)  you  will  soon  find  that  by  playing  your  Rook  to 
your  Queen's  4th  sq.,  that  is,  one  file  heyond  his  King,  you 
fbroe  him  to  play  back  to  his  B.  sq.,  and  are  thus  enabled  to 
oheck-mate  him  the  following  move. 


THIRD  SITUATION. 

BLACK.    ' 


In  this  situation  you  may  give  mate  in  three  moves ; 
your  first  move  should  be  tlie  Rook  to  any  one  of  the  eleven 
sq.  it  attacks ;  suppose  you  move  it  b>  R.  Kt.  5th  sq.,  and 
that  he  moves  his  K.  to  K.  B.  sq. ;  as  your  Rook  already 
occupies  the  file  beyond  his  King,  you  have  only  to  keep  it 
on  that  file,  and  his  King  will  be  forced  to  move  in  opposition 
to  yours,  and  then  you  chock-mate  him  at  his  K.  Kt.  sq. ;  if 
you  refer  to  the  check-mate  with  the  two  Rooks,  you  will 
find  a  similar  situation,  one  of  your  R.  confining  his  E.  to 
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tbe  centre  of  the  board,  by  making  an  artificial  hut  line,  and 
•lutbling  the  other  R.  to  check-mate  in  the  above  manner. 

FOURTH  SITUATION. 


WHITE. 

White  to  move. 
WhiU.  Black. 

1.  R.  to  Q.  R.  7th.  1.  K.  to  K.  Kt.  sq. 

S.  K.  to  his  2d.  2.  K.  to  K.  B.  sq. 

3.  K.  to  his  3d.  3.  K.  to  his  sq. 

4.  K.  to  his  4th.  4.  K.  to  Q.  sq. 

5.  K.  to  his  6th.  5.  K.  to  Q.  B.  sq. 

6.  K.  to  Q.  6th.  6.  K.  to  Q.  Kt.  »q. 

7.  R.  to  Q.  B.  7th.  7.  K.  to  Q.  R.  sq. 

8.  K.  to  Q.  B.  6th.  e.  E.  to  Q.  Kt.  sq. 

9.  E.  to  Q.  Et.  6th.  9.  K.  to  Q.  R.  aq. 
10.  R.  to  Q.  B.  8th,  check-mate. 


In  the  (bregoing  ptSsilion  it  is  not  very  difiicult  to  give  check- 
mate, because  the  adverse  K.  is  already  on  the  last  line,  and 
your  first  move  confines  him  to  it.  The  following  eituation 
is  more  difficult,  because  you  have  to  force  him  to  the  last 
line ;  however,  by  attentively  observing  the  method  of  play- 
ing both  K.  and  R.  you  will  soon  be  able  to  check-mate  with 
R.  from  any  part  of  the  board. 

FIFTH  SITUATION. 

BLACK. 


While  to  move. 
WhUe.  Black. 

1.  R.  to  K.  8th.  1.  K.  to  Q.  4th. 

2.  K.  to  K.  Kt.  2d.  2.  K.  to  hia  Q.  5th. 

3.  K.  to  K.  B.  3d.  3.  K.  to  Q.  4th. 

4.  R.  to  K.  4th.  4.  K.  to  Q.  3d. 

5.  E.  to  his  3d  sq.  6.  K.  to  Q.  4th. 

6.  E.  to  Q.  3d.  6.  K.  to  Q.  B.  4th. 
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In  this  situation  you  may  check-mate  in  four  moye% 
out  moving  your  King  more  than  once :  e.  g. : 

White  to  move. 

White.  Black. 

1.  E.  to  Q.  B.  6th.        1.  K.  to  Q.  R.  3d,  or  (A) 

2.  R.  to  K.  R.  6th.        2.  K.  to  Q.  R.  2d,  or  Q.  R.  4th. 

3.  R.  to  K.  R.  8th  sq.  if  the  black  King  be  at  Q.  R.  2d, 
or  R.  to  K.  R.  4th  sq.,  if  the  black  King  be  at  Q.  R.  4th ;  in 
both  cases  the  Rook  is  one  file  beyond  that  on  which  the  black 
King  is ;  the  Black  is  therefore  compelled  to  play  to  Q.  R. 
Sd  sq.,  and  you  check-mate  him  with  your  Rook  at  his  Q. 
R.  sq.,  or  at  your  Q.  R.  4th. 

(A) 

1.  K.  to  Q.  B.  6th.  1.  K.  to  Q.  R.,  or  to  Q.  Kt.  sq. 

2.  R.  to  K.  Kt.  8th, 

check.  *  2.  K.  to  Q.  R.  2d. 

3.  R.  to  K.  R.  8th ;  by  remaining  on  this  file,  you  com- 
pel him  to  play  to  Q.  R.  3d  sq.,  and  consequently  you  check- 
mate  him  the  next  move  with  your  R.  at  Q.  R.  8th. 

You  may  also  check-mate  in  four  moves,  beginning  with 
the  Rook,  but  this  we  shall  leave  you  to  discover  yourself. 
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LESSON  VIII. 

CASTLING SOME  PECULIARITIES  OF  PAWN-PLAY — ^PAWN  TAXES 

P.  "en  passani" — centre  pawns — doubled  pawns— 

PASSED  PAWNS — ^ISOLATED  PAWNS— ADVANCING  A  PAWN  TO 

QUEEN ^PROBLEM   ILLUSTRATIVE   OF  QUEENING  A  PAWN-— 

FOBBING  WITH  PAWN  OR  KNIGHT — THE  EXCHANGE. 

Although  the  move  of  the  King  is  limited  to  one  square 
at  a  time,  yet,  by  a  peculiar  privilege,  which  under  certain 
conditions,  may  be  exercised  once  during  the  game,  a  com- 
pound move  is  allowed,  whereby  the  King  moves  over  two 
squares.  This  compound  move  is  made  by  playing  K.  R. 
or  Q.  R.  up  to  the  K.,  and  then  placing  the  K.  on  the  other 
side  of  the  R.  thus  moved.  This  is  called  Castling,  or  to 
Castle  the  King,  and  its  object  is  generally  to  secure  the 
royal  piece  a  place  of  greater  safety,  as  also  to  bring  a  Rook 
into  play.  Sometimes,  however,  a  player  castles  in  order  to 
escape  from  an  attack,  and,  in  such  case  he  will  castle  on  his 
King's  side,  i.  e.,  with  K.  R. ;  or,  on  his  Queen's  side,  i.  e., 
with  Q.  R.,  as  may  best  suit  his  purpose. 

The  conditions  under  which  Castling  is  allowed,  are  as 
follows : — 

1.  The  King  must  not  be  in  check.  2.  The  K.  must  not 
have  been  moved.  3.  The  Rook  must  not  have  been  moved. 
4.  There  must  be  no  piece,  either  of  your  own  or  of  your 
adversary,  between  the  K.  and  the  R.  5.  The  King  must, 
not  pass  over,  or  to  any  square,  attacked  by  one  of  your  ad- 
versary's pieces  or  Pawns. 

The  following  diagram  will  serve  to  illustrate  the  impor* 
tant  operation  of  Castling. 

8* 
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In  this  position,  supposing  neither  your  King  nor  Rooks 
have  been  moved  during  the  game,  you  are  at  liberty  to  cas- 
tle either  with  your  K.  R.  or  your  Q.  R.  To  caatle  with 
your  K.  R.,  or,  on  your  K.  side,  you  first  play  your  K.  R.  to 
E.  B.  sq.,  and  then  place  your  K.  on  E.  Et.  sq. ;  this  com- 
pletes the  operation  of  Castling.  To  castle  on  your  Q.  side, 
or  with  Q.  R.,  you  first  play  that  piece  to  Q.  sq.,  and  ibea 
place  your  E.  on  Q.  B.  sq.  Observe  that,  although  your  Q. 
R.  is  under  the  attack  of  your  adversary's  K.  B.,  and 
although  your  Q.  Et.  sq.  is  commanded  by  his  Q.  B.,  yet 
you  can  still  castle  on  your  Queen's  side,  because  the  law 
which  forbids  tlie  King,  in  castling,  to  pass  over  any  square 
attacked  by  one  of  your  adversary's  pieces  or  pawns,  is  lim- 
ited to  the  Eing  only,  and  does  not  apply  to  the  Rook. 
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ITou  will  observe  that  your  adversary  cannot  castle  on 
his  E.  side,  because  the  E.  B.  sq.,  over  which  his  E.  must 
pass,  is  commanded  by  your  Q.  B.,  and  the  E.  Et.  sq.,  to 
which  he  must  pass,  is  commanded  by  your  E.  B.  Nor  can 
he  castle  on  the  Q.  side,  because  his  Q.  R.  has  been  ipoved. 

There  are  several  peculiarities  respecting  the  Pawns, 
with  which  you  must  become  acquainted.  Young  players 
are  apt  to  imagine  that,  because  the  supply  of  Pawns  is  lib- 
eral, and  their  value  much  less  than  that  of  the  pieces^ 
they  need  not  be  greatly  regarded.  But  the  fact  is,  that  to 
play  the  Pawns  well  is  almost  the  a&me  thing  as  to  play 
Chess  well :  it  is  the  most  refined  and  difficult  part  of  the 
game,  and  Philidor  owed  much  of  his  excellence  to  the  sur- 
passing skill  with  which  he  manoeuvred  his  Pawns.  We 
shall  have  abundant  examples  of  the  value  of  Pawns  here- 
after ;  at  present,  our  information  will  be  confined  chiefly  to 
some  of  their  technicalities. 

The  names  of  the  Pawns,  E.  P.,  Q.  P.,  E.  B.  P.,  &c., 
you  are  already  acquainted  with ;  other  terms  are  in  fre- 
quent use,  such  as  Pawn  takes  "  en  passant  y"  Centre  Pawns ; 
Doubled  Pawn ;  Passed  Pawn ;  Isolated  Pawn ;  to  Queen  a 
Pawn;  or,  to  advance  a  Pawn  to  Queen;  to  fork  with  a 
Pawn. 

With  respect  to  the  first  term,  P.  takes  P.  en  passanly  you 
known  that  the  move  of  the  Pawn  is  limited  to  one  square 
forward  when  not  capturing,  and  to  one  square  obliquely  for- 
ward when  it  captures.  It  has  also  been  stated,  that  the 
Pawn  is  allowed  to  move,  either  one  or  two  st^ps  forward,  at 
its^r^  move ;  but  when,  in  moving  two  steps,  it  passes  over 
a  square  attacked  by  one  of  your  adversary's  Pawns,  he  has 
the  opticMi  either  of  allowing  the  Pawn  to  be  moved  to  its  full 
extent,  or  of  capturing  it  with  his  Pawn,  just  as  if  you  had 
moved  your  Pawn  but  one  square.  This  being  a  point  very 
little  understood  by  beginners,  we  shall  illustrate  it  by  a  dia* 
^am* 
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In  this  position  you  may  move  Q..  P.  one  sq.  or  two  sq.— . 
if  you  move  it  only  one  sq.  it  can  evidently  be  captured  by 
either  pawn — and  if  you  move  it  two  squares,  it  is  optional 
with  youi"  adversary  to  capture  it  with  eiUier  Pawn,  just  the 
same  as  if  you  had  moved  the  Pawn  but  one  sq^  m  .which 
case  he  will  ren»ve  your  Fawn  froin  the  board,  and  seat  one 
of  his  Pawns  at  your  Q,.  third  square- 
In  the  same  position,  White's  King's  R.  P.  is  also  un- 
moved ;  but  should  you  think  fit  to  pu^  it  two  sq.,  it  cannot 
be  captured  by  the  adverse  Pawn,  because  in  this  case,  It 
does  not  cross  a  square  commanded  by  that  Pawn ;  of  which 
it  is  already  "  en  prise  "  (in  take).  The  difference  b  eauly 
perceptible.  Remember  that  a  Pawn  may  be  taken  "en 
lUMonJ"  only  by  a  Pawn  and  not  by  a  piece ;  and  that  the 
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priyil^e  ceases,  unless  advantage  be  taken  of  it  at  the  very 
next  move. 

The  term  **  Centre  Pawns"  is  usually  applied  to  the  K. 
P.  and  Q.  P.  The  best  position  they  can  occupy  at. the  be- 
ginning of  the  game  is  the  centre  of  the  board,  viz.,  K.  4th 
and  Q.  4th  sq. ;  but  against  good  play,  much  skill  is  required 
in  maintaining  them  in  this  position. 

When  one  Pawn  stands  before  another  on  the  same  file, 
and  both  belong  to  the  same  player,  it  is  called  **  a  doubled 
Pawn."  In  the  diagram  illustrative  of  Castling,  you  have  a 
doubled  Pawn  at  your  Q.  Kt.'s  4th,  and  your  adversary  has 
one  at  his  Q.  R.  4th  sq. 

A  passed  Pawn  is  one  which  has  no  adverse  Pawn  in 
front  of  it,  either  on  the  same  file,  or  advancing  towards  it 
on  either  of  the  adjoining  files.  Suppose  you  have  a  Pawn 
oa  your  K.  B.  file,  and  your  adversary  has  no  Pawn,  either 
on  his  King's  file,  or  K.  Kt.'s  file,  your  Pawn  is  then  said  to 
be  passed.  Such  a  Pawn  is  very  valuable,  because,  in  order 
to  prevent  it  from  being  advanced  to  Queen,  your  adversary 
must  oppose  or  capture  it  with  a  piece ;  in  which  case,  if 
your  Pawn  be  properly  defended,  you  win  a  piece  for  a  Pawn. 

When  a  Pawn  is  entirely  separated  from  other  Pawns,  it 
is  said  to  be  ^'isolated."  You  must  be  careful  how  you 
allow  your  Pawns  to  become  isolated,  because  when  in  this 
condition  they  can  be  defended  only  by  pieces ;  and  these 
ought  to  be  used  rather  as  active  warriors  than  as  passive 
sentinels.  A  skilful  player,  however,  will  often  be  willing 
to  isolate  a  Pawn,  if,  at  the  same  time,  he  "  passes"  it. 

\^hen  a  Pawn  is  advanced  to  the  eighth  square  of  the 
file,  it  is  said  to  be  ''  Queened,"  in  which  case  you  remove  it 
from  the  square,  and  place  thereon  a  piece  in  its  stead. 

The  following  problem  will  illustrate  the  advantage  of 
the  passed  Pawn,  and  serve  to  remind  you  of  a  fact  of  which 
amateurs  are  firequently  ignorant,  i.  e.,  that  in  queening  a 
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Pawn,  auoh  Pawn  need  not  neoeBsuily  be  exchanged  for  a 
Queen.  You  may  clium  a  Rook,  or  a  Bishop,  or  a  Knight. 
And  this  privile^  ia  allowed  even  though  all  the  pieces  re- 
main on  the  board.  It  ibllowa,  therefore,  that  you  may  have 
two  or  more  Queens,  and  three  or  more  Rooks,  Bishops,  or 
Knights.  Remember  that  the  promotion  of  the  Pawn  is  the 
immediate  consequence  of  its  attaining  the  eighth  square. 
A.  move  cannot  be  played  until  this  promotion  is  made. 

In  the  following  problem,  if  Black  have  the  move,  he  can 
check-mate  you  immediately,  or,  "on  the  move,"  as  it  is 
called.  Elndeavour  to  find  out  how  he  can  do  this.  But 
White  having  to  move,  you  can  force  the  mate  in  three 


moves.     You  first  sacrifice  your  Bishop  in  order  to  get  the 
'  adverse  King  into  such  a  position  that  the  mate  can  be  efieoted 
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in  the  shortest  way.  Therefore,  hy  checking  with  the  B.  at 
Q.  Kt.  6th,  the  Kmg  has  the  choice  of  moving  to  his  Q.  R. 
sq.  or  of  capturing  your  B.  If  he  move  to  his  Q.  R.  sq., 
your  advanced  Pawn  moves  to  Queen,  becomes  a  Queen,  and 
gives  check-mate.  His  best  move  (when  acting  on  the  de- 
fensive, that  which  will  prolong  the  game  is  generally  called 
the  best  move),  is  to  take  the  B.,  which  he  does  accordingly. 
Now,  although  a  Queen  is  the  most  valuable  piece  to  get  in 
exchange  for  a  Pawn,  yet  it  is  not  always  the  most  advan* 
tageous.  In  the  present  case,  if  you  claim  a  Queen  for  your 
Pawn,  she  will  be  of  no  use  to  you,  because  she  does  not  give 
check,  and  your  adversary  can  mate  you  if  you  cease  to 
check  him.  To  check  him,  by  playing  your  Rook  to  Q.  B. 
sixth  is  of  no  use,  because  the  Rook  can  be  captured  by  K. 
or  by-Q.  You,  therefore,  queen  your  Pawn,  and  instead  of 
claiming  a  Queen,  you  take  a  Knight,  which  thus  gives 
check.  He  cannot  capture  the  Kt.,  and  has  only  one  vacant 
square  to  which  his  King  can  move,  because  you  will  observe 
that  your  newly  created  Kt.  not  only  checks  the  K.  at  his 
Q.  Kt.  3d,  but  also  commands  kis  Q.  R.  2d.  His  King  must, 
therefore,  move  to  Q.  R.  4th  sq.,  when  you  can  mate  him 
immediately  by  a  move  which  you  will  readily  discover. 

The  following  diagram  illustrates  a  power  which  belongs 
to  the  Pawn  and  the  Kt.,  of  attacking  two  men  at  once :  this 
is  called  forking  them.  For  example,  by  pla3ring  your  Kt. 
to  K.  7th,  you  fork  your  adversary's  King  and  Rook.  He 
must  move  his  King  out  of  check,  and  you  capture  the  Rook : 
should  he  retake  with  his  B.,  you  are  then  said  to  mn  the  ex» 
change,  a  term  which  is  used  when  you  gain  a  Rook  in 
exchange  for  a  Knight  or  Bishop. 
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The  power  of  forking  also  applies  to  the  Fawn.  In  this 
diagram,  b^  playing  Q.  B.  P.  two  sq.,  you  fork  his  Kt.  and 
B. :  he  cannot  save  both,  and  must  either  loae  his  Kt.  by 
moring  away  his  B.,  or,  by  taking  the  P.  lose  hia  B.  for  a  P. 


LESSON  IX. 
eAinraa  thb  opposition — a  hno  and  pawk 


i  proceeding  to  instruct  you  how  to  win  the  game 
when  you  have  a  King  and  Pawn  against  your  adversary's 
King,  or  if  you  have  the  King  only,  how  to  draw ;  it  will  be 
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necessaiy  to  teach  you  what  is  meant  by  having  or  gaining 
the  opposition,  as  it  is  conunonty  termed :  many  a  game  is 
loat,  which  would  otherwise  be  drawn,  from  not  understand- 
ing how  to  gain  the  opposition  with  the  King,  and  yet  it  is  not 
by  any  means  very  difficult. 

As  one  King  cannot  attack  the  other,  it  follows,  of  course, 
that  there  must  alwa3ra  be  at  least  one  square  between  the 
two  Bangs ;  hence,  the  following  situations  will  show  that  the 
K.  has  considerable  power  in  preventing  the  advance  of  the 
adverse  King,  and  in  cutting  him  ofi*  irom  the  occupation  of 
many  squares ;  for  example : 

FIRST  POSITION. 
BLACK. 


In  this  position  it  b  clear  that  your  King  prevents  the  , 
Black  from  playing  his  it.  to  the  second  rsjik,  nor  can  he 
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ever  play  to  that  rank  if  he  have  to  move  first,  in  wlucH 
case  you  are  said  to  have  the  opposition ;  but  if  you  were  to 
move  first,  he  would  have  the  opposition,  and  would  be  able 
to  play  to  the  second  rank ;  for  instance : 

Black.  White. 

1.  K.  to  Q.  sq.  1.  K.  to  Q.  6th  sq. 

2.  K.  to  Q.  B.  sq.  2.  K.  to  Q.  B.  6th  sq. 

3.  K.  to  Q.  Kt.  sq.,  &c.     3.  K.  to  Q.  Kt.  6th  sq.,  <&c. 

or, 

1.  K.  to  K.  B.  sq.  1.  K.  to  K.  B.  6th  sq. 

2.  K.  to  K.  Kt.  sq.,  &c.      2.  K.  to  K.  Kt.  6th  sq.,  &c. 

It  is  evident  that  his  K.  cannot  quit  the  side  of  the  board, 
because  you  always  oppose  him.     But  suppose  you  begin, 

WUte.  Black. 

1.  K.  to  Q.  6th  sq.  1.  K.  to  K.  B.  2d  sq. 

or, 
1.  K.  to  K.  B.  6th  sq.  1.  K.  to  Q.  2d  sq. 

Here  he  is  able  to  quit  the  side  of  the  board,  because  you 
were  obliged  to  give  up  the  opposition,  having  the  first  move. 
If  it  were  an  object  to  the  Black  to  prevent  your  King  from 
advancing,  he  would  easily  do  it  if  you  begin,  but  not  so  if 
he  begin ;  for  example : 

White.  Black. 

1.  K.  to  Q.  6th  sq.  1.  K.  to  Q.  sq. 

2.  K.  to  Q.  B.  6th  sq.        2.  K.  to  Q.  B.  sq.,  and  so  on. 

But  if  he  begin  you  will  easily  advance. 

Black.  White. 

1.  K.  to  Q.  sq.         1.  K.  to  K.  B.  7th  sq.,  and  afterward* 

to  K.  B.  8th,  or  K.  Kt.  8th. 

1.  E.  to  K.  B.  sq.    1.  K.  to  Q.  7th  sq.  &;c. 
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The  above  may  be  called  a  close  or  near  opposition ;  a 
xemote  opposition  is  that  in  which  there  are  several  gquares 
tetween  the  two  Kings ;  for  esampte,  suppose  the  bUck  King 
to  be  at  his  square,  and  the  white  King  at  his  4th  aq. ;  here 
are  &ree  squares  between  the  Kings  instead  of  one,  and  who- 
ever moves  first,  loses  the  opposition. 

SECOND  POSITION. 

BLACK. 


Here  the  opposition  is  still  more  remote,  there  being  five 
squares  between  the  two  Kings  ;  whoever  moves  first  cannot 
play  his  King  to  any  of  the  squares  between  white  King's 
Rook's  fifth  sq.,  and  white  Queen's  Rook's  fifth  sq.,  unless 
his  adversary  permit  him,  neither  can  he  prevent  the  other 
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ftom  pU3riiig  to  that  line ;  hr  example,  suppose  the  W 
begin. 

WhiU.  Black. 

1.  K.  to  Q.  3d  sq.  1.  K.  to  Q.  2d  sq. 

2.  K.  to  B.  4th  sq.  2.  K.  to  B.  dd  sq. 

3.  K.  to  Q.  4th  sq.  3.  K.  to  Q.  3d  sq. 

4.  K.  to  his  4th  sq.,  &c.  4.  K.  to  his  3d  sq.,  &c. 

It  is  evident  that  White  cannot  advance ;  it  is  also 
equally  certain  that  whatever  White  may  now  play^  Black 
can  advance ;  for  example : 

5.  E.  to  B.  4th  sq.  6.  K.  to  Q.  4th  sq. 
or, 

5.  K.  to  Q.  4th  sq.  5.  K.  to  B.  4th  sq. 

Suppose  Black  to  begin. 

1.  K.  to  B.  2d  sq. 

If  you  were  to  play  King  to  B.  2d  sq.  you  would  lose  the 
opposition ;  for  example : 

1.  K.  to  B.  2d  sq. 

2.  K.  to  B.  3d  sq.  2.  K.  to  B.  3d  sq. 

3.  K.  to  B.  4th  sq. 

It  being  now  your  turn  to  play,  you  have  lost  the  oppo- 
sition ;  instead  of  playing  as  above,  you  ought  to  have  moved 
as  follows,  and  you  would  have  retained  the  opposition : 

Black.  White. 

1.  K.  to  B.  2d  sq.  1.  K.  to  B.  3d  sq. 

2.  K.  to  Kt.  3d  sq.  2.  K.  to  Kt.  4th  sq.,  &c. 

As  a  general  rule,  recollect  that  when  the  number  of 
squares  between  the  two  Kings  is  even,  then  he  who  begins 
first,  gains  the  opposition ;  but  if  the  number  be  odd,  the  first 
player  loses  it. 
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THIRD  POSITION. 

BLACK. 


In  this  situation,  if  it  were  your  more,  it  is  evident  from 
what  has  been  already  shown,  that  your  adversary  can  pro- 
vent  your  King  from  occupying  any  of  the  lines  beyiHid  th&t 
oa  which  he  is  at  present  placed ;  but  suppose  the  hlaok 
were  to  begin,  he  cannot  prevent  your  moviag  your  King, 
either  to  black  K.  R.  2d  sq.,  or  to  black  Q.  R.  3d  sq.,  he 
may  prevent  which  he  pleases,  but  he  cannot  prevent  both, 
and  if  the  winning  of  the  game  depended  on  your  occupy, 
ing  one  of  these  two  squares,  your  adversary  would  of  course 
lose.    Suppose  he  play  as  follows: 

Black.  WMle. 

1.  K.  to  E.  B.  8d  eq.      I.  K.  to  Q.  5th  sq.,  then  to  Q.  B. 
6th,Q.  Kt.  Ttb,  and  Q.  R.  7th. 
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Or  suppose  he  begin  with, 

1.  K.  to  Q.  3d  sq.  1.  K.  to  K.  B.  5th  sq.,  then  to  K. 

Et.  6th,  and  K.  R.  7th. 

But  it  is  rather  more  difficult  if  he  play, 

1.  K.  to  his  2d  sq.  1.  If  you  were  to  play  to  K.  B.^ 

5th  sq.,  or  to  your  Q.  5th 
sq.,  you  would  lose  the  oppo- 
sition, because  he  might  play 
K.  to  K.  B.  2d  sq.,  or  to  Q.  2d 
sq.,  and  you  would  be  pre- 
vented from  passing  the  line 
between  the  two  kings,  and 
consequently  would  never 
be  able  to  occupy  either  his 
K.  R.  2d  sq.  or  Q.  R.  2d 
sq. :  you  should  play  as  M- 
lows — K.  to  his  5th  sq. 

By  this  move  you  keep  the  opposition,  and  force  his  K. 
to  move  to  K.  B.  sq.  or  K.  B.  2d  sq.,  in  which  case,  you 
play  your  King  to  your  Q.  6th  sq.,  and  in  three  moves,  you 
will  occupy  his  Q.  R.  2d  sq. ;  or  if  he  move  to  Q.  sq.,  or 
to  Q.  2d  sq.,  you  play  your  King  to  your  K.  B,  6th  sq.,  and 
in  two  moves  to  his  K.  R.  2d  sq. ;  but  if  he  play, 

2.  K.  to  his  sq.  2.  You  must  not  play  K.  to  Q. 

6th  sq.  or  to  K.  B.  6th  sq., 
because  he  would  gain  the 
opposition    as    before,  you 
ought  to  move 
K.  to  K.  6th  sq. 

3.  Is  compelled  to  move  either  to  K.  B.  sq.  or  to  Q.  sq,, 
and  by  playing  in  the  former  case  to  Q.  7th  sq.,  and  in  the 
latter  to  K.  B.  7th  sq.,  you  will  be  able  to  occupy  either  his 
E.  R.  2d  sq.  or  his  Q.  R.  2d  sq. 
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We  shall  now  proceed  to  a  few  easy  poaitiomi  of  King 
and  Pawn  against  a  King. 

FIRST  POSITION. 


Slack. 
2.  E.  to  B.  eq. 


In  this  portion  the  winning  oi 
drawing  the  game  depends  at. 
tirely  on  the  first  move ;  if  White 
begin,  he  will  win;  but  if  Black 
begin,  the  game  will  be  drawn. 
Suppose  White  begin : 
1.  P.onesq.      1.  K.toKt.  2daq. 
3.  K.  to  hia  7th  sq. 
And   afterwards  advancing  the 
Pawn  makes  a  new  Queen  and 
wins  easily.     Suppose  Black  be- 
gin, he  plays 
1.  K.  to  his  sq. 

Gaining  the  opposition,  on  which 
depends  the  ihte  of  the  game ; 
ibr  had  he  played  to  Et.  sq.  you 
would  have  played  K.  to  his  7th 
sq.,  and  afterwards  in  two  movef^ 
have  queened  your  Pawn. 

In  the  first  place, 

Whiie. 
1.  P.  advances  checking. 


If  you  move  to  B.  6th  sq.,  the  Black  is  stalemated ;  If 
yoamove  to  any  other  sq.,  Black  takes  your  Pawn;  the  game 
is  consequently  drawn. 
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In  the  second  place, 
Black.  White. 

1.  E.  to  his  5th  sq. 

2.  K.  to  B.  2d  sq.  2.  K.  to  B.  5th  sq. 

3.  K.  to  B.  sq. 

If  he  had  played  any  other  move  he  would  have  lost,  see 
(A)  and  (B) :  by  playing  to  K.  B.  sq.,  he  is  able  to  gain  the 
opposition  should  you  move  the  King  either  to  his  6th  sq. 
or  to  K.  Kt.  6th  sq.,  without  which  he  could  not  draw  the 
game. 

3.  K.  to  Kt.  6th  sq. 

4.  K.  to  Kt.  sq.  4.  K.  to  B.  5th  sq. 

He  may  play  the  King  back,  ready  to  resume  the  oppo- 
sition as  before,  or  he  may  play  the  King  directly  before  the 
Pawn :  we  recommend  the  latter,  because  in  no  way  can  it 
be  wrong,  and  it  is  easier  to  recollect;  therefore, 

5.  K.  to  B.  2d  sq.  5. .  K.  to  his  5th  sq. 

6.  K.  to  B.  sq. 

Ready  to  resume  the  opposition  if  you  should  play  King 
to  his  6th  sq. ;  any  other  move  would  lose  the  game,  see  (C), 
(D),  (E). 

6.  K.  to  his  6th  sq. 

The  position  is  now  the  same  as  at  the  beginning ;  and 
Black  having  to  move  draws  the  game  in  the  maimer  already 
shown. 

(A) 
3.  K.  to  his  sq.  3.  K.  to  his  6th  sq. 

You  gain  the  opposition,  and  wherever  he  play,  you  ad- 
vance the  Pawn,  and  win  as  before. 

(B) 
8.  C.  to  Kt.  sq.  3.  E.  to  Et.  Oth  sq.  • 
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If  he  play  E.  to  E.  B.  sq.,  you  should  advance  the  Pawn : 
hat  if  he  play 

4.  E.  to  R.  sq. 

you  must  not  play  the  Pawn,  hecause  Black  would  be  staler 
mated ;  yoi}  play 

4.  E.  to  B.  7th  sq. 

5.  E.  to  R.  2d  sq.  5.  E.  to  his  7th  sq. ;  and  a£> 
terwardsy  in  two  moves,  the  Pawn  becomes  a  Queen. 

(C) 

6.  E.  to  Et.  3d  sq.  6.  E.  to  his  6th  sq. 

7.  E.  to  R.  2d  sq.  7.  E.  to  his  7th  sq.,  and  in 
two  moves  the  Pawn  becomes  a  Queen. 

(D) 

6.  E.  to  Et.  sq.  6.  E.  to  his  6th  sq. 

7.  E.  to  B.  sq.  7.  P.  one  sq.,  &c.,  as  before. 

(E) 

6.  E.  to  his  sq.  6.  E.  to  his  6th  sq.,  gaining 

the  opposition  as  before. 

In  the  above  example  you  will  observe,  that  when  the 
Pawn,  on  reaching  the  7th  sq.,  does  not  give  check,  it  wins  the 
game ;  but  if  it  cJieck,  the  game  is  drawn :  this  is  a  general 
ru^.  This  position  will  also  teach  you  the  great  advantage 
of  )2aining  the  opposition  with  your  Eing. 
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SECOND  POSITION. 

BLACI. 

In  this  posilioQ,  if  you  have 
the  move  you  may  win,  ngreea* 
bly  to  the  general  rule,  namely, 
when  you  can  play  your  King  to 
the  Pawn's  6lA  tquare,  iu  front  of 
the  Pawn  (it  matters  not  whether 
your  Pawn  ia  one  or  more  squares 
behind  the  King),  you  invariably 
win  ;  here  the  Pawn's  6th  sq.  ia 
the  King's  Bishop's  6th  sq.,  you 
therefore  having  the  move,  play 
as  follows : 

Whiie. 
1.  K.  to  K.  B.  6th  sq. 

Blade. 
1.  K.  to  Kl.  sq. 
While. 
WHITE.  2.  K.  to  his  7th  sq.,  and  after- 

wards you  play  the  Pawn  on  and  Queen  forcibly.  If  he  had 
played  the  K,  to  his  own  sq.,  you  should  have  moved  your 
King  to  Kt.'s  7th  sq.,  and  then  the  Pawn.  But  if  Black  have 
the  move,  he  can  prevent  your  ever  being  able  to  play  jiJbr 
Kmg  to  the  Pawn's  6th  sq.,  and  consequently  cui  draw  the 
game ;  for  example, 

Black.  WhUe. 

1.  K.  to  his  2d  sq.  I.  K.  to  B.  4th  sq. 

2.  K.  to  B.  3d  sq.  2.  K.  to  Kt.  4th  eq. 

3.  K.  to  B.  2d  sq.  3.  E.  to  Kt.  5tb  sq. 

4.  K.  to  Kt.  2d  sq.  4.  P.  checks. 

6.  E.  to  B.  2d  sq,  S,  K.  to  B.  5th  sq. 

6.  E.  to  B.  iq. 
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Any  other  move  loses  the  game :  but  here  he  ia  able  to 
Impose  youT  King  on  whichever  side  of  the  Pawn  you  play 
h;  for  example, 

Blaek.  WhiU. 

6.  E.  to  his  eth  sq. 
7.  K.  to  his  sq. 
If  you  advance  the  Pawn,  it  will  give  check,  and  the 
game  will  be  drawa  as  already  explained ;  if  you  move  the 
King,  he  will  play  to  B.  2d  sq.,  &c.,  and  also  draw  the  game. 
THIRD  POSITION. 

In  this  position  the  game  will 
be  drawn,  it  matters  not  which 
party  begin  :  if  the  White  were 
to  move  King  to  his  own  5th  aq., 
or  to  K.  B.  5th  sq.,  it  is  evident 
Black  would  gain  the  opposition 
by  playing  King  to  his  own  3d 
sq.  or  to  K.  B.  2d  aq.,  and  after- 
wards play  in  the  manner  already 
shown.  If  White  were  to  play 
the  King  to  any  other  square. 
Black  would  play  King  to  B.  2d 
sq.,  ready  to  oppose  the  King,  to 
whichever  aide  of  the  Pawn  he 
may  be  played. 

But  if  Black  begin,  it  ia  not 

obvious  what  his  first  move  ought 

to  be ;  for  if  he  play  King  to  his 

WHITE.  2d  aq.  or  to  B.  2d  sq.,  you  will 

gain  the  opposition  by  playing  your  King  to  his  6th  sq.,  or  to 

K.  B.  5th  sq.,  and  thus  win  the  game,  as  will  be  proved 

presently.    If  be  play  King  to  Kt.  sq.,  or  to  Kt.  2d  sq.,  he 

will  also  lose.    See  No.  3. 
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The  proper  move  £>r  Black  must  evidently  be  that  whieh 
will  enable  him  to  oppose  your  King,  should  you  advance  it ; 
and  the  only  square  fix)m  which  he  can  do  that  is  his  King's 
square.    He  therelbre  plays 

No.  1. 
Black.  WJuie. 

1.  K.  to  his  sq.  1.  K.  to  his  5th  sq. 

2.  K.  to  his  2d  sq.  2.  K.  to  B.  5th  sq. 

3.  K.  to  B.  2d  sq.  3.  K.  to  Kt.  5th  sq. 

4.  K.  to  Kt.  2d  sq.  4.  P.  one  sq. 

5.  K.  to  B.  2d  sq.  5.  P  one  sq. 

6.  K.  to  B.  sq.  6.  K.  to  Kt.  6th  sq. 

7.  K.  to  Kt.  sq.  7.  K.  to  Kt.  5th  sq. 

8.  K.  to  B.  2d  sq.  8.  K.  to  B.  5th  sq. 

9.  K.  to  B.  sq.  9.  K.  to  his  6th  sq. 
10.  K.  to  his  sq.,  tlic,  Draws. 

No.  2. 

1.  K.  to  his  2d  sq.  1.  K.  to  his  5th  sq. 

.  2.  K.  to  B.  2d  sq.  2.  K.  to  B.  5th  sq. 

3.  K.  to  his  2d  sq.  (A).  8.  K.  to  Kt.  6th  sq. 

4.  K.  to  B.  sq.  (B). 

It  is  evident,  according  to  the  general  rule,  that  you  can 

win  the  game,  inasmuch  as  you  can  play  your  King  to  the 

Pawn's  sixth  square  (K.  B.  6th  sq.),  but  it  is  not  absolutely 

necessary  that  you  should  do  so,  as  you  may  win  the  game 

sooner  by  playing 

4.  P.  one  sq. 

If  he  play  K.  to  his  own  or  to  his  2d  sq.,  you  will  play 
K.  to  Kt.  7th  sq.,  and  then  advance  the  Pawn  to  Queen : 
therefore  he  plays 

5.  K.  to  Kt.  sq.  5.  P.  one  sq. 

0.  K.  to  B.  sq.  6.  P.  one  sq.  and  wins. 
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(A) 
Black.  White, 

8.  K.  to  Kt.  2d  sq.  3.  E.  to  his  6th  sq. 

4.  E.  to  Et.  sq.  4.  E.  to  his  7th  sq. 

5.  E.  to  Et.  2d  sq.  5.  P.  one  sq. 

6.  E.  to  Et.  sq.  6*  P.  one  sq.,  &c. 

(B) 

4.  E.  to  his  3d  sq.  4.  P.  checks. 

5.  E.  to  his  2d  sq.  5.  E.  to  Et.  7th  sq.,  and  after- 

wards advances  the  P.  as 
before. 

No.  3. 
Black, 

1.  E.  to  Et.  sq. 

If  you  were  to  play  Eing  to  B.  5th  sq.,  he  would  draw 
the  game  by  opposing  your  Eing  at  B.  2d  sq. ;  therefore, 

WhUe. 
1.  E.  to  his  5th  sq. 

2.  E.  to  B.  sq.  2.  E.  to  B.  6th  sq. 

3.  E.  to  his  sq.  3.  P.  one  sq. 

4.  E.  to  B.  sq.  4.  E.  to  his  6th  sq. 

5.  E.  to  his  sq.  5.  P.  one  sq. 

6.  E.  to  B.  sq.  6.  P.  one  sq.,  and  it  does  not 

check,  you  win  the  game. 

A  Eing  and  either  of  the  Rook's  Pawns  cannot  win  if  the 
adversary's  Eing  can  be  played  to  the  comer  towards  which 
the  Pawn  is  proceeding ;  for  example, 
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FOURTH  POSITION. 

BLACK. 


White  to  move. 
1.  K.  to  B.  5th  sq. 

The  easiest  way  of  drawing  thia 
game  is,  to  play  the  King  to  and  from 
the  comer,  for  whether  the  Pawn  check 
or  not,  OD  reaching  the  7th  sq.  the  game 
will  be  drawn  ;  therefore : 

1.  K.  to  R.  sq. 
a.  K.  to  Kt.  6lh  sq.  2.  K.  to  Kt.  sq. 
3.  P.  one  sq.  3.  K.  to  R.  sq. 

If  you  advance  the  Pawn,  Black 
will  be  stale-mated ;  if  you  play  any 
other  move,  he  will  repeat  the  above 

It  occasionally  happens  that  the 
King  can  draw  the  game  against  a 
Rook's  Pawn,  even  though  he  cannot 
reach  the  corner ;  for  example : 


FIFTH  POSITION. 

BLACK. 


Black  to  a 


1.  K.toB.i 


1.  K.toR-Tthsq. 

2.  K.toR.8th8q. 


2.  K.  toB.2dw 

3.  K.  to  B.  sq.        3.  P.  one  sq. 

4.  K.  to  B.  3d  sq.     4.  K.  to  R.  ?th  sq. 

5.  K.  to  B.  sq. 

If  you  play  King  to  Kt.  3d  sq.,  he 
will  play  K.  to  Kt.  sq.,  and  aflerwards 
to  Rook's  sq.,  &c. ;  and  if 

5.  K.  to  R.  8th  sq. 

6.  K.  to  B.  2d  sq.     6.  P.  one  sq. 

7.  K.  to  B.  sq.,  and  White  is  stoU- 
mated. 
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Tou  wUl  observe  that  the  prinoiple  of  drawing  this  game> 
oonsists  in  prerenting  the  White  from  quitting  the  Rook's 
file,  which  he  can  never  do  without  allowing  Block  to  play 
to  the  comer. 

We  shall  conclude  thb  lesson  with  a  very  improving  situ- 
ation, in  which  White  draws  with  one  Pawn  against  two, 
effecting  thb  by  strict  adherence  to  the  rules  we  have  estab- 
lished for  gaining  and  retaining  the  oppodtion. 

SIXTH  POSITION. 
BUCK. 


In  this  position,  if  Black  have  the  move,  he  will  forcedly 
Queen  his  R.  Kt.  P. ;  but  if  White  have  the  move,  be  will 
draw  the  game  by  the  &llowing  mode  of  play : 
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White  to  more  and  draw. 

1.  K.  to  Q.  B.  dd.  1.  K.  to  Q.  B.  2d.  (a) 

2.  K.  to  Q.  3d.  (b)  2.  E.  to  Q.  dd. 

3.  K.  to  Q.  4th.  3.  K.  to  K.  2d. 

4.  K.  to  K.  3d.  4.  K.  to  K.  B.  2d. 

5.  K.  to  K.  B.  3d.  5.  K.  to  K.  Kt.  2d. 

6.  K.  to  K.  Kt.  3d.  (c)  6.  K.  to  K.  R.  dd. 

7.  K.  to  Kt.  4th.  (d) 

(a)  If  he  push  P.,  K.  will  overtake  it 

(b)  Had  you  played  K.  to  Q.  4th  sq.,  he  would  have  won  by  play- 
ing K.  to  his  Q.  3d  sq.,  you  being  compelled  in  such  case  to  abandon 
Q.  4th  sq.  in  order  to  support  P.,  whereupon  by  uKmng  K.  to  Q.  B. 
4th  sq.  he  forces  you  to  abandon  the  Pawn,  after  the  capture  of 
which  he  easily  Queens  one  of  his  Pawns.  At  move  2d,  you  play 
K.  to  Q.  3d  sq.  to  gain  what  may  be  termed  the  qfter^move,  reserving 
thus  the  faculty  of  playing  K.  to  Q.  4th  sq.,  only  when  your  adver- 
sary plays  K.  to  his  Q.  3d.  You  thus  maintain  the  opposition,  con- 
stantly moving  your  K.  one  square's  distance  from  his,  so  long  as  he 
remains  on  the  same  line.  Should  he  retreat,  you  must  be  careful 
not  to  advapce ;  in  such  case  you  also  retreat  K.,  advancing  when 
he  advances  and  retreating  when  he  retreats,  in  readiness  thus  to 
occupy  at  the  proper  time,  the  proper  square  for  maintaining  the 
opposition.    By  any  other  course  of  play  you  would  evidently  lose. 

(c)  Had  you  played  K.  to  K.  Kt.  4th,  you  would  have  lost  the 
after-move  and  the  opposition,  and  consequently  the  game. 

(d)  As  he  advances  you  advance  also,  and  as  next  move  he  must 
forcedly  retreat,  you  will  retreat  also,  thus  effectively  maintaining 
the  opposition  and  drawing  the  game.  By  following  this  course  of 
play  it  is  evident  you  will  always  be  able  to  play  K.  to  Q.  4th 
whenever  your  adversary  plays  his  to  his  Q.  3d. 

As  we  have  said  above,  this  situation  is  a  very  instructiye 
and  improving  one.  We  advise  the  young  student  to  examine 
it  attentively  in  all  its  bearings,  manoeuvring  the  Kings  in 
different  ways,  in  order  to  render  himself  familiar  with  the 
principle  upon  which  this  and  other  positions  analogous  may 
be  drawn. 
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LESSON  X. 


PAWNS  AGAmSt  PAWNS. 


In  this  lesson  we  shall  examine  some  easy  situatiaiis  of 
Pawns  opposed  to  Pawns,  premising  that  whenever  thf  Qpsi- 
lion  of  the  Kings  is  not  given,  you  are  to  suppose  them  too 
far  removed  from  the  Pawns  to  he  of  any  use  in  playing  them^ 
or  that  they  are  in  such  situations  that  they  cannot  move 
without  the  loss  of  the  game.  A  King  may  also  he  so  cir- 
cumstanced as  not  to  be  able  to  move  at  all,  as  in  the  an- 
nexed Second  Position. 


A  Paum  against  a  Pavm — The  two  Patona  on  the  same  JUe 

and  not  passed. 
FIRST  POSITION. 


This  is  a  very  simple  situation,  and  if  neither 
party  had  any  other  piepe  to  move,  the  game  would 
of  course  be  drawn,  as  neither  Pawn  can  pass  the 
other,  it  being  immaterial  which  begins.  But  if 
there  were  other  pieces  on  the  board,  it  may  be  of 
great  importance  who  has  the  move  ^  for  example, 
suppose  the  situation  as  follows : 
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The  winning  or  drawing  the  game  in  this  position  depends 
entirely  upon  who  is  to  begin;  if  you  play  first,  the  game 
will  be  drawn ;  if  your  adversary,  you  will  win.  Suppom 
then  that  you  begin  as  follows : 

1.  Q.  R.  P.  one.  1.  Q.  R.  P.  one. 

2.  Q.  R.  P.  one.  2.  Q.  R.  P.  one. 

Had  you  begun  with  Q.  R.  P.  two  sq.,  Black  would  have 
played  the  same,  and  the  position  would  be  like  the  present. 
You  are  now  compelled  to  move  one  of  the  other  Pawns ;  for 
example, 

S.  Q.  P.  one.  S.  K.  takes  Q.  P. 

4.  K.  B.  P.  (me.  4.  K.  to  K.  2d  sq. 

K.  E.  P.  one.  S.  K.  to  E.  B.  sq. 
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6.  K.  p.  checks.  6.  K.  takes  P. 

7.  P.  becomes  Q.  and  checks.  7.  E.  takes  Q«,  and  the  game 

is  drawn,  as  White  is  stale- 
mated. 
But  suppose  Black  begin  as  fellows : — 

1.  Q.  R.  P.  one ;  if  he  move   1.  Q.  R.  P.  one. 

it  two  squares  you  move 
yours  also  two  squares. 

2.  Q.  R.  P.  one,  2.  Q.  R.  P.  one. 

3.  E.  to  Q.  2d  sq.,  or  to  E.     3.  E.  B.  P.  one,  or  Q.  P.  one, 
B.  2d.  and  afterwards  adrances 

the  P.  to  Queen. 
If  Black's  Q,  R.  P.,  instead  of  being  at  Q.  R.  2d  sq.| 
had  been  at  Q.  R.  3d  sq.,  you  would  win  whether  you  begin 
or  not ;  this  is  owing  to  the  power  your  own  Q.  R.  P.  has  of 
moving  one  or  .two  squares,  and  by  this  means  of  gaining  the 
move ;  if  you  begin  you  must  play  your  P.  one  sq.  only ;  if 
you  be  second  player  you  must  advance  it  two  squares,  and 
the  position  will  be  as  above.  If,  on  the  other  hand,  your  P. 
were  advanced  one  sq.,  and  his- unmoved^  he  would  draw  the 
game  whether  he  begin  or  not,  because  he  could  gain  the 
move  in  like  manner  with  his  P. 

THIRD  POSITION. 

(5ee  next  Diagram.) 

In  this  situation  you  will  win  whether  you  begin  or  not ; 
this  is  owii^  to  your  Eing  having  the  power  of  moving,  which 
his  has  not ;  it  is,  however,  by  no  means  indifferent  whether 
you  begin  with  the  Eing  or  with  the  P. ;  if  with  the  latter, 
you  cannot  win  the  game ;  for  example : 

1.  Q.  R.  P.  one.  1.  Q.  R.  P.  two. 

2.  If  you  move  the  P.,  his  E, 
will  be  stale-mated,  and  if 

you  play  E.  toB.  0th  2.  Q.  R.  P.  one. 
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8.  If  srou  retam  to  E.  Kl.  6th,  Black  will  be  stale-mated ; 
if  joa  play  elsewhere,  you  will  lose  K.  Kt.  P.,  and  tboogh 
you  caD  gain  his  Q.  R.  P.,  yet  you  cannot  win  the  game  with 


Suppose  you  had  begun  as  follows : 

1.  Q.  R.  P.  two.  1.  If  he  were  to  play  the  same 

he  would  lose ;  ^ereibre, 
Q.  R.  P.  one. 

2.  K.  to  his  B.  6th.  2.  Q.  R.  P.  cue,  and  the  posi- 
tion  is  the  same  as  before,  except  that  your  P.  is  advanced  one 
step  further,  which,  however,  makes  no  difference  in  the  result. 
This  shows  you  that  by  playing  the  P.  one  or  two  squares 
you  cannot  win  the  game ;  you  ought  to  play  as  follows : 
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1.  K.  to  his  B«  6th ;  this  move  will  win  you  the  game : 
observe  the  reason :  if  he  move  his  K.,  you  will  advance 
yours  to  B.  7th,  and  then  push  the  P.  to  Q. ;  you  therefore 
compel  him,  as  his  best  move,  to  play  the  P. :  now  whether  he 
play  it  one  or  two  squares,  you,  as  last  player,  can  gain  the 
move  by  playing  yours  one  or  two  squares.  It  appears  then, 
that  the  reason  you  could  not  win  when  you  began  with  the 
P.  was^  because  he  had  the  option  of  playing  his  P.  one  or  two 
squares  after  yours  had  been  played,  and  thereby  gaining 
the  move  on  you.  Recollect  of  what  importance  it  is  hr  the 
last  player  to  be  able  to  move  his  P.  one  or  two  squares. 
Suppose  he  play 

1.  Q.  R.  P.  two  sq.,  or  (A.) 

2.  Q.  R.  P.  two  sq.  2.  Is  now  forced  to  play  his 
K.,  which  enables  you  to  advance  yours  to  K.  B.  7th  sq.,  dec. 

(A) 
1.  Q.  R.  P.  one  sq. 

2.  If  you  were  to  play  Q.  R.  P.  two  sq.,  the  game  would 
be  drawn,  you  should  therefore  play  it  only  one  sq. ;  if  he 
advance  his  one  sq.,  you  should  play  yours  also  another  sq., 
and  the  position  will  be  as  before.  You  may  also  on  your 
second  move,  play 

K.  to  K.  Kt.  6th.  2.  Q.  R.  P.  one. 

8.  K.  to  K.  B.  6th.  3.  Q.  R.  P.  one. 

4.  K.  to  K.  Kt.  6th.  4.  Q.  R.  P.  one. 

6.  K.  to  K.  B.  6th.  5.  K.  to  K.  R.  2d. 

6.  K.  to  K.  B.  7th.,  and  you  then  advance  P.  to  Queen ;  this 
is  not  so  short  a  method  as  the  above,  nor  could  you  have 
gained  the  move  with  the  K.,  had  he  begun  with  Q.  R.  P. 
two  sq. 
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BLACK. 


The  two  Pamns  on  the  same  file  and  boih  foeeed, 

FIRST  POSITION. 


In  this  and  similar  situations,  he  who  first  ad- 
vances to  Queen  will  win,  for  though  the  other  may 
also  make  a  Queen,  yet  she  will  be  immediately 
taken  by  the  adversary.  The  following  situatioo 
will  show  you  the  advantage  of  knowing  the  above 
rule. 


WHITE 

SECOND  POSITION. 

(See  next  Diagrmm,) 

Black  had  the  move  and  played  as  follows : 
•  1.  R.  to  K.  R.  5th:  this  appears  to  be  a  very  good  move, 
because  it  attacks  a  P.  that  caimot  be  defended,  and  threat- 
ens a  check-mate  next  move ;  it  is,  however,  very  bad  play, 

for  White  will  now  win. 

1.  R.  to  Q.  R.  8d,  check. 

2.  K.  to  K.  5th.  2.  R.  to  Q.  R.  4th,  check. 

3.  K.  to  Q.  4th.  3.  R.  takes  R. 

4.  P.  takes  R.  4.  K.  R.  P.  one. 

5.  R.  P.  one.  5.  P.  advances. 

6.  R.  P.  one.  6.  K.  R.  P.  becomes  a  Queen 

firsts  and  of  course  wins. 


BUi^  loRl  because  he  &rgot  that  his  Pawn,  after  taking 
the  white  R.,  would  be  on  the  same  file  as  his  adversary's, 
■od  th»t  White,  having  the  moTe,  would  make  the  first  Q. 

A  Pawn  on  the  K,  R.  pit  and,  the  advertary't  P.  on  the 

Q.  B.  file. 

FIRST  POSITION. 

[(SttaatlHtrtm:) 

In  this  situation  the  first  player  will  win,  because  he  will 
make  a  Q.  first  and  be  able  to  take  the  adversary's  if  he 
pushes  on  to  Q.,  in  the  eame  manner  as  on  the  files ;  the  dis- 
tance between  the  two  files  ofien  causes  mistakes  to  be  made, 
you  should  therefore  examine  attentively  the  number  of 
novei  each  player  most  make,  before  the  P.  oan  become  & 
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Q. ;  in  the  present  situation,  each  must  make  four  movea; 

the  number  therefore  being  equal,  the  first  player  will  win. 


The  following  situation  will  show  you  how  totake  advan- 
tage of  the  knowledge  of  this  rule. 

SECOND  POSITION. 

White  to  move. 
1.  B.  takes  P.  check.  1.  R.  takes  B. 

3.  Kt.  takes  R.  2.  K.  takes  Kt. 
8.  P.  one  sq.  8.  Q.  R.  P.  one. 

4.  P.  one.  4.  Q.  R.  P.  one. 

5.  P.  one.  5.  Q.  R.  P.  one. 

6.  P.  beeooae  a  Q-i  and  prevents  the  adversary's  Pawn 
fiom  advancing  to  Qu«en,  sud  consequently  wins  the  game. 
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BLACK. 


White  did  very  properly  to  take  the  P,  with  the  B.,  be- 
cause after  the  exchange  of  pieces,  he  has  to  move,  and  the 
R.  Pawns  being  at  equal  distances  from  their  eighth  aq.,  of 
course  he  makes  a  Q.  first.  Black  did  wrong  to  take  the  B., 
because  he  made  it  easy  for  the  White  to  win ;  be  ought  to 
hftre'  moved  his  King. 

J\eo  Patens  not  passed  on  adjoining  jS&a. 
FIRST  POSITION. 

(Sh  iuM  Diagrtm.) 

It  is  evident  that  neither  of  the  Pawns  on  the  Q.'s  side 
can  advance  to  Queen  without  being  put  en  prise  ;  he  who 
is  first  obliged  to  put  bis  P.  en  prise  will  not  win,  nor  will  he 
always  lose,  as  shall  presently  be.  shown.     Suppose  that  in 
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this  poaitioti  ymi  have  the  move,  you  will  win  by  playing  m 
tcHowa: 


1.  Q.  Kt.  P.  one.  1.  Q.  R.  P.  one. 

3.  If  you  were  to  take  the  P.  you  would  play  ill,  be- 
cause you  would  stale-mate  the  Black  instead  of  winning; 
you  should  play, 

Q.  Kt.  P.  one.  2.  Q.  R.  P.  one. 

3.  Q.  Kt.  P.  one.  3.  Q.  R.  P.  one. 

4.  Q.  Kt.  P.  one.  4.  Q.  R.  P.  one. 
6.  P.  becomes  a  Q.  or  R.  and  check-mates. 

It  sometimes  however  happeoa  that  you  cannot  win ;  for 
«\ample : 
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SECOND  POSITION. 

BLACK. 


1. 

Q.  R.  P.  one. 

1.  Vour  best  move  h  to  take 
the  P.,  for  if  you  do  not  you 
will  lose ;  for  example : 
Q.  Kt.  P.  one. 

2. 

Q.  R.  P.  one. 

3.  Q.  Kt.  P.  one. 

3. 

Q.  R.  P.  one. 

3.  Q.  Kt.  P.  one. 

4. 

P.  Queens. 

4.  Q.  Kt.  P.  one. 

5.  Q.  checks  at  Q.  Kt.  8th,  and  then  takes  Q.  Kt.  P., 
winning  easily. 
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One  Pawn  agamat  two  tooled  Pawn 
FIRST  POSITION. 


BI^CK. 


The  two  Pawna  will  win.  Though 
this  is  a  sinnple  and  easy  position,  yet 
it  is  noi  indifferent  with  which  Pawn 
the  White  begins,  for  if  he  were  to 
play  Q.  Kt.  P.  one  sq.,  Black  would 
advance  Q.  Kt.  P.  two  sq.,  stopping 
the  white  Pawns,  and  supposing  White 
bad  nothing  else  to  play,  he  would  be 
obliged  to  sacrifice  Q.  B.  P.,  and  each 
party  would  make  a  Q.  White  ought 
to  begin  with  Q.  B.  P.  one  sq.,  then 
Q.  Kt.  P.  one  sq.,  and  afterwards  Q. 
B.  P.  In  the  following  position,  by 
taking  proper  advantage  of  your  iso- 
lated P.,  you  win  the  ganw.  ■ 


SECOND  POSITION. 

(S«  wit  Diagnm.) 

White  to  move, 

1.  Kt.  lo  Q.  5th,  check.      1.  K.  to  K.  Kt.  2d. 

2.  Kt.  takes  B.  2.  Q.B.P.orQ.B.P.takesKt. 

3.  Q.  Kt.  P.  one :  this  is  the  move  which  decides  tiie 
game  in  your  favor,  as  you  thereby  prevent  the  advance  of 
his  Pawns. 

3.  K.  to  K.  R.  8d. 

4.  K.  to  K.  Kt.  4th.  4.  K.  to  K.  R.  ad.  • 
fi.  K.  to  Kt.  6th.                   5.  K.  to  E.  Kt.  2d.  ' 

'   6.  E.  R.  P.  chooka.  6.  K.  to  R.  Sd. 


PAwifs  AQAnm  pAWHS.                       n 

7.  K.  to  R.  Sth.  7.  K.  to  R.  aq. 

8.  K.  to  Kt.  6th.  •  8.  K.  to  Kt.  sq. 

9.  P.  checks.  ■   9.  K.  to  R.  sq. 

10.  K.  to  R.  6th.  10.  Is  compelled  to  advance  lbs 

P.J  which  you  take,  and  in  two  moves  making  a  Q.  or  R. 
you  check-mate. 


THIRD  POSITION. 

la  this  aituatim,  as  neither  of  the  Kings  can  quit  tbs 
P&wns  on  the  Ring's  side,  the  game  will  depend  entirely  oa 
the  manner  of  playing  the  Pawns  on  the  Queen's  side.  Whe- 
dter  you  have  the  move  or  not  you  should  begin  with  Q.  R. 
P.  we  sq.,  then  Q.  Kt.  P.  onesq. ;  afterwards  Q.  R.  P.  oneoq.,  ' 


and  you  will  euily  win ;  hut  if  you  were  to  play  Q.  Kt.  P 
two  sq.  for  tbe  first  move,  yon  «ould  not  win ;  fbr  exanqde 


1.  Q.  Kt.  P.  two  sq.  1.  E.  to  his  aq. 

It  is  evident  that  if  you  do  not  advance  your  R.  P.  two 
sq.  you  cannot  possibly  win,  because  he  will  play  his  E. 
alternately  to  his  K.  B.  2d  sq.,  and  to  his  own  sq.  Perhap6 
on  looking  attentively  you  may  think  you  ought  to  advance 
the  P.,  because  he  will  be  obliged  to  take  it  with  his  Q.  Kt. 
P.,  you  then  advance  your  Q.  Kt.  P.  towards  Queen,  and 
though  he  will  make  a  Q.  first,  yet  your  Pawn  on  becoming 
a  Q.  will  check  his  King,  and  compel  him  to  move  to  Q.  2d 
sq.,  or  to  K.  B.  2d  sq. ;  andxhen  you  make  a  second  Q.  with 
jotir  K.  P.,  at  the  same  time  checking  hia^.,  and  you  would 
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easily  win,  having  two  Q.  to  his  one.  We  do  not  suppose  a 
▼ery  young  player  would  calculate  so  &r,  but  there  are 
many  players  who  seeing  all  this  and  no  more,  would  not 
hesitate  to  make  the  move,  being  sure  of  winning  the  game. 
We  shall  proceed  to  show  you  that  it  would  be  very  bad 
play,  as  Black  will  be  able  to  make  a  move  that  will  firus- 
trate  your  plan  and  cause  you  to  lose  the  game.  Suppose 
then  that  on  your  second  move  you  play 

2.  Q.  R.  P.  two.  2.  P.  takes  P. 

8.  Q.  Kt.  P.  one.  3.  P.  to  Q.  R.  6th. 

4.  Q.  Kt.  P.  one.  4.  P.  to  Q.  R.  7th. 

5.  Q.  Kt.  P.  one.  5.  K.  Kt.  P.  one,  becomes  a 
Q.  and  checks ;  this  is  the  decisive  move  which  wins  the 
game.  If  you  do  not  take  the  Q.,  he  will  move  her  to  his  Q. 
Kt.  3d  sq.,  and  will  then  take  your  Q.  Kt.  P.,  therefore 

6.  K.  tsikes  Q.  6.  P.  Queens  and  checks,  and 
afterwards  plays  Q.  to  Q.  Kt.  7th,  checking  and  winning  Q. 
Et.  P.  and  the  game. 

This  is  a  very  improving  situation,  and  we  request  you 
to  study  it  attentively.  If  Black  on  the  5th  move  had  ad- 
vanced his  P.  to  your  Q.  R.  sq.  instead  of  first  sacrificing  the 
E.  Kt.  P.,  you  would  certainly  have  won  the  game,  because 
your  P.  at  the  moment  of  making  a  Q.  would  have  checked 
his  K. ;  but  Black  by  judiciously  sacrificing  a  P.,  forces  you 
to  move  to  a  square  which  enables  him  to  check  you  at  the 
moment  he  advances  to  Q.,  and  prevents  your  P.  from  becom- 
ing a  Q.  You  observe  that  it  is  not  enough  to  know  that 
each  will  make  a  Q.,  you  must  aFso  ascertain  whether  he 
attack  your  King  the  moment  he  makes  a  Q.,  or  whether  by 
a  previous  move  he  can  force  you  to  a  square  that  will  be 
attacked  by  the  new  Q. 
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LESSON   XI. 

OK  TBS  PovEK  or  A  SINGLE  ung  to  stop  pavns. 

For  a  proper  understanding  of  the  principles  develc^ed 
in  this  lesson,  it  will  be  necessary  first  to  instruct  the  student 
how  to  ascertain  whether  his  King,  when  at  some  distance, 
can  prevent  a  Pawn  from  becoming  a  Q,.,  and  this  without 
resorting  to  the  very  objectionable  habit  of  counting  every 
square  with  the  fingers. 

The  rule  is,  that  when  your  K.  is  in  the  quadrangle 
£>rmed  by  the  square  on  which  the  Pawn  stands,  and  the 
square  where  it  will  become  a  Q.,  he  will  stop  the  Pawn, 
whether  he  have  the  first  move  or  not ;  for  example : 

FIRST  POSITION. 
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Here  the  four  corners  of  the  quadrangle  fonned  by  Pawn 
and  the  square  where  it  will  become  a  Queen,  are  Black's 
Q.  Kt.  4th  sq.,  K.  B.  4th  sq.,  and  White's  Q.  Kt.  aq.,  and 
K.  B.  sq.  The  white  King  at  his  B.  6th  is  evidently  in  the 
quadrangle,  and  can  therefore  stop  the  Pawn,  or  take  it  if  it 
become  a  Queen,  whether  he  have  the  first  move  or  not.  If 
Jib  white  King  were  at  his  Kt.  3d  sq.,  that  is,  beyond  the 
quadrangle,  he  will  not  be  able  to  stop  the  P.  unless  be  play 
first,  in  which  case  it  is  indifferent  whether  he  move  to  K.  B. 
2d,  9d,  or  4tb  aq.,  as  all  those  squares  are  in  the  quadrangle. 

SECOND  POSITION. 
BLACK. 


In  this  position,  though  the  K.  is  in  liie  quadrangle  fenned 
br  the  P.  and  White's  Q.  Kt.  sq.,  yet  be  will  not  stop  the  P. 
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milaas  he  hare  the  move  ;  this  is  solely  owing  to  the  Pawn 
being  able  to  move  two  sq.  at  first ;  for  if  Black  begin,  b» 
will  moTe  to  Q.  Kt.  4th  sq.,  and  White  will  bo  two  move* 
beyond  the  aq.,  and  therefore  cannot  prevent  the  P.  fiom 
winning. 

It,  however,  often  happens  that  your  own  pieces  or  your 
adversary's  prevent  your  K.  from  moving  the  shortest  way  ; 
for  example : 

THIRD  POSITION. 


In  this  situation,  his  B.  prevents  your  E.  from  moving  to 
Q.  B.  3d  sq.,  80  as  to  be  in  the  quadrangle ;  therefore  if  you 
had  no  Pawn  you  could  not  prevent  his  Pawn  from  becoming 
a  Queen,  but  having  a  Pawn  at  Q.  B.  6th,  you  will  draw  the 
guaa  by  sacrificing  it ;  you  should  therefore  play, 
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1.  Q.  B.  P.  one  aq.  1.  Must  t«ke  it  with  B.  to  pre- 

veot  its  becoming  a  Q. 

2.  E.  to  Q.  B.  3d  aq.  2.  IfheadTitncetheP.youwill 

gain  it  by  playing  to  Q.  3d 
aq.,  and  if  B.  to  Q.  Kt.  3d  sq. 

3.  El.  to  Q.  Kt.  5th  aq.       3.  K.  to  his  2d  sq. 

4.  E.  to  Q.  3d  sq.,  and  afterwards  moves  Kt.  to  Q.  B.  3d 
sq.,  and  then  attacks  the  P.  with  it,  &c. 

In  the  following  situation,  though  very  nmilar  to  the  fci^ 
mer,  Black  will  win  by  a  skilful  move. 

FOURTH  POSITION. 

BLACS. 


White  to  move. 
1.  P.  advances.    '  1.  B.  takes  P. 

63965^ 
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3.  K.  to  Q.  B.  8d.  gq.         2.  B.  to  E.  B.  6tb  sq. 

8.  Kt.  removea.  3.  P.  advances,  and  afterwaida 

queens. 

You  obseire  that  by  advancing  the  P.,  his  B.  prevents 
your  moving  to  your  Q.  2d  aq. :  the  only  move  you  had  in 
the  former  situation  to  slop  the  P.  This  arose  from  the  pe- 
culiar situation  of  your  Kt.,  for  had  it  been  on  almost  any 
other  sq.  you  would  not  have  lost.  It  is  scarcely  necessary 
to  add,  that  if  you  had  allowed  him  to  take  the  Kt.  with  B., 
ha  would  easily  have  won. 

Two  touted  Pawns  against  King. 

If  the  K.  can  stop  the  nH>st  advanced  P.,  he  can  stop  both ; 
for  example': 

BLACK. 
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Black's  Q.  B.  P.  is  the  farthest  advanced,  and  as  your  E. 
is  in  the  quadrangle,  you  of  course  can  stop  the  P.  whether 
you  have  the  move  or  not.     Suppose  Black  begin : 

1.  Q.  B.  P.  one  sq.  1.  K.  to  K.  B.  4th  sq. 

2.  Q.  B.  P.  one.  2.  E.  to  his  dd  sq. 

3.  Q.  Kt.  P.  one.  3.  K.  to  Q.  3d  sq. 

4.  Q.  Kt.  P.  one.  4.  K.  to  Q.  B.  2d  sq.,  and 
wins  the  Pawns  if  Black  have  nothing  else  to  play;  but  if  Black 
can  play  any  other  piece,  White  cannot  take  the  Pawns,  be- 
cause the  moment  he  takes  Q.  Kt.  P.  he  is  out  of  the  quad- 
rangle, and  the  Q.  B.  P.  will  advance  to  Queen.  Suppose 
one  of  the  Pawns  were  at  your  Q.  B.  2d  sq.,  and  the  other 
at  your  Q.  Kt.  3d  sq.,  and  your  K.  at  Q.  B.  sq.,  the  two  P. 
efiectually  confine  your  K.  to  your  Q.  B.  sq.,  Q.  Kt.  2d  sq., 
or  Q.  2d  sq. 

Two  separated  Pawns  against  King. 

In  the  foregoing  position  the  single  King  was  opposed  to 
two  united  Pawns  :  we  shall  now  present  a  few  examples  of 
two  separated  Pawns  against  single  King,  premising  that  if 
the  position  be  such,  that  afler  having  taken  one  he  can 
overtake  the  other,  he  will  of  course  win  both  Pawns. 

FIRST  POSITION. 

(Sec  next  Diagram,) 

In  this  position,  as  your  K.  is  out  of  the  quadrangle  of 
his  K.  B.  P.,  you  would  lose  if  you  had  not  the  move,  but  if 
you  play  first,  you  will  win  both  Pawns :  fi>r  example : 
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1.  K.  to  his  4Ui  sq.  1.  Q.  Kt.  P.  one. 

2.  K.  takes  P.  2.  P.  one  sq. 

8.  [t  is  unneoeaaary  to  proceed,  your  K.  is  only  one  mova 
beyond  the  quadrangle,  and  will  therefore  overtake  the  P. 

SECOND  POSmON, 

In  this  situation,  though  very  similar  to  the  former,  and 
apparently  as  favorable  for  you,  Black  will  win,  whether  he 
move  first  or  not ;  for  example,  suppose  While  begin : 

1.  K.  to  his  2d  sq.  1.  Q.  Kt.  P.  Mie. 

2.  K.  to  K.  B.  3d.  2.  Q.  Kt.  P.  one. 
S.  E.  takes  P.  3.  Q:  Kt.  P.  one. 

4.  Being  Iteo  moves  beyond  the  quadrangle,  you  cannot 
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p08«bly  overtake  the  Pawn.  You  loae  in  this  situation  b^ 
cause  his  K.  B,  P.  preventing  your  nx>ving  to  your  K.  8d  sq. 
to  attack  his  P.,  it  takes  you  three  moves  to  gain  his  E.  B. 
P.,  whereas  in  the  former  pcwition  you  gained  it  in  two  nnvefl. 
It  will  be  very  easy  for  Black  to  win  if  he  have  the  first 
move ;  he  has  only  to  advance  his  Q.  Kt.  P.,  and  though  you 
may  take  which  Pawn  you  please,  yet  you  cannot  possibly 
overtake  the  other.  Bui  if  he  begin  with  K.  B.  ?.,  you  will 
win  both  Pawns ;  for  example : 

1.  E.  B.  P.  one  sq.  1.  E.  to  his  3d  sq. 

a.  Q.  Et.  P.  one  sq.  2.  E.  takes  P. 

3.  Q.  Kt.  P.  one  sq.  3.  E.  to  his  3d  sq.,  and  will 

overtake  the  P. 


THIRD  POSITION. 

BLACK. 


)  any  thing  to  move  besides 
m ;  all  he  can  do  ia  to  stop 
te  had  to  move,  and  could 
rould  loae  them  both.  We 
rhich  White  has  a  K.  which 
the  assistance  of  the  Pawns 
positiona  often  occur,  it  will 
jper  moves  for  both  pa^tifla. 
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FOHRTH  POSITION. 


^■H 

^ra 

^ 

This  situation  ought  to  end  in  a 
player  can  take  one  P.  wilhout  allow 
a.  Q.    Suppose  White  to  begin : 

1.  K.  to  K.  B.  5th.  1.  K. 

2.  Q.  B.  P.  one  sq.  S.  Cat 
cause  White  would  advance  Q.  B. 
would  be  taw  moves  beyond  the  quad 

K. 

S.  Must  not  advance  Q.  B.  P.  bee 

K.  to  Q.  Kt.  4th  sq.  and  win  both  Pi 

E.  to  K.  Et.  4th  sq.        3.  Bis 

E.  to  Q.  R.  5th,  and  White  having 

than  the  E.,  the  same  moves  will  be 

6* 


IM  0RE88  VOfi  WINTER  BYBNIlfaS. 

ocmsequently  drawn.    Bat  mippoae  Black  to  play,  on  the  8d 

move: 

K.  to  Q.  Kt.  3d  sq. 

4.  Must  not  move  the  K.,  because  Black  by  playing  E.  to 

Q.  B.  4th  sq.,  would  win  both  the  Pawns,  therefore, 

Q.  R.  P.  one.  4.  K.  to  Q.  B.  4th. 

6.  Q.  R.  P.  one.  5.  K.  to  Q.  B.  3d  sq. 

6.  Must  not  move  a  P.,  for  the  reasons  above  given,  but 
K.  to  K.  B.  5th  sq.  6.  K.  to  Q.  B.  4th  sq.,  and  as 

White  must  move  the  K.,  the  same  moves  may  be  repeated, 
and  the  game  will  still  be  drawn ;  but  Black  will  lose  if  he 
allow  the  white  Pawns  to  advance  to  their  6th  squares. 
Suppose  then,  for  example,  that  instead  of  playing  K.  to  Q. 
B.  4th  sq.  on  the  6th  move.  Black  play  as  follows : 

K.  to  Q.  B.  2d  sq. 

7.  Q.  B.  P.  one.  7.  K.  to  Q.  B.  3d  sq. 

8.  Q.  R.  P.  one.  8.  K.  to  Q.  B.  2d  sq. 

0.  K.  to  K.  Kt.  4th  sq.  0.  Can  still  draw  the  game  by 
playing  K.  to  Q.  B.  dd  sq.,  &c.,  but  if  he  play  any  where 
else,  he  will  lose ;  for  example : 

K.  to  Q.  Kt.  sq. 

10.  Q.  B.  P.  one  sq.  10.  K.  to  Q.  R.  sq.,  or  to  Q.  R. 

2dsq. 

11.  Q.  B.  P.  one  sq.,  and  becomes  a  Q.  next  move.  If 
Black  on  the  10th  move  had  played  K.  to  Q.  B.  sq.,  or  to  Q. 
B.  2d  sq.,  White  would  have  advanced  Q.  R.  P.  in  two  moves 
to  Queen. 

Observe  that  the  two  Pawns  arrived  at  their  6th  squares 
and  unattacked,  always  win,  if  you  have  any  other  piece  that 
can  be  moved,  whether  you  have  the  move  or  not.  The 
Pawns  must  be  played  in  such  a  manner  that  when  the  K. 
attacks  one  of  them,  the  other  may  be  able  to  advance,  so 
(0  be  before  the  other  at  the  distance  of  a  Kt.'s  move. 
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FIFTH  POaiTION. 
BLACK. 


In  this  situation  if  you  have  the  more  you  will  win,  owing 
to  your  Pawns  being  so  much  farther  advanced  thui  his, 
which  circumstance  will  enable  you  to  move  your  K.  to  the 
assistance  of  your  Pawns,  and  to  make  a  Queen  before  your 
aclversary  ;  for  example : 

1.  K.  to  K.  6th.  1.  K.  Kt.  P.  two  sq. 

2.  Q.  P.  one,  check.  2.  K.  to  Q.  sq. 

3.  Q.  P.  one  sq.  3.  K.  Kt.  P.  one  sq. 

4.  Q.  Kt.  P.  one.  4.  K.  Kt.  P.  one. 

5.  You  might  play  Q.  Kt.  P.  one  sq.,  hut  it  is  shorter  to 
play  K.  to  Q.  6th  sq.  5.  K.  Kt.  P.  one. 

6.  Q.  Kt.  P.  one.  6.  P.  becomes  a  Queen. 
T.  P.  becomes  a  Q.    r  R.  and  check-mates. 
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Three  muted  Pawns  against  the  King. 
With  regard  to  three  Pawns  agabst  a  King  we  shall  con- 
fine ourselves  to  showing  yon  a  few  situations,  in  B(»ne  of 
which  the  K.  can  stop  the  Pawns,  and  others  in  which  he 
cannot,  as  it  would  be  too  difBcult  for  you  to  enter  into  an 
analysis  of  the  proper  moves  ibr  both  parties,  if  the  Pawns 
were  at  their  own  squares  and  the  adverse  K.  near  them. 

nRST  POSITION. 
BLACK. 


WHITE. 

In  this  situation,  if  the  Black  have  the  move,  he  *ill  ce 
able  to  stop  the  Pawns  by  playing  his  K.  to  Q.  B.  3d  sq. :  if 
you  have  nothing  better  to  play  than  the  Pawns,  you  must  of 
course  lose  them  a'l. 
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SECOND  POSITICW. 
BLACK. 


Here  also  Black  will  be  able  to  stop  the  Pawns  if  he  have 
the  move,  by  playing  K.  to  his  Q.  B.  5th  sq.  A  similar  sit- 
uation, when  the  side  Pawns  are  within  one  sq.  of  Queen, 
will  give  a  different  result ;  for  example : 


THIRD  POSITION. 


If  Black  have  the  move,  and  play  K.  to  Q.  B.  2d  sq., 
jou  will  nevertheless  win  by  advancing  one  of  the  Pawna  to 
Qaeen,  uid  afterwards  the  other. 
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FODETH  POSITION. 

(S«ii«Jl>*.*™i.) 

The  K.  will  be  able  lo  stop  the  Pawns.     It  is  immaterial 
which  begins;  suppose  White: 

In  the  first  place, 
1.  Q.  Kt.  P.  one,  check.     1.  K.  to  Q.  Kt.  4th. 
3.  Q.  P.  one  sq.  3.  K.  to  Q.  B.  5th,  and  stops 

the  Fawns. 
In  the  second  place, 

1.  Q.  P.  one,  check.  1.  K.  to  Q.  4th  sq. 

2.  Q.  Kt.  P.  one.  2.  E.  to  Q.  B.  5th,  and  the  po- 

sition is  the  same  as  before. 


)  STOP  p^wm. 


In  the  third  place, 

1.  Q.  B.  P.  one.  I.  K.  to  Q.  B.  3d  sq. 

2.  Q.  P.  one.  2.  K.  to  Q.  Kt.  8d  sq. 

3.  Q.  P.  one,  or  (A)  (B)     3.  K.  to  Q.  B.  4th  eq. 

4.  Q.  Kt.  P.  one,  check.      4.  K.  to  Q.  3d  sq. 

6.  Q.  Kt.  P.  one.  5.  K.  to  Q.  B.  4lh,  and  the  po- 

sition is  similar  to  those  preceding. 
(A) 
8.  Q.  B.  P.  one,  check.      3.  K.  to  Q.  Kt.  4th  aq. 

4.  Q.  Kt.  P.  one.  4.  K.  to  Q.  B.  3d  sq.,  and  wins 

the  Pawns. 
(B) 

5.  Q.  Kt.  P.  one.  3.  K.  to  Q.  B.  Sd  sq. 

4.  If  Q.  B.  P.  one  sq..  Black  should  play  K.  to  Q.  B.  Sd  sq., 
&c.|  therefore, 


lis  CBBSS  FOK  WtinCR  ZVBNIMW. 

Q.  p.  one,  or  (C).  4.  K.  to  Q.  8d  sq. 

5.  Q.  Kt.  P.  one.  6.  K.  to  Q.  B.  4tb  »q.,  and 

stops  the  Pawns. 

(C) 
4.  Q.  Et.  P.  one.  4.  K.  to  Q.  Et.  3d  aq. 

6.  Ib  oompelled  to  play       5.  K.  to  Q.  B.  4tb  sq.,  &co. 
Q.  P.  one. 

From  the  foregoing  you  will  observe  that  when  (he  three 
Pawns  are  abreast,  and  not  too  far  advanced,  if  the  King  can 
be  played  to  the  4th  sq.,  from  the  middle  Pawn  inclusive,  on 
the  same  perpendicular  line,  he  will  stop  the  Pawns  simply 
by  playing  the  K.  before  the  Pawn  his  adversary  moves; 
for  example : 

FQTH  POSITION. 
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Havitig  seated  your  Pawns  as  in  the  diagram,  place  black 
King  at  either  hU  Q.  Kt.  sq.,  Q.  B.  sq.,  Q.  sq.,  Q.  Kt.  8d  sq., 
Q.  2d  sq.,  Q.  Et.  3d.  sq.,  Q.  B.  3d  aq.,  or  Q.  3d  sq. 

Blaclc  to  move. 
In  this  situation,  the  King  being  able  to  move  from  any 
of  the  above  eight  squares  to  his  Q.  fi.  2d  sq.,  which  is  the 
4th  sq.  trom  the  middle  P.  inclusive,  will  stop  the  Pawns 
simply  by  playing  before  the  Pawn  his  adversary  will  move ; 
for  example :  If  you  play  Q.  P.  one  sq.,  he  ought  to  play  to 
Q.  3d ;  if  Q.  B.  P.  one  sq.,  he  should  move  K.  to  Q.  B.  Sd ; 
and  if  Q.  Et.  P.  one,  he  should  play  E.  to  Q.  Kt.  ad  sq. 

SIXTH  POSITION. 

BLACK. 
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In  this  situaticm  the  Pawns  will  win  whether  they  begin 
.or not ;.fi>r  example:  «. 

Suppose  Black  to  play  first: 

1.  K.  to  Q.  B.  sq.  1.  Q.  P.  one  sq. 

2.  K.  to  Q.  Kt.  2d.  sq.,       2.  Q.  P.  one,  or  Q.  Kt.  P.  one» 
or  to  Q.  2d  sq.  and  becomes  a  Queen. 

Suppose  the  White  begin : 

1.  If  you  were  to  play  Q.  P.  one  sq.,  he  would  move  King 
to  Q.  B.  sq.,  and  win  all  the  Pawns,  therefore, 

Q.  B.  P.  queens  and  checks.     1.  K.  takes  Q. 

2.  Q.  P.  one.  2.  If  he  play  K.  to  Q.  sq ., 
or  to  Q.  2d  sq.,  the  Q.  Kt.  P.  will  become  a  Queen  in  two 
moves ;  and  if  he  play  elsewhere,  the  Q.  P.  will  become  a 
Queen  in  two  moves. 


In  conclusion,  we  would  remark,  that  a  thorough  know- 
ledge of  the  method  of  playing  Pawns  properly  at  the  end  of 
a  game,  is  indispensable  to  those  who  wish  to  become  good 
players ;  and  although  the  positions  in  the  preceding  lessons 
have  necessarily  been  strictly  elementary,  yet  we  trust 
enough  has  been  shown  of  the  principles  upon  which  the  play 
is  founded,  to  convince  the  learner  of  the  advantage  he  will 
often  derive  from  a  superior  knowledge  of  this  part  of  the 
game ;  for  example :  suppose  you  have  discovered  that  the 
position  is  such  as  would  give  you  a  decided  advantage  over 
your  adversary  if  you  could  exchange  pieces  and  reduce  the 
game  to  Pawns  only ;  you  immediately  endeavor  to  effect 
those  exchanges,  while  an  adversary,  not  perhaps  so  well  ac- 
quainted with  playing  Pawns  as  yourself,  will  probably  not 
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endeavor  to  prevent  it;  if,  on  the  ccmtrary,  you  find  his 
Pawns  better  placed  than  yours,  you  will  try  to  make  the 
position  equal,  before  you  permit  the  exchange  of  pieces. 


LESSON   XII. 

THE  LAWS  OP  THE  GAME. 


The  information  contained  in  the  previous  lessons  consti- 
tutes as  it  were  the  Vocabulary  and  Grammar  of  Chess.  You 
have  now  to  become  acquainted  with  the  Laws  of  the  game. 
The  following  is  the  code  of  Laws  adopted  by  the  London  Chess 
Club,  established  in  1807 ;  recently  revised  by  the  committee 
of  that  institution ;  sanctioned  also  and  adopted  by  the  New- 
York  Chess  Club.  We  submit  these  laws  to  your  notice 
without  attempting  to  explain  or  illustrate  them.  Chess- 
players in  general  object  to  any  commentary  on  their  laws : 
they  consider  them  adequate  to  explain  their  own  meaning, 
and  should  any  doubtful  case  arise  as  to  the  intention  of  a 
particular  law,  reference  to  some  disinterested  party  is  far 
more  satisfactory  than  to  the  remarks  of  a  commentator.  But 
befi>re  you  read  these  laws  we  would  impress  upon  you  the 
advice  of  Mr.  Lewis,  the  eminent  player,  and  author  of  sev- 
eral valuable  works  on  the  game : — "  Always  play  strictly 
according  to  the  laws  of  the  game  :  even  if  your  adversary 
take  back  moves,  or  do  not  play  a  piece  he  has  touched, 
never  do  so  yourself;  I  have  met  with  many  who  entirely 
object  to  take  odds,  but  who  nevertheless  are  willing  enough 
to  take  back  moves,  as  if  that  were  not  taking  odds,  and  great 
odds  too." 

We  may  add  that  unless  this  advice  be  strictly  attended 
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to,  you  will  soon  contract  a  careless  and  slovenly  style  of 
play,  and  most  of  the  beneficial  influence  of  this  noble  game 
will  be  lost  upon  you. 


THE  LAWS  OF  CHESS. 

1.  PuLcniG  THE  Board. — ^The  chess-board  must  be  so  placed 
that  each  player  has  a  white  comer  square  nearest  his  right  hand.  If 
the  board  have  been  improperly  placed,  it  must  be  adjusted,  provided 
/our  moves  on  each. side  have  not  been  played,  but  not  afterwards. 

2.  Piece  ob  Pawn  misflaced. — ^If  a  piece  or  Pawn  be  mis- 
placed at  the  beginning  of  the  game,  either  player  may  insist  upon 
the  mistake  being  rectified,  if  he  discover  it  before  playing  his  fourth 
move,  but  not  afterwards. 

3.  Piece  or  Pawn  obutted. — Should  a  piayer  at  the  coomience- 
ment  of  the  game,  omit  to  place  all  his  men  on  the  board,  he  may 
correct  the  omission  before  plajnng  his  fourth  move,  but  not  after- 
wards. 

4.  Piece  or  Pawn  not  removed. — ^If  a  player,  undertaMng  to 
give  the  odds  of  a  piece  or  Pawn,  neglect  to  remove  it  from  the  board, 
his  adversary,  after  four  moves  have  been  played  on  each  side,  has 
the  choice  of  proceeding  with,  or  recommencing,  the  game. 

5.  Determining  First  Move. — When  no  odds  are  ^ven,  tiie 
players  must  take  the  first  move  of  each  game  alternately,  drawing 
lots  to  determine  who  shall  begin  the  first  game.  If  a  game  be 
drawn,  the  player  who  began  it  has  the  first  move  of  the  following 
one. 

6.  The  Move  when  Odds  are  given. — ^The  player  who  gives 
odds,  has  the  right  of  moving  first  in  each  game,  unless  otlierwise 
agreed.  Whenever  a  Pawn  is  given,  it  is  understood  to  be  always 
the  King's  Bishop's  Pawn. 
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7.  ToucHWG  Pieces  oe  Pawns. — ^A  Piece  or  Ptiwn  tonched 
must  be  played,  unless  at  tfie  moment  of  touching  it,  the  player  say 
**'J'*adaubei^  or  words  to  that  effect ;  but  if  a  Piece  or  Pawn  be  dis- 
placed or  overturned  by  accident,  it  may  be  restored  to  its  place.* 

8.  The  Move — ^when  committed. — While  a  player  holds  the 
piece  or  Pawn  he  has  touched,  he  may  play  it  to  any  other  than  the 
square  he  took  it  from,  but  having  quitted  it»  he  cannot  recall  the 

\      move. 

9.  Touching  Adversary's  Pieces  or  Pawns. — Should  a  player 
touch  one  of  his  adversary's  pieces  or  Pawns,  without  saying 
^J^adouhe^^  or  words  to  that  effect,  his  adversary  may  compel  him  to 
take  it ;  but  if  it  cannot  be  legally  taken,  he  may  oblige  him  to  move 
the  King ;  should  his  King,  however,  lie  so  posted  that  he  cannot  be 
legally  moved,  no  penalty  can  be  inflicted. 

10.  Plater  moving  Adversary's  Men. — Should  a  player  move 
one  of  his  adversary's  men,  his  antagonist  has  the  option  of  compel- 
ling him — 1st.  To  replace  the  piece  or  Pawn  and  move  his  King; 
2d.  To  replace  the  piece  or  Pawn  and  take  it ;  3d.  To  let  the  piece 
or  Pawn  remain  on  the  square  to  which  it  had  been  played,  as  if  the 
move  were  correct. 

11.  Capturing  by  False  Move. — If  a  player  take  one  of  his 
adversary's  men  with  one  of  his  own  that  cannot  take  it  with- 
out making  a  false  move,  his  antagonist  has  the  option  of  com- 
pelling him  to  take  it  with  a  piece  or  Pawn  that  can  legally  take  it, 
or  to  move  his  own  piece  or  Pawn  which  he  touched. 

12.  CAFTxmiNG  one's  own  Men. — Should  a  player  take  one  of 

*  We  prefer  Mr.  Walkei's  version  of  this  law,  as  it  stands  in  his 
**Art  of  Chess  Flay"  and  as  adopted  by  the  St.  George's  Chess  Club, 
London.  It  is  as  follows : — "  Should  a  player,  it  being  his  turn  to  play^ 
'  mder  any  pretence  whatsoever,  touch  one  of  his  men,  he  must  move  that 
^  piece,  or  Pawn,  if  it  can  legally  move,  unless  in  the  first  instance  of 
toudbing  it,  he  say  aloud,  "J  'adoube  f  it  being  moreover  evident,  that  in 
touching  the  piece,  be  merely  meant  to  adjust  its  position  on  the  board, 
■ad  had  no  intention  to  pUy  it.-' 
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his  own  men  with  another,  his  advenair  has  the  option  of  obliging 
him  to  move  mther. 

13.  False  Mote  :  Pehalties. — If  a  player  make  a  false  more, 
i.  e.,  play  a  piece  or  Pawn  to  any  square  to  which  it  cannot  legally 
he  moved,  his  adversary  has  the  choice  of  three  penalties ;  viz.,  1st 
Of  compelling  him  to  let  the  piece  or  Pavm  remain  on  the  sqnare  to 
which  he  played  it ;  2d.  To  move  it  correctly  to  another  square ; 
3d.  To  replace  the  piece  or  Pawn  and  move  his  King. 

14.  Moving  out  of  Turn. — Should  a  player  move  out  of  his  tun, 
his  adversary  may  choose  whether  hoth  moves  shall  remain,  or 
the  second  he  retracted. 

16.  Capture  of  Pawit  "  en  passant." — When  a  Pawn  is  first 
moved  in  a  game,  it  may  be  played  one  or  two  squares ;  but  in  the 
latter  case  the  opponent  has  the  privilege  of  taking  it  '*  en  pctssant^ 
with  any  Pawn  which  could  have  taken  it  had  it  been  played  one 
square  only.    A  Pawn  cannot  be  taken  ^*  en  passant"  by  a  piece. 

16.  Castling. — A  player  cannot  castle  in  the  following  cases  :— 
1.  If  the  King  or  Rook  have  been  moved ;  2.  If  the  Eling  be  in 
check ;  3.  If  there  be  any  piece  between  the  King  and  Rook ;  4.  If 
the  King  pass  over  any  space  attacked  by  one  of  the  adversary's 
pieces  or  Pawns. 

Should  a  player  castle  in  any  of  the  above  cases,  his  adversary 
has  the  choice  of  three  penalties ;  viz : — 1st,  of  insisting  that  the 
move  remain ;  2d,  of  compelling  him  to  move  the  King ;  3d,  of 
compelling  him  to  move  the  Rook. 

17.  Move  leaving  King  in  Check. — ^If  a  player  touch  a  piece 
or  Pawn  that  cannot  be  moved  without  leaving  the  King  in  check, 
he  must  replace  the  piece  or  Pawn  and  move  his  King,  but  if  the 
King  cannot  be  moved,  no  penalty  can  be  inflicted. 

18.  Checking  without  Announcement.— If  a  player  attaek  the 
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advene  King  without  saying  «  Check,"  his  adversary  is  not  obliged 
to  attend  to  it ;  but  if  the  fonner,  in  playing  his  next  move,  were  to 
say  **  Check,"  each  player  must  retract  his  last  move,  and  he  that  if 
imder  check  must  obviate  it. 

19.  King  having  remained  in  Check. — ^If  the  King  has  been 
in  check  for  several  moves,  and  it  cannot  be  ascertained  how  it  oc- 
cur^, the  player  whose  King  is  in  check  must  retract  his  last 
mo^e,  and  free  his  King  from  the  check ;  but  if  the  moves  made 
subsequent  to  the  check  be  known,  they  must  be  retracted.    . 

20.  Announcing  Check  without  giving  it. — Should  a  player 
say  ^  Check"  without  giving  it,  and  his  adversary  in  consequence 
move  his  King,  or  touch  a  piece  or  Pawn  to  interpose,  he  may  re- 
tract such  move,  provided  his  adversary  have  not  completed  his  next 
move. 

21.  Queening  Pawns  and  ,  Plurality  of  Queens. — ^Every 
Pawn  which  has  reached  the  eighth  or  last  square  of  the  chess- 
board, must  be  immediately  exchanged  for  a  Queen  or  any  other 
piece  the  player  may  think  fit,  even  though  aJl  the  pieces  remiiin  on 
the  board.  It  follows,  therefore,  that  he  may  have  two  or  more 
Queens,  three  or  more  Rooks,  Bishops,  or  Knights. 

22.  Number  of  Moves — When  restricted  at  the  end  of  a 
Game. — ^If  a  player  remain  at  the  end  of  the  game,  with  a  Rook  and 
Bishop  against  a  Rook ;  with  both  Bishops  only ;  with  Knight  and 
Bishop  only,  &c.,  he  must  check-mate  his  adversary  in  fifty  moves 
on  each  side,  at  most,  or  the  game  will  be  considered  as  drawn ;  the 
fifty  moves  commence  from  the  time  the  adversary  gives  notice  that  he 
will  count  them.  This  law  holds  good  for  all  other  check-mates  of 
pieces  only,  such  as  Queen  or  Rook  only.  Queen  against  a  Rook,  &c. 

23.  Number  of  Moves — When  not  restricted. — If  a  player 
agree  to  check-mate  with  a  particular  piece  or  Pawn,  or  on  a  par- 
tieular  square,  or  engage  to  force  his  adversary  to  stole-mate  or 
ebeck-mate  him,  he  is  not  restricted  to  any  number  of  moves. 
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24.  Stale-mate. — ^A  stale-mate  is  a  drawn  game. 

26.  False  Move — Wheh  rr  mttst  be  noticed. — ^If  a  player 
make  a  false  move,  castle  improperly,  &c.,  d&c.,  the  advennry  must 
take  notice  of  such  irregularity  before  he  touches  a  piece  or  Pawn* 
or  he  will  not  be  allowed  to  inflict  any  penalty. 

26.  Settliho  Points  at  Issue. — Should  any  question  arise, 
respecting  which  there  is  no  law,  or  in  case  of  a  dispute  respecting 
any  law,  the  players  must  refer  the  point  to  the  most  skilful  and  dis- 
interested by-standers,  and  their  decision  must  be  considered  as  con^ 
elusive. 
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THE  EING'S  BISHOFS  OPENING. 
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OPBinNG  THE  GAME — ^POWERS  OF  THE  PIECES  AT  THE  COM- 
MENCEMENT— ^K.  P.  TWO  SQUARES,  WHY  A  GOOD  OPENING  MOVE 
THE  REGULAR  OPENINGS  CLASSIFIED — ^ELEMENTARY  ANA- 
LYSIS OF  THE  king's  BISHOP's  GAME,  WHITE  HAVING  FIRST 
MOTE — ^DEFENCE,  BLACK  HAVING  FIRST  MOVE. 

*  We  come  now  to  the  most  important  feature  in  the  game 
of  Chess — ^the  art  of  opening  the  game — an  art  which  it  is 
necessary  to  acquire  for  the  management  either  of  a  success- 
ful attack,  or  a  skilful  defence.  You  must  endeavour  to  play 
out  your  pieces  in  such  a  way  as  to  oppose  those  of  your  ad- 
versary and  not  obstruct  your  own. 

On  examining  the  powers  of  the  pieces  at  the  commence- 
ment of  the  game,  we  are  struck  with  the  fact,  that,  with  the 
exception  of  the  Ejiights,  they  are  absolutely  nothing.  Your 
K.  Kt.  commands  two  white  squares,  but  the  other  pieces  are 
incapable  of  moving.  Your  first  object,  therefore,  is  to  play 
your  Pawns  in  such  a  way  as  to  liberate  your  pieces  as  effi- 
ciently as  possible.  If  you  move  K.  R.  P.,  or  Q.  R.  P.  two 
squares,  you  will  be  able  afterwards  to  move  the  Rook  either 
one  or  two  steps  forward.  K.  Kt.  P.,  or  Q.  Kt.  P.  two 
squares  liberates  the  Bishops  to  some  small  extent.    K.  B. 
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P.  one  square  enables  the  K.  to  move  to  K.  B.  second.  Q.  B.  P. 
one  square  opens  a  diagonal  of  three  squares  to  the  Queen.  Q. 
P.  two  squares  gives  to  the  Queen  a  range  of  two  squares,  and 
to  the  Q.  B.  a  range  of- five  squares.  But  K.  P.  two  squares 
gives  a  range  of  four  squares  to  the  Queen,  and  five  squares 
to  the  King's  Bishop.  You  see,  therefore,  that  K.  P.  two 
squares  is  the  most  desirable  move  wherewith  to  open  the 
game.  There  is  also  another  reason  why  this  move  is  desir» 
able — the  Pawn  occupies  a  portion  of  the  centre  of  the  board. 
Two  Pawns  abreast  at  your  K.  fourth,  and  Q.  fourth  squares, 
supported  by  Pawns  and  pieces,  must  be  considered  as  your 
best  military  position,  and  maintained  with  all  the  skill  in 
your  power.  The  same  reasons  which  render  K.  P.  two 
squares  a  good  opening  move  for  you,  apply  also  to  your  an- 
tagonist. Your  second  move  generally  determines  the  na- 
ture of  the  game  to  be  played :  you  have  it  therefore  in  your 
own  power  to  determine  the  opening,  the  first  few  moves  of 
your  adversary  being  purely  defensive. 

There  are  several  methods  of  beginning  the  game ;  fte 
following  are  those  which  are  usually  played. 

1.  The  King's  Bishop's  Game. — This  is  begun  by  each 
party  playing  his  King's  Pawn  two  sqtiares,  and  then  the  first 
player  moves  his  King's  Bishop  to  Queen's  Bishop's  fourth 
square. 

2.  The  King's  Knight's  game. — ^Each  party  moves  his 
King's  Pawn  two  squares,  and  then  the  first  player  moves  his 
King's  Knight  to  King's  Bishop's  third  square, 

3.  The  King's  Gambit. — Each  player  moves  his  Kingls 
Pawn  two  squares,  and  the  first  player  then  moves  his  King's 
Bishop's  Pawn  two  squares. 

4.  The  Queen's  Gtimbit.— Each  player  moves  his  Queen's 
Pawn  two  squares,  &aid  the  first  player  then  moves  his  Queen's 
Bishop's  Pawn  two  squares. 

In  ninety-nine  games  out  of  a  hundred>  one  of  these'  open* 
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iDgs  is  played;  there  are  others  which  are  occasionally 
played,  such  as  playing  first  the  Queen's  Pawn  two  squares, 
and  then  the  Queen's  Bishop  to  King's  Bishop's  fourth  square  ; 
or  beginning  with  the  Queen's  Bishop's  Pawn  two  squares, 
and  then  Queen's  Knight  to  Queen's  Bishop's  third  square ; 
or  beginning  with  King's  Bishop's  Pawn  two  squares,  and 
then  King's  Knight  to  King's  Bishop's  third  square. 
«  We  shall  now  proceed  to  an  examination  of  the  first  of 
these  fi>ur  openings  so  usually  played. 

FIRST  OPENING,  OR  KING'S  BISHOP'S  GAME. 

ELEMENTART  ANALYSIS. 

FIRST  GAME. 
White,  Black. 

1.  K.  P.  two  squares.  1.  K.  P.  two  squares. 

To  begin  the  game  by  playing  your  King's  Pawn  two 
squares,  is  very  proper ;  the  advantage  of  it  consists  in  giving 
freedom  to  your  Queen  and  King's  Bishop.  Next  to  playing 
this  Pawn,  moving  the  Queen'is  Pawn  two  squares  is  the 
best ;  all  the  other  Pawns  are  more  or  less  inferior. 

2.  K.  B.  to  Q/  B.  4th  sq. 

This  is  the  best  square  to  which  the  Bishop  can  be 
played  in  the  beginning  of  the  game,  it  attacks  the  weakest 
point  of  the  adversary,  viz.,  the  King's  Bishop's  Pawn,  and 
is  not  in  the  way  of  any  of  your  own  pieces.  The  best  move 
for  the  Black  is  also  to  play  his  King's  Bishop  to  Queen's 
Bishop's  4th  square,  as  follows : 

White.  Black. 

2.  K.  B.  to  Q.  B.  4th  sq. 
8.  Q.  B.  P.  one  sq.  3.  Q.  to  K.  2d  sq. 

Instead  of  playing  Queen's  Bishop's  Pawn,  you  might 
have  jn&d^  a  very  attacking  move  by  playing  Queen  to 
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King's  Rook's  fifth  square.  See  the  First  Grame  of  this  de- 
fence. The  object  of  moving  the  Queen's  Bishop's  Pawn,  ia 
to  enable  you  to  advance  Queen's  Pawn  two  squares,  it  being 
always  desirable  to  have  your  Pawns  well  established  in  the 
centre  of  the  board.  Black  moves  his  Queen  to  King's  sec- 
ond square,  to  prevent  you  from  moving  Queen's  Pawn  two 
squares,  the  consequence  of  doing  which  would  be  as  fellows : 

4.  Q.  P.  two  squares.        4.  P.  takes  P. 

5.  P.  takes  P.  5.  Q.  takes  P.  and  checks. 

6.  Q.  B.  to  K.  3d  sq.  6.  K.  B.  to  Q.  Kt.  3d  sq. 
Black  has  won  a  Pi^n. 

Instead  of  playing  Queen  to  King's  second  square,  Black 
had  two  other  ways  of  playing,  ^iz.,  Queen''s  Knight  to 
Queen's  Bishop's  third  square  (see  second  game);  King's 
Knight  to  Bishop's  third  square  (see  third  game).  We  shall 
suppose  you  now  to  play 

White.  Black. 

4.  K.  Kt.  to  B.  3d  sq.  4.  Q.  P.  one  sq. 

The  best  place  for  the  King's  Knight  in  the  beginning  of 
the  game,  is  the  King's  Bishop's  third  square,  attacking  the 
adverse  King's  Pawn.  Black  moves  his  Queen's  Pawn  in 
order  to  free  his  Queen's  Bishop. 

5.  K.  castles.  5.  K.  Kt.  to  K.  B.  3d  sq. 
For  the  method  of  castling  see  p.  57. 

It  is  generally  good  play  to  castle  soon,  and  usually  better 
to  castle  on  the  King's  than  on  the  Queen's  side.  Black 
plays  his  Ejiight  to  enable  him  to  castle ;  instead  of  it,  he 
might  have  played  Queen's  Bishop  to  Bang's  Knight's  fifth 
pquare,  or  Queen's  Knight  to  Queen's  Bishop's  third  square. 

6.  Q.  P.  two  squares.  6.  K.  B.  to  Q.  Kt.  3d  sq. 

Having  castled,  you  may  play  the  Queen's  Pawn  two 
squares  wi^  safety,  ]because  if  he  were  to  exchange  Pawii% 
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and  afterwards  take  your  King's  Pawn  with  his  Queen,  he 
would  not  check  your  King  as  he  did  on  the  fourth  move* 
It  would  have  been  quite  as  good  play  to  have  moved  the 
Queen's  Pawn  one  square  only.  Black  plays  quite  right  in 
not  taking  your  Queen's  Pawn,  because  you  would  have  re- 
taken with  your  Queen's  Bishop's  Pawn  attacking  his  King's 
Bishop,  and  compelling  him  to  move  it,  you  would  then  have 
two  Pawns  in  the  centre,  and  he  only  one. 

The  game  is  now  quite  equal ;  your  next  move  may  be 
either  Queen's  Bishop  to  King's  Slight's  fifth  square,  or 
King's  Bishop  to  Queen's  third  square. 

SECOND  GAME. 
White.  Black. 

1.  K.  P.  two  squares.  1.  K.  P.  two  squares. 

2.  K.  B.  to  Q.  B.  4th  sq.  2.  K.  B.  to  Q.  B.  4th  sq. 

3.  Q.  B.  P.  one  square.  3.  Q.  Kt.  to  Q.  B.  3d  sq. 

4.  Q.  P.  two  squares.  4.  P.  takes  P. 

5.  K.  B.  takes  K.  B.  P.  checking.  5.  K.  takes  B. 

6.  Q.  to  K.  Rook's  5th  sq.  ch.      6.  K.  Kt.  P.  one  square. 

7.  Q.  takes  K.  B.  7.  Q.  P.  one  square. 

8.  Q.  to  Q.  Kt.  5th  sq. 

The  above  moves  prove  that  playing  Queen's  Knight  to 
Bishop's  third  square,  does  not  prevent  you  from  advancing 
Queen's  Pawn  two  squares  on  the  £)urth  move.  If  he  had 
not  taken  your  Bishop  with  his  King,  you  would  still  have 
had  the  best  of  the  game,  having  prevented  him  from  cast* 
ling ;  £)r  according  to  the  laws,  the  King  cannot  castle  aftei 
having  once  moved. 

THIRD  GAME. 
White.  Black. 

1.  K.  P.  two  squares.  1.  K.  P.  two  squares. 

2.  E.  B.  to  Q.  B.  4th  sq.     2.  K.  B.  to  Q.  B.  4th  sq. 
8.  Q.  B.  P.  one  square.       3.  K.  Kt.  to  B.  dd  sq. 
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Black's  third  move  is  very  commonly  played ;  it  is,  ho^r« 
ever,  far  from  being  so  good  a  move  as  Queen  to  King's  sec« 
ond  square. 

4.  Q.  P.  two  squares. 

We  shall  now  suppose  Black  to  play  one  of  the  two  fol- 
lowing moves,  viz., 

1.  K.  B.  to  Q.  Et.  3d  8q. 
3.  E.  P.  takes  P. 

No.  1. 
WkUe.  Black. 

4.  E.  B.  to  Q.  Kt.  dd. 

5.  Q.  P.  takes  K.  P.  5.  K.  Kt.  takes  K.  P. 

6.  K.  B.  takes  K.  B.  P.  eh. 

FIRST  DEFENCE. 

6.  K.  takes  K.  Bishop. 

Queen  to  her  fifth  square ;  checks,  and  then  takes  King's 
Knight,  having  gained  a  Pawn  with  a  better  position. 

SECOND  DEFENCE. 

6.  K.  to  his  2d  sq. 

7.  Q.  to  her  5th  sq. 

If  he  take  King's  Bishop's  Pawn  with  King's  Knight,  he 
will  lose  his  Queen  by  your  checking  him  with  Queen's 
Bishop;  therefore, 

7.  K.  B.  takes  K.  B.  P.  ch. 

8.  K.  to  his  2d  sq.  8.  K.  B.  takes  Kt. 

9.  R.  takes  B.  9.  K.  R.  to  Bishop's  square. 
10.  K.  R.  to  B.  square. 

Black  must  lose  the  game ;  for  if  he  remove  the  Kt.,  you 
win  the  Queen  as  before ;  if  he  play  Queen's  Bishop's  Pawn 
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QDe  square,  you  take  his  Knight,  and  he  cannot  take  your 
Bishop  on  account  of  the  check  with  Queen's  Bishop. 

THIRD  DEFENCE. 
WMie.  Black. 

6.  K.  to  B.  square. 

7.  Q.  to  E.  B.  3d  sq.  7.  K.  Kt.  to  its  fourth  squan. 

This  is  the  hest  moTe. 

8.  Q.  B.  takes  Kt.  8.  Q.  takes  B. 

9.  K.  B.  to  Q.  5th  sq.  ch.   9.  K.  to  his  square. 

10.  Q.  to  K.  B.  7th,  ch.       10.  K.  to  Q.  sq. 

11.  K.  B.  P.  two  sq. 

Yoa  have  gained  a  Pawn  and  a  good  position. 

No.  2. 

4.  K.  P.  takes  P. 

5.  E.  P.  one  square. 

FIRST  DEFENCE. 

5.  K.  Kt.  to  K.  fifth  square. 

6.  K.  B.  takes  K.  B.  P.  ch.    6.  K.  takes  B. 

7.  Q.  to  K.  B.  3d  sq.  ch.      7.  K.  to  his  square. 

8.  Queen  takes  Knight  and  your  position  is  superior  to  his* 

SECOND  DEFENCE. 

5.  Queen's  P.  two  squares. 

6.  P.  takes  Kt.  6.  P.  takes  B. 

7.  P.  takes  K.  Kt.'s  P.        7.  K.  R.  to  Kt.  square. 

8.  Q.  to  Q.  R.  4th  sq.  ch.    8.  Q.  Kt.  to  B.  third  square. 

9.  Q.  takes  P.,  and  you  have  the  best  of  the  game. 

You  might  also  on  the  sixth  move  have  played  King's 
Bishop  to  Queen's  Knight's  third  square,  and  after  his  re- 
moving Knight  or  playing  Queen  to  K.  second  square,  have 
taken  Pawn  attacking  Bishop.  ^^ 
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Black's  third  move  is  very  commonly  played ;  it  is,  how. 
ever,  far  from  being  so  good  a  move  as  Queen  to  King's  sec« 
ond  square. 

4.  Q.  P.  two  squares. 

We  shall  now  suppose  Black  to  play  one  of  the  two  fbU 
lowing  moves,  viz., 

1.  K.  B.  to  Q.  Et.  3d  8q. 

2.  E.  P.  takes  P. 

No.  1. 
White.  Black. 

4.  K.  B.  to  Q.  Kt.  3d. 
6.  Q.  P.  takes  K.  P.  5.  K.  Kt.  takes  K.  P. 

6.  K.  B.  takes  K.  B.  P.  ch. 

FIRST  DEFENCE. 

6.  K.  takes  K.  Bishop. 

Queen  to  her  fiflh  square ;  checks,  and  then  takes  King's 
Knight,  having  gained  a  Pawn  with  a  better  position. 

SECOND  DEFENCE. 

6.  K.  to  his  2d  sq. 

7.  Q.  to  her  5th  sq. 

If  he  take  King's  Bishop's  Pawn  with  King's  Knight,  he 
will  lose  his  Queen  by  your  checking  him  with  Queen's 
Bishop;  therefore, 

7.  K.  B.  takes  K.  B.  P.  ch. 

8.  K.  to  his  2d  sq.  8.  K.  B.  takes  Kt. 

9.  R.  takes  B.  9.  K.  R.  to  Bishop's  square. 
10.  K.  R.  to  B.  square. 

Black  must  lose  the  game ;  for  if  he  remove  the  Kt.,  you 
win  the  Queen  as  before ;  if  he  play  Queen's  Bishop's  Pawn 
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one  square,  you  take  his  Knight,  and  he  cannot  take  your 
Bishop  on  account  of  the  check  with  Queen's  Bishop. 

THIRD  DEFENCE. 
White.  Black. 

6.  K.  to  B.  square. 

7.  Q.  to  K.  B.  3d  sq.  7.  K.  Et.  to  its  fourth  square. 

This  is  the  hest  move. 

8.  Q.  B.  takes  Kt.  8.  Q.  takes  B. 

9.  E.  B.  to  Q.  5th  sq.  ch.   9.  E.  to  his  square. 

10.  Q.  to  E.  B.  7th,  ch.       10.  E.  to  Q.  sq. 

11.  E.  B.  P.  two  sq. 

You  have  gained  a  Pawn  and  a  good  position. 

No.  2. 

4.  E.  P.  takes  P. 

5.  E.  P.  one  square. 

FIRST  DEFENCE. 

5.  E.  Et.  to  E.  fifUi  square. 

6.  E.  B.  takes  E.  B.  P.  ch.    6.  E.  takes  B. 

7.  Q.  to  E.  B.  dd  sq.  ch.      7.  E.  to  his  square. 

8.  Queen  takes  Enight  and  your  position  is  superior  to  his. 

SECOND  DEFENCE. 

5.  Queen's  P.  two  squares. 

6.  P.  takes  Et.  6.  P.  takes  B. 

7.  P.  takes  E.  Et.'s  P.         7.  E.  R.  to  Et.  square. 

8.  Q.  to  Q.  R.  4th  sq.  ch.    8.  Q.  Et.  to  B.  third  square. 

9.  Q.  takes  P.,  and  you  have  the  best  of  the  game. 

You  might  also  on  the  sixth  move  have  played  Eing's 
Bishop  to  Queen's  Enight's  third  square,  and  after  his  re- 
moving Enight  or  playing  Queen  to  E.  second  square,  have 
taken  Pawn  attacking  Bishop. 
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THIRD  DEFENCE. 
WhUe.  Black. 

6.  Q.  to  K.  second  square. 

6.  Q.  B.  P.  takes  P.  6.  K.  B.  checks. 

7.  K.  to  B.  square. 

This  move  will  appear  strange  to  young  players,  who 
will  wonder  you  do  not  interpose  either  Queen's  Knight  or 
Queen's  Bishop ;  it  is,  however,  the  only  move  to  give  you 
the  best  of  the  game ;  by  playing  the  King,  you  compel  him 
to  remove  King's  Knight,  which  he  might  otherwise  have 
allowed  to  remain  where  it  was.  Now  there  are  only  two 
squares  to  which  his  Knight  can  be  played,  either  to  its  own 
square  or  to  King's  fifth  square ;  if  the  former,  you  play 
King's  Knight  to  King's  Bishop's  third  square,  and  his  game 
is  much  confined,  because  he  cannot  move  Queen's  Pawn  on 
account  of  a  check  from  your  Queen  at  Queen's  Rook's  fourth 
square,  which  would  win  a  piece,  for  if  he  interposed  Queen's 
Ejiight  at  Bishop's  third  square,  to  defend  King's  Bishop,  you 
would  play  Queen's  Pawn  one  square,  winning  that  Knight. 
We  will  now  suppose  that,  instead  of  playing  King's  Knight 
to  its  square,  he  plays 

7.  K.  Kt.  to  K.  fiflh  square. 

8.  Q.  to  K.  Kt.  fourth  square. 

If  he  play  King's  Knight  to  King's  Bishop's  third  square, 
you  must  not  take  it  with  King's  Pawn,  because  he  would 
check-mate  you  with  his  Queen;  but  you  take  King's 
Knight's  Pawn  with  the  Queen,  secure  of  winning  either 
King's  Rook  or  King's  Knight.  If  he  play  King's  Knight  to 
Queen^s  third  square,  you  must  not  take  it,  on  account  of  the 
aforesaid  check-mate ;  but  you  play  King's  Bishop  to  King's 
second  square,  and  you  take  King's  Knight  the  next  move. 
The  best  move  for  the  Black  to  play  is 
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WkUe.  Black. 

6.  Q.  B.  P.  one  square* 
9.  Q.  takes  K.  Kt,  9.  Q.  P.  two  squares. 

10.  K.  B.  takes  P.  10.  P.  takes  B. 

11.  Q.  takes  P. 

Having  gained  two  Pawns,  you  have,  of  course,  the  beit 
of  the  game. 

In  the  preceding  analysis  you  have  had  the  move  and 
consequently  the  attack.  We  shall  now  proceed  to  the  de- 
fence of  the  Bishop's  game,  supposing  the  Black  to  have  the 
first  move,  when  your  own  moves  as  second  player  become 
defensive. 

DEFENCE. 

FIRST  GAME. 

Blade.  White. 

1.  K.  P.  two  squares.  1.  K.  P.  two  squares. 

2.  E.  B.  to  Q.  B.  fourth  sq.     2.  K.  B.  to  Q.  B.  fourth  sq. 
8.  Q.  to  K.  R.  fiflh  sq. 

This  is  a  very  attacking  move  in  the  beginning  of  the 
game.  Black  threatens  to  take  your  King's  Bishop's  Pawn 
with  his  Queen,  giving  what  is  usually  termed  the  scholar's 
mate ;  he  also  attacks  your  King's  Pawn  with  his  Queen. 
This  attack,  strictly  speaking,  is  not  good  play,  and  there  is 
but  little  danger  attending  it,  if  the  subsequent  moves  be 
well  played.  You  have  a  choice  of  two  moves  to  defend  the 
two  points  attacked ;  the  first  is  Queen  to  King's  Bishop's 
third  square,  the  objection  to  which  is,  that  it  occupies  a 
square  to  which  your  Knight  may  be  afterwards  played  to 
advantage.  To  the  other  move  there  is  no  objection ;  you 
therefore  play 
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Black.  Whiie. 

3.  Q  to  K.  second  squave. 

4.  K.  Kt.  to  B.  third  sq.  4.  Q.  P.  one  square. 

5.  K.  Kt.  to  its  fifth  square. 

Your  King's  Bishop's  Pawn  is  now  attacked  by  three  piecea  ; 
if  you  defend  it  by  playing  King^sJBishop  to  King's  third 
square,  he  will  take  your  Bishop  with  his,  and  you  cannot 
retake  with  your  Pawn  on  account  of  the  position  of  his 
Queen.  You  might  defend  the  King's  Bishop's  Pawn  by 
playing  King's  Knight  to  King's  Rook's  third  square,  and 
afterwards  castle  your  King,  having  a  very  good  game.  The 
best  move,  however,  is  to  leave  the  Pawn  undefended,  and 
play 

Black.  WhUe. 

5.  K.  Kt.  to  *K.  B.  third  sq. 

6.  K.  B.  takes  K.  B.  P.  ch.     6.  K.  to  Q.  square. 

7.  Q.  to  K.  R.  fourth  sq.       7.  K.  R.  to  B.  square. 

If  he  had  moved  his  Queen  to  any  other  square,  you 
would  have  won  either  the  Knight  or  Bishop  by  playing 
King's  Rook's  Pawn  one  square ;  but  you  cannot  win  the 
piece  if  he  play  Queen  to  King's  Rook's  fburth  square,  be- 
cause if  you  attack  his  Knight  with  King's  Rook's  Pawn,  he 
will  remove  King's  Bishop,  and  you  cannot  take  his  Knight 
without  losing  your  Rook.  Having  moved  your  Rook  to 
Bishop's  square,  you  threaten  to  take  his  Bishop  with  it,  he 
therefore  plays 

Black.  WkUe. 

8.  K.  B.  to  Q.  B.  fburth  sq.     8.  K.  Kt.  to  its  fifth  sq. 

9.  Castles.  9.  K.   B.   takes  K.  B.  P. 

checking. 

10.  R.  takes  B.  10.  K.  Kt.  takes  R. 

11.  K.  R.  P.  one  square.        11.  K.  R.  P.  one  square. 

12.  K.  Kt.  to  B.  third  sq.         12.  Q.  takes  Q. 
18.  Kt.  takes  Q.  13.  Kt.  takes  K.  P. 


1 
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Tour  game  is  evidently  very  superior  to  his.  Your 
eighth  move  decided  the  game  in  your  favor,  as  you  attacked 
his  King's  Bishop's  Pawn  with  three  pieces,  and  whatever  he 
had  then  done,  you  would  have  had  a  fine  game  by  taking 
King's  Bishop's  Pawn. 

Urst  Variation,  heginmng  at  the  sixth  move  of  Black. 

Black.  White. 

1.  K.  P.  two  squares.  f  1.  K.  P.  two  squares. 

2.  K.  B.  to  Q.  B.  Aih  sq.       2.  K.  B.  to  Q.  B. fourth  sq. 

3.  Q.  to  K.  R.  fifth  square,  <  3.  Q.  to  K.  second  square. 

4.  K.  Kt,  to  B.  third  sq.  4.  Q.  P.  one  square. 


^  5.  K.  Kt,  to  its  jifth  square. 


5.  K.  Kt.  to  K.  B.  Msq. 


6.  Q.  takes  K.  B.  P.  ch.         6.  Q.  takes  Q. 

7.  K.  B.  takes  Q.  checking.     7.  K.  to  K.  second  square. 

As  he  might  have  taken  your  Queen  with  his  Knight, 
there  will  be  a  variation  on  that  move.  It  is  much  better  for 
you  to  play  the  King  to  King's  second  square,  still  attacking 
the  Bishop,  than  to  Queen's  square,  because  he  is  compelled 
to  remove  the  Bishop  or  lose  a  piece  by  your  playing  King's 
Rook's  Pawn  one  square. 

Black.  White. 

8.  K.  B.  to  Q.  B.  fourth  square.     8.  K.  R.  P.  one  square. 

9.  K.  Kt.  to  K.  B.  third  square.  9.  K.  Kt.  takes  P. 

Your  position  is  rather  superior  to  his.  If  he  had  played 
Knight  to  King's  Bishop's  seventh  square,  attacking  youi 
Rook,  you  would  have  won  two  pieces  for  one,  by  playing 
Rook  to  King's  Bishop's  square,  and  afterwards  taking  the 
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Seeaad   Variadon,  hegmning  at  the  seventh  move  of  the  Finl 

Variation. 
Black.  WMte. 

f  1.  K.  P.  two  squares.  f  1.  K.  P.  iieo  squares. 

2.  K.  B,  to  Q.  B,  Mh  sq.        2.  K.  B.  to  Q.  B.  ^th  sq. 

3.  Q.  to  K.  R.  fifth  square.  I  3.  Q.to  K.  second  square. 

4.  K.  Kt.  toB.  third  square.  \  4.  Q.  P.  one  square. 


5.  K.  Kt,  to  K.  B.  third  sq. 
.6  Q.  takes  Q. 


5.  K.  Kt,  to  its  fifth  square, 
^6.  Q.  takes  K.  B,  P,  ch. 

7.  K.  Kt.  takes  Q.  7.  K.  R.  to  B.  square. 

8.  K.  Kt.  to  its  fifth  sq.  8.  K.  R.  P.  one  square. 

9.  K.  Kt.  to  B.  third  sq.  9.  K.  Kt.  takes  K.  P. 

Your  game  is  much  superior  to  his :  he  cannot  prevent 
you  from  winning  a  Pawn,  King's  Bishop's  Pawn  being  at- 
tacked with  tVo  pieces.  Suppose,  in  order  to  defend  King's 
Bishop's  Pawn,  he  were  to  play  thus : 

Black.  WMte. 

10.  Castles.  10.  K.  B.  takes  K.  B.  P.  ch. 
If  he  move  the  King,  you  have  clearly  a  Pawn  more  than 

he.     If  he  play 

11.  K.  R.  takes  B.  11.  Kt.  takes  Rook. 

12.  K.  takes  Kt.  12.  K.  P.  one  square. 

You  now  win  more  than  a  Pawn,  for  as  he  must  lose  his 
Knight,  you  will  remain  with  a  Rook  against  a  Knight. 

SECOND   GAME. 

Black.  White. 

1.  K.  P.  two  squares.  1.  K.  P.  two  squares. 

2.  K.  B.  to  Q.  B.  4th  sq.  2.  K.  B.  to  Q.  B.  fourth  sq. 

3.  Q.  to  K.  B.  third  sq.  3.  K.  Kt.  to  B.  third  sq. 

4.  Q.  to  K.  Kt.  third  sq. 

This  appears  a  good  move,  as  the  Queen  attacks  two  mi« 
defended  Pawns ;  it  will  j>e  seen,  however,  that  he  cannot 
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tak«  the  King's  Pawn  without  loss.     It  is  usually  bwl  play 
lo  move  out  the  Queen  in  the  early  part  of  the  gome. 

Bhek.  WkiU. 

4.  Castles. 

5.  Q.  takes  E.  P.  5.  K.  B.  takes  E.  B.  P.  oh. 
If  he  tfdte  the  Bishop,  you  will  check  King  and  Queui 

with  the  Enight ;  therefore, 

6.  K.  to  Q.  square.  6.  K.  R.  to  E.  square. 

7.  Q.  to  E.  B.  fourth  sq.         7.  E.  B.  takes  E.  Et. 

8.  E.  R.  takes  B.  8.  K.  R.  takes  K.  P. 

9.  Q.  to  K.  B.  square.  9.  Q.  P.  two  squares. 
You  have  evidently  by  far  the  best  of  the  game. 


Black.  White. 

.  K.  P.  two  squares.  1.  E.  P.  two  squares. 

.  E.  B.  to  Q.  B.  fourth  sq.  2.  K.  B.  to  Q.  B.  fourth  sq. 

.  Q.  B.  P.  one  square.  3,  Q.  to  E.  second  aq. 

.  E.  Kt.  to  K.  second  sq.  4.  K.  B.  takes  R.  B.  P.  oh. 

.  E.  takes  B.  5.  Q.  to  Q.  B.  4th  sq.  ch. 
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Black.  White. 

4.  E.  Kt.  to  B.  third  sq.  4.  K.  B.  takes  K.  B.  P.  ch. 

5.  K.  takes  B.  5.  Q.  to  Q.  B.  4th  sq.  ch. 

6.  Q.  P.  two  squares.  6.  Q.  takes  B. 

7.  K.  Kt.  takes  K.  P. 

Black  has  the  best  of  the  position  in  consequence  of  his 
centre  Pawns.  It  is  evident  in  both  the  above  instances,  if 
instead  of  taking  his  Bishop  with  your  Queen,  you  had  first 
taken  Queen's  Pawn  with  King's  Pawn,  he  would  have  re- 
taken with  the  Queen,  guarding  his  King's  Bishop. 


LESSON  II. 

(King's  Bishop's  Opening  continued.) 
GAKE  I.   F&OK  TOMLINSOn'S  AMUSEMENTS  IN  CHESS.— -GAME  H. 
FROM  PHILIDOR's  CELEBRATED  ANALYSIS.— -GAME    HI.   FHILI- 
BOR's  game  WITH   COMMENTS    FROM   THE  <<  TRAITfi   DES  AMA- 
TEURS." 

Illustrative  of  the  Bishop's  opening  we  shall  ofier  tha 
student  in  this  and  the  succeeding  lesson  a  series  of  whole 
games  as  analyzed  by  standard  authors,  or  as  they  have  oc- 
curred in  actual  play  between  some  of  the  most  skilful  chess- 
masters  of  the  present  day,  and  conducted  by  them  to  the 
final  check-mate  or  to  a  skilful  draw.  The  first  of  these 
games  will  be  found  accompanied  by  copious  notes,  and  al- 
though those  appended  to  the  subsequent  games  will  appear 
comparatively  brief,  it  is  nevertheless  hoped  that  with  a  little 
reflection,  they  will  be  sufiicient  to  enable  the  young  player 

to  unravel  whatever  at  first  sight  may  appear  abstruse  in 
them. 

In  every  game  the  object  of  the  first  player  should  be  to 

form  an  attack,  and  allow  his  adversary  no  time  to  contrive  a 

counter-attack.     For  this  purpose  every  move  must  be  care- 

fiilly  considered  before  it  is  made ;  for  it  happens  nearly 

always  that  the  gain  or  loss  of  a  game  depends  on  the  first 
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had  move  or  the  first  hst  move  on  either  side.  We  distin- 
guish between  a  had  and  a  lost  move.  A  bad  move  is  one 
that  entails  inunediateloss: — a  lost  move  is  that  which  does 
not  subserve  the  general  scheme  of  the  game — a  move 
which  not  being  actually  bad,  is  out  of  place,  and  may  with 
a  skilful  antagonist  transfer  the  attack  from  your  hands  to 
his.  The  advantage  of  the  first  move  is  not  sufficient  to  de- 
cide the  game  in  your  favour ;  but  your  antagonist  may  win 
if  you  once  neglect  to  play  the  proper  move  at  ike  proper  time  ; 
if  both  parties  play  correctly  the  game  ought  to  be  drawn. 

We  have  spoken  of  losing  moves ;  strive  after  the  reverse 
of  this ;  and  endeavour  from  the  very  commencement  of  the 
game  to  play  so  as  to  gain  moves :  you  will  thus  succeed 
either  in  blocking  up  your  adversary's  pieces,  and  thus  obtain 
an  open  field  wherein  to  form  and  prosecute  an  attack ;  or 
in  advancing  your  Pawns  so  as  to  get  one  of  them  queened 
before  your  adversary  is  in  a  condition  to  avail  himself  of 
this  valuable  privilege.  This  is  the  advice  of  that  incom- 
parable player,  De  la  Bourdonnais,  and  we  hope  that  you 
will  soon  be  able  to  appreciate  it,  and  profit  by  it. 

In  the  Bishop's  Game,  after  both  parties  have  pushed 
their  King's  Pawns  to  their  extent  of  leap,  the  first  player 
moves  his  King's  Bishop  to  Queen's  Bishop's  4th  sq.,  and  the 
opening  is  determined.  At  this  stage  the  usual  reply  of 
second  player  is  also  King's  Bishop  to  Queen's  Bishop's  4th 
sq.,  when  he  must  be  prepared  to  meet  one  of  the  following 
moves  of  first  player,  viz. 

1.  Queen's  Bishop's  Pawn  1  sq. 

2.  Queen's  Pawn  2  sq. 

3.  King's  Bishop's  Pawn  2  sq. 

4.  Queen  to  King's  Knight's  4th  sq. 

5.  Queen  to  King's  Bishop's  Sd  sq. 

6.  Queen  to  King's  Rook's  5th  sq. 

7.  K.  Kt.  toB  3dsq. 


Probable  Sd  move 
of  first  player.  < 
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Qq  the  other  hand,  should  second  player  substitute  to  this 
usual  second  move  (King's  Bishop  to  Queen's  Bishop's  4th  sq.) 
one  of  the  following  moves,  viz : 

!1.  Queen's  Bishop's  Pawn  1  sq. 
2.  King's  Knight  to  Bishop's  3d  sq. 
3.  King's  Bishop's  Pawn  2  sq. 

the  first  player  must  necessarily  be  prepared  to  modify  his 
play  in  order  to  oppose  correctly  such  defence.  This  mo- 
dification of  play,  ever  varying  as  the  game  proceeds,  natu- 
rally gives  rise  to  nice  and  lengthy  analysis.  Accordingly 
the  student,  desirous  of  exploring  deeply  the  ramifications  of 
chess  openings,  will  find  them  ably  and  very  fully  examined 
in  the  Works  of  Lewis,  G.  Walker,  and  also  in  the  Chess 
Player's  Chronicle,  a  most  interesting  and  valuable  periodical, 
edited  monthly  in  London  by  Mr.  H.  Staunton,  who  now 
ranks  as  the  first  player  of  England. 

The  games  to  which  we  are  about  to  invite  attention  con- 
tain various  specimens  of  variations  springing  from  the  adop- 
tion of  some  of  the  moves  enumerated  above.  We  shall  not 
allow  all  the  good  play  to  be  on  your  side,  and  all  the  bad 
play  on  the  side  of  your  adversary.  We  shall  adopt  a  me- 
dium course,  so  that  you  may  be  the  better  enabled  to  follow 
out  the  consequences  of  an  error  which  at  first  view  may 
appear  slight. 

GAME  I. 
White.  Black. 

1.  K.  P.  two  squares.  1.  K.  P.  two  squares. 

2.  K.  B.  to  Q.  B.  fourth  sq.     2.  K.  B.  to  Q.  B.  fourf h  sq. 

The  game  is  thus  properly  opened  on  both  sides.  You 
play  the  Bishop  to  this  square  in  preference  to  any  other,  be- 
cause here  it  attacks  your  adversary's  K.  B.  P.,  which  is  the 
Weakest  part  of  his  game,  that  Pawn  being  defended  by  King 
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only.     The  same  remarks  apply  to  your  adversary's  second 
move. 

3.  Q.  B.  P.  one  square.  8.  Q.  to  K.  second  square. 

Your  object  in  moving  Q.  B.  P.  is  to  be  enabled  to  play 
Q.  P.  two  squares  at  your  fourth  move;  this  intention  is 
foreseen  by  your  adversary,  and  frustrated  by  his  third  move. 
You  cannot  now  play  Q.  P.  two  sq.  without  loss ;  as  £>r  ex- 
ample, 

4.  Q.  P.  two  sqnaras.  4.  P.  takes  P. 

5.  P.  takes  P.  5.  Q.  takes  P.,  checking. 

6.  Q.  to  K.  second  sq.  6.  Q.  takes  Q. 

7.  Kt.  takes  Q.  7.  K.  B.  to  Q.  Kt,  third  sq. 

You  have  thus  lost  one  Pawn  and  isolated  another-— dis- 
advantages which  ought  to  lose  you  the  game. 

Let  us  now  retrace  the  last  four  moves,  and  instead  of 
moving  Q.  P.  two  sq.  at  your  fourth  move,  you  play 

4.  K.  Kt.  to  B.  third  sq.  4.  Q.  P.  one  square. 

Your  fourth  move  is  now  a  very  good  one ;  it  places  your 
King's  Kt.  in  the  best  position  he  can  occupy  at  the  com- 
mencement of  the  game,  and  gives  you  liberty  to  castle. 
Black's  fourth  move  is  also  good ;  it  liberates  his  Q.  B.,  and 
gives  additional  support  to  K.  P.  and  K.  B. 

5.  Castles.  5.  K.  Kt.  to  B.  third  sq. 

By  the  important  operation  of  castling  you  place  your 
King  in  a  safe  position  and  bring  a  Rook  into  play.  Re- 
member that  the  more  pieces  you  have  at  liberty  the  greater 
will  be  your  powers  of  attack  or  defence.  Black  plays  out 
his  K.  Kt.  in  good  time  to  the  best  position,  and  intends  to 
castle  presently. 

6.  Q.  P.  two  sq.  6.  K.  B.  to  Q.  Kt.  third  sq. 

Having  castled,  you  can  play  Q.  P.  two  sq.  not  only  with 
perfect  safety,  but  with  advantage.    By  this  move  you  lib- 
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•rate  your  pieces  in  proper  order,  and  are  ready  to  take  ad« 
vantage  of  the  first  bad  or  lost  move  of  your  adversary.  He 
did  quite  right  to  retire  with  his  Bishop  to  Q.  Kt.  third.  If 
he  had  taken  P.  with  P.,  you  would  also  have  taken  P.  with 
P.,  compelling  his  Bishop  to  retreat,  and  thus  leaving  you 
with  two  Pawns  in  the  centre  in  a  capital  position. 

7.  Q.  B.  to  K.  Kt.  fifth  sq.      7.  The  same. 

The  object  of  this  move  is  not  only  to  bring  a  valuable 
piece  into  play,  but  also  to  defend  your  K.  P.  fiom  the  at- 
tack of  the  Knight ;  £>r  you  will  observe  that  Black  cannot 
move  his  Kt.  without  exposing  his  Q.  to  the  attack  of  your 
Q.  B.  Besides,  when  the  K.  Kt.  is  thus  advantageously 
placed,  it  is  often  good  play  to  exchange  it  for  your  Q.  B. 
In  the  present  instance  he  cannot  prevent  you  from  doing  so 
on  account  of  the  position  of  his  Q.  Black  makes  a  similar 
move  to  your  own  in  order  to  get  his  Q.  B.  into  play,  and 
change  off  your  Kt. 

Up  to  the  7th  move  of  white,  this  game  will  be  feund 
to  be  identical  with  the  first  game  of  the  Elementary  Ana- 
lysis in  the  preceding  lesson,  when  it  was  dismissed  as  being 
quite  equal.  The  consequence  of  an  error  in  the  defence  on 
the  part  of  Black  will  presently  be  developed. 

8.  Q.  Kt.  to  Q.  second  sq. 

In  order  to  maintain  a  Knight  at  your  K.  B.  third  sq., 
you  bring  out  Q.  Kt.  If  he  now  take  your  K.  Kt.  with  the 
B.,  you  must  not  retake  with  K.  Kt.  P.,  because  you  would 
thereby  expose  your  King.  You  would  retake  with  Q. 
Kt.,  and  thus  have  the  advantage  of  a  much  better  position. 
Black  foresees  this,  and  with  the  twofold  object  of  winning 
a  Pawn  and  breaking  up  your  centre  Pawns,  he  plays 

8.  K.  P.  takes  Q.  P. 

9.  P.  takes  P.  9.  K.  B.  takes  P. 
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You  retake  P.  with  P.  because  you  cannot  move  King's 
Kt.  without  losing  your  Q.  For  the  same  reason  he  takes 
P.  at  your  Q.  fourth  sq.,  and  wins  a  Pawn.  But  the  move 
is  a  bad  one,  as  you  will  presently  see.  He  ought  to  have 
castled  or  moved  his  Q.  Kt.  to  Q.  second. 

10.  Q.  to  Q.  Kt.  third  sq.        10.  K.  B.  to  Q.  Kt.  third  sq. 

You  attack  his  Q.  Kt.  P.,  which  if  he  allows  you  to  cap- 
ture, you  win  also  his  Q.  R. ;  he  therefore  covers  the  Kt.  P. 
by  moving  back  his  K.  B.  You  also  bring  another  piece  to 
bear  upon  his  K.  B.  P. 

11.  K.  P.  one  sq.  11.  P.  takes  P. 

12.  K.  Kt.  takes  P. 

By  advancing  your  King's  Pawn  you  attack  his  K.  Kt., 
which  cannot  be  moved  on  account  of  the  position  of  your 
Q.  B.  and  his  Q. ;  he  gets  rid  of  the  attack  for  the  moment 
by  taking  your  Pawn  with  his  Q.  P.  You  then  retake  Pawn 
with  K.  Kt.  He  dare  not  take  Kt.  with  his  Q.,  because  you 
would  immediately  play  one  of  your  Rooks  to  K.  sq.,  attack- 
ing both  Q.  and  K.  And  it  would  be  useless  for  him  to  in- 
terpose Q.  B.  at  K.  seventh  sq.,  because  you  will  capture 
the  B.  with  the  R.,  and  still  win  his  Q.     He  therefore  plays, 

12.  Q.  B.  to  K.  third  sq. 
18.  Q.  R.  to  K.  sq.  13.  Castles. 

You  thus  bring  a  powerful  piece  to  assist  in  the  attack, 
which  he  hopes  to  escape  from  by  castling : — a  privilege  of 
which  he  ought  to  have  availed  himself  earlier. 

14.  Q.  Kt.  to  K.  fourth  sq.      14.  K.  R.  to  K.  sq. 

By  this  move  you  still  further  strengthen  your  attack. 
Black  moves  his  Rook  in  order  to  strengthen  the  King's  file, 
where  he  thinks  the  attack  is  likely  to  begin.  Observe  the 
difierence  between  your  game  and  his — all  your  pieces  are 
usefully  employed — ^his  Q.  R.  and  Q.  Kt.  contribute  nothing 
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In  the  first  place, 

15.  Q.  takes  Kt. 
16  Kt.  takes  Kt.  checking.  16.  P.  takes  Kt. 
n.R.  takes  B.  17.  K.  to  Kt.  second  .j. 

18.  B.  takes  P-  checking,  and  wins  easily. 
In  the  second  placa, 

15.  K.  takes  Kt. 

16.  Kt.  takes  Kt.  W-  P- takes  Kt. 

17.  R.  takes  B.  IT-  Q-  ^  K.  B.  »q. 

18.  R.  takes  K.  B.  P.  checking,  discovering  check,  and 
winning  Q> 

la  the  third  place, 

15.  B.  lakes  Kt. 
16,  Kt.  takes  Kt.  checking  and  winning  Q. 

GAME  IL 
The  following  game  with  its  Tariation  is  the  first  of  Phi- 
bdor's  celebrated  Analysis,  first  published  m  1749.  Che« 
has  undergone  many  improrements  since  the  time  of  Phili- 
Jor ;  nevertheless  that  great  player  was  the  founder  of  that 
peculiar  style  of  play  constituting  what  is  termed  the  French 
School,  the  principles  of  which  consist  In  establishing  two 
Pawns  in  the  centre,  supporting  them  and  carefully  nuin. 
taining  them  unmoved  so  Jong  as  the  adversary  attacks  with 
pieces ;  hut  should  he  do  so  with  Pawns,  his  principle,  in  lieu 
of  takmg,  is  to  push  on  the  attacked  Pawn,  supporting  it  with 
adjoming  Pawns.  On  the  other  hand,  the  general  practice 
of  the  masters  of  the  Italian  and  English  Schools  has  been 
to  frame  strong  attacks  with  pieces  directed  principally 
Pbilidor  c«itendathat 
le  otherwise  crampii^ 


player 


who  haa  sui^ 
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oeeded  in  establishing  his  Pawns  in  the  centre,  an  oppbrtu* 
nity  of  acquiring  the  decided  advantage  of  what  is  techm- 
cally  called  a  passed  Pawn,  a  term  applied  to  a  Pawn  that  is 
not  prevented  by  any  of  the  adversary's  Pawns  from  reaching, 
its  eighth  square ;  it  follows  of  course  that  the  adversary  has 
no  Pawn  on  the  same  or  on  either  of  the  adjoining  files. 

WhiU.  Black. 

1.  K.  P.  two  sq.  1.  The  same. 

2.  K.  B.  to  Q.  B.  4th  sq.         2.  The  same. 


3.  Q.  B.  P.  one  sq. 

4.  Q.  P.  two  sq.  (a) 
6.  P.  takes  P.  (b)(2) 

6.  Q.  Kt.  lo  B.  3d  sq. 

7.  K.  Kt.  to  K.  2d  sq.  (d) 

8.  K.  B.  to  Q.  3d  sq.  (e) 
0.  K.  P.  advances. 

10.  Q.  B.  to  K.  3d  sq. 

11.  Q.  to  Q.  2d  sq.  (£) 

12.  P.  takes  P. 


3.  K.  Kt.  to  B.  3d  sq.  (1) 

4.  P.  takes  P. 

5.  K.  B.  to  Q.  Kt.  3d.  (c)(S) 

6.  Castles. 

7.  Q.  B.  P.  one  sq. 

8.  Q.  P.  two  sq. 

9.  K.  Kt.  to  K.  sq. 

10.  K.  B.  P.  one  sq.  (/) 

li:  P.  takes  P. 

12.  Q.  B.  to  K.  3d  sq.  (h) 


As  Black  might  take  B.  with  B.  the  variation  will  com- 
mence  at  this  move. 


13.  Kt.  to  K.  B.  4th  sq.  (i) 

14.  B.  takes  B.  (k) 

15.  Castles  K.  R.  (I) 

16.  K.  Kt.  takes  B. 


13.  Q.  to  K.  2d  sq. 

14.  P.  takes  B. 

15.  Q.  Kt.  to  Q.  2d  sq. 

16.  Q.  takes  Kt. 


(1)  There  is  a  great  diflference  of  opinion  as  to  the  correct  move  at  this 
point  of  the  game.  Lewis  recommends  Q.  to  K.  2d  sq.,  while  Lolli  pre- 
fers Q.  to  K.  Kt.  4th  sq.  The  second  player  may  advance  Q.  P.  2  sq. ; 
and  if  White  take  Q.  P.  with  K.  B.,  bring  out  K.  Kt.  See  next  lesson. 
Games  i.  ii.  and  iii.,  and  also  **  closing  remarks,"  page  169. 

(2)  It  is  stronger  play  to  attack  Kt.  with  K.  P. 

(3)  Rather  check  with  B.,  and  after  the  consequent  moves  mentioned  by 
Philidor,  push  Q.  P.  2  sq.,  which  will  give  Black  at. least  an  equal  game, 
These^  remarks  are  by  G.  Walker ;  appended  to  this  game  in  his  editioa 
of  FhJiidor,  London,  1832. 
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WUte. 

17.  K.  B.  P.  two  sq.  17. 

18.  Q.  R.  to  K.  sq.  18. 

19.  K.  R.  P.  one  sq.  19. 

20.  Kt.  to  K.  4th  sq.  20. 

21.  Q.  Kt.  P.  one  sq.  21. 

22.  K.  Kt.  P.  two  sq.  22. 

23.  Kt.  to  K.  Kt.  3d  sq.  (o)     23. 

24.  R.  takes  Kt.  24. 

25.  Q.  takes  P.  25. 

26.  R.  to  to  K.  sq.  {q)  26. 

27.  Q.  to  K.  4th  sq.  27. 

28.  K.  B.  P.  advances.  28. 

29.  P.  takes  P.  29. 
SO.  Q.  takes  Q.  30. 

31.  B.  takes  P.  31. 

32.  K.  B.  P.  advances.  (*)  32. 

33.  B.  to  Q.  3d  sq.  33. 

34.  B.  to  K.  B.  5th  sq.     .  34. 

35.  Kt.  to  K.  R.  5th  sq.  35. 

36.  B.  to  K.  Kt.  4th  sq.  36. 

37.  K.  P.  checks.  37. 

38.  K.  B.  P.  advances.  38. 

39.  Kt.  checks.  39. 

40.  B.  to  K.  R.  5th  sq.,  and  then 
won  game. 


Black. 
K.  Kt.  to  Q.  B.  2d  sq. 
K.  Kt.  P.  1  sq.  (»i) 
Q.  P.  1  sq. 
K.  R.  P.  1  sq.  (n) 
Q.  Kt.  P.  advances. 
K.  Kt.  to  Q.  4th  sq. 
K.  Kt.  to  K.  6th  sq.  (p) 
P.  takes  R. 
Q.  R.  takes  P. 
Q.  takes  P. 
Q.  to  K.  3d  sq. 
P.  takes  P. 
Q.  to  Q.  4th  sq.  (r) 
P.  takes  Q. 
Kt.  to  Kt.  3d  sq. 
Q.  R.  to  Q.  Kt.  7th  sq. 
K.  to  B.  2d  sq. 
Kt.  to  Q.  B.  5th  sq. 
K.  R.  checks. 
Kt.  to  Q.  7th  sq. 
K.  to  Kt.  3d  sq.  {t) 
R.  to  K.  B.  sq. 
K.  to  Kt.  2d  sq. 
pushes  K.  P.,  having  a 


NOTES  TO   GAME   11.    BT   PHILIDOB. 

(a)  This  Pawn  is  pushed  to  its  extent  for  two  reasons : — ^to  neu- 
tralize the  attack  of  adverse  K.  B.  on  your  K.  B.  P. ; — and  to  bring 
the  strength  of  your  Pawns  into  the  centre  of  the  board. 

(ft)  You  i^ould  not  move  either  of  these  centre  Pawns,  until  one 
of  tiiem  is  attacked  ;  then  advance  the  attacked  Pawn. 

(c)  If  he  check  with  B.  you  interpose  Q.  B. ;  and  if  he  then  take 
B.,  you  retake  with  Kt. 
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(4)  YoQ  abould  not  play  this  Kt.  to  K.  B.  3d  aq.,  udeflB  yoa 
have  previously  advanced  the  K.  B.  P.  2  sq. ;  as  your  Kt  woidd 
stop  the  march  of  the  Pawn. 

On  this  note  of  Philidor,  Walker  remarks — ^  On  this  pdnt  PbiT 
**  lidor  differs  from  the  first  players  of  every  age  and  country.  He 
"  deprecates  moving  the  Kt.  to  K.  B.  3d  sq.,  as  it  confines  a  P&wn ; 
"  but  inconsistently  allows  it  to  be  placed  at  K.  2d  sq.,  where  it  ge- 
"  nerally  impedes  the  march  both  of  Q.  and  K.  B.  In  the  presont 
"  game  White  would  have  had  a  much  stronger  attack  by  piUyin|r 
"  Kt  to  K.  B.  3d  sq." 

(e)  You  retire  K.  B.  from  the  threatened  attack  of  Q.  P.,  which 
would  otherwise  prevent  your  establishing  the  Pawns  in  the  centre. 

(/)  Black  advances  K.  B.  P.  to  make  an  opening  for  R. 

(g)  It  would  be  bad  play  to  take  the  Pawn,  because  your  K.  P. 
would  lose  its  rank,  and  your  Pawns  become  disunited. 

(h)  To  support  Q.  P.,  and  to  be  able  to  move  Q.  B.  P. :  it  would 
be  no  disadvantage  to  him,  but  rather  the  contrary,  were  you  now  to 
make  him  double  a  Pawn. 

(t)  The  K.  P.  being  as  yet  safe,  your  Kt.  attacks  B.,  in  order  to 
c(Mnpel  him  to  withdraw. 

(k)  It  is  almost  always  good  play  to  oppose  Q.  B.  to  the  adverse 
K.  B.,  when  he  commands,  as  in  the  present  instance,  your  K.  B.  P. 

(0  Castling  with  King's  Rook,  you  will  the  better  defend  K.  B. 
P.,  which  must  be  advanced  presently  in  support  of  K.  P.,  when  the 
latter  is  attacked. 

(fft)  He  is  compelled  to  advance  this  Pawn,  to  prevent  your  K.  B. 
P.  from  attacking  his  Q. 

(n)  To  restrain  your  Kt 

(o)  You  play  this  Kt,  intending  afterwafds  to  push  K.  B.  P., 
which  will  then  be  supported  by  three  pieces. 

(p)  Intending  to  frustrate  your  project,  which  he  would  do  by 
moving  K.  Kt  P.,  were  you  not  to  take  Kt.  with  R. 

(g)  You  move  the  R.  to  support  K.  P. 

(r)  Black  offers  to  exchange  Queens  to  prevent  the  mate  threat- 
ened by  Q.  and  B. 

(s)  When  your  remaining  B.  runs  on  the  white  diagonals,  yoa 
■hould  keep  your  Pawns  on  black  squares,  and  viee  versd.  Tluf 
ineyents  tbe  adverse  pieces  from  getting  between  yow  Pawns, 
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(I)  Had  Bfaek  played  K.  to  B.  sq.,  the  guob  would  ha^  pio- 
eeeded  thus : 


White. 

Of>*      •      •      •      • 

38.  R.  to  Q.  R.  sq. 

39.  R.  takes  R. 

40.  K.  to  R.  2d  sq. 

41.  Kt.  to  K.  B.  411i  sq. 

42.  Et  takes  P. 


Bhdc 

37.  K.  to  B.  sq. 

38.  R.  checks. 

39.  Et.  takes  R. 

40.  Et.  to  Q.  B.  6th  sq. 

41.  Et.  to  E.  Gth  sq. 

42.  R.  to  E.  Et  4tfa  sq.  (1) 

43.  E.  to  B.  2d  sq. 


43.  P.  checks. 

44.  B.  toE.  6th  sq.,  checks.   44.  E.  takes  B. 
46.  Pawn  becomes  a  Q.,  checks  and  wins. 


Variation  commencing 
White. 

1.  K.  P.  2  sq. 

2.  K.  B.  to  Q.  B.  ^ih. 
8.  Q.  B.  P.  1  sq. 

4.  Q.  P.  2  eq. 
^  5.  P.  takes  P. 

6.  Q.  Kt.  to  B.9d  sq. 

7.  K.  Kt.  to  K.  2d  sq. 

8.  K.  B.toQ.Sd  sq. 

9.  K.  P.  advances. 

10.  Q.  B.toK.^d  sq. 

11.  Q.  to  Q.  2d. 

12.  P.  takes  P. 

13.  Q.  takes  B. 

14.  E.  Et.  to  B.  4th  sq. 

15.  Et.  takes  B. 

16.  Castles  E.  R. 

17.  E.  B.  P.  2  sq. 


at  I2th  move  of  Black* 
Black. 

1.  K.  P.  2  sq. 

2.  K.  B.  to  Q.  B.  M. 

3.  K.  Kt.  to  B.  Sd. 

4.  P.  takes  P. 

5.  K.  B.  to  Q.  Kt.  Zd  sq, 

6.  Castles. 

7.  Q.  B.  P.  one  sq. 

8.  Q.  P.  2  sq. 

9.  K.  Kt.  to  K.  sq. 

10.  K.  B.  P.  one  sq. 

11.  P.  takes  P. 

12.  B.  takes  B. 

13.  B.  to  E.  3d  sq. 

14.  Q.  to  E.  2d  sq. 

15.  Q.  takes  Et. 

16.  Q.  Et.  to  Q.  2d  sq. 

17.  E.  Et.  P.  one  sq. 


(1)  Li  a  series  of  papers  published  in  the  "  Palam^e/'  entitled  "  Quel- 
muee  erreure  de  PhUidinr,"  it  has  been  shown  that  if  instead  of  this  mortt 
Black  oaiktnre  Bishop  with  Rode,  be  draws  the  game. 
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16.  K.  R.  P.  one  sq. 

19.  K.  Kt.  P.  two  sq. 

20.  Kt.  to  K.  2d  sq. 

21.  Q.  toQ.  2dsq. 

22.  Kt.  to  Kt.  3d  sq. 
28.  Q.  R.  to  K.  sq. 

24.  R.  takes  Kt. 

25.  Q.  takes  P. 

26.  K.  B.  P.  advances. 

27.  K.  B.  p.  advances. 

28.  K.  Kt.  P.  advances. 

29.  Q.  takes  Q. 

30.  K.  P.  advances. 

31.  Kt.  to  K.  4th  sq. 

32.  R.  takes  Kt. 

33.  Kt.  to  Q.  6th  sq. 

34.  K.  P.  advances. 

35.  B.  to  Q.  B.  4th  sq.  ch. 

36.  Kt.  checks. 

37.  Gives  mate  in  two  moves. 


Blade. 

18.  K.  Kt.  to  Kt.  2d  eq. 

19.  Q.  B.  P.  one  sq. 

20.  Q.  P.  moves. 

21.  Q.  Kt.  to  Kt.  3dsq. 

22.  Q.  Kt.  to  Q.  4th  sq. 

23.  Kt.  to  K.  6th  sq. 

24.  P.  takes  R. 

25.  Q.  takes  Q.  R,  P.  (1) 

26.  Q.  takes  Q.  Kt.  P. 

27.  Kt.  to  K.  sq. 

28.  Q.  to  Q.  5th  sq. 

29.  P.  takes  Q. 

30.  Kt.  to  Q.  3d  sq. 

31.  Kt.  to  K.  B.  4th  sq. 

32.  P.  takes  R. 

33.  K.  B.  P.  advances. 

34.  K.  R.  to  Q.  Kt.  sq. 

35.  K.  moves. 

36.  K.  moves. 


(( 


(t 


GAME  III. 
The  authors  of  the  "  Traite  des  Amateurs,"(2)  who  have 
given  the  preceding  variation  in  their  treatise,  have  the  fol- 
lowing remark  upon  it — "  It  will  be  seen  that  this  game  is  by 
no  means  an  elementary  one  ;  indeed  much  previous  know- 
ledge and  practice  are  requisite  to  determine  a  player  upon 
"this  bold  exchange  of  Rooks  in  order  to  Queen  his  Pawns." 
They  also  take  occasion  to  blame  that  celebrated  author  for 

(1)  It  la  always  bad  play  to  lose  the  move  in  taking  a  worthiest  Pawn 
like  this. 

(2)  "  Trait^  Theorique  et  Pratiqae  du  jeu  des  ^hecs,  par  une  Soci^t€ 
d'Amatenre."  First  published  in  Paris  in  1775,  and  reprintod  thaze  in 
18S3,  with  Philidor's  treatise. 
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Qot  having  assigned  stronger  moves  for  the  defence,  stating, 
that  while  Philidor  has  given  a  fine  demonstration  of  the 
force  of  Pawns  united  in  the  centre,  he  has  not,  in  this  in* 
stance,  indicated  the  method  of  preventing  tliis  establishing 
of  central  Pawns,  which  has  become  forced  only  on  account 
of  Black's  not  playing  the  strongest  moves  in  defence.  G. 
Walker,  who  has  lately  translated  this  interesting  treatise, 
observes — ^^  The  Amateurs  certainly  improve  upon  Philidor's 
**  model  by  playing  the  opening  as  in  the  following  game ; 
'^  but  we  can  hardly  regret  any  weakness  on  the  part  of  the 
'^  second  player,  when  we  consider  the  fine  science  it  elicits. 
"  The  giving  up  the  Rooks  for  the  minor  pieces  is,  indeed, 
**  play,  worthy  of  him  who,  while  he  lived,  reigned  unrival- 
^^  led,  and  who,  when  he  died,  left  no  successor  worthy  to  fill 
"  the  throne  of  chess." 


White. 

1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th  sq. 

3.  Q.  B.  P.  1  sq. 

4.  Q.  P.  two  sq. 

5.  P.  takes  P. 

6.  Q.  B.  interposes. 

7.  Kt.  takes  B. 

8.  P.  takes  P. 

9.  K.  Et.  to  B.  3d  sq. 

10.  Castles. 

11.  Q.  Kt.  to  Q.  Kt.  3d  sq. 

12.  K.  B.  to  Q.  Kt.  5th  sq. 

13.  B.  takes  Kt. 

14.  K.  R.  P.  one  sq. 

15.  Q.  takes  B. 

16.  Q.  to  Kt.  3d  sq. 

17.  Q.  to  Q.  B.  3d  sq. 


Black. 

1.  K.  P.  two. 

2.  The  same. 

3.  K.  Kt.  to  B.  8d  sq. 

4.  P.  takes  P. 

5.  B.  checks. 

6.  B.  takes  B.  (check.) 

7.  Q.  P.  two  sq. 

8.  Kt.  takes  P. 

9.  Castles. 

10.  Q.  Kt.  to  B.  dd  sq. 

11.  K.  Kt.  to  Q.  Kt.  3d  sq. 

12.  Q.  B.  to  K.  Kt.  5th  sq, 

13.  Q.  Kt.  P  takes  B.  (a) 

14.  B.  takes  Kt. 

15.  Q.  to  Q.  4th  sq. 

16.  Q.  to  Q.  3d  sq. 

17.  Kt.  to  Q.  4th  sq. 
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WhUe.  Black. 

18.  Q.  to  Q.  B.  5th  sq.  16.  K.  R.  to  K.  sq. 

19.  K.  R.  to  K.  sq.  19.  R.  takes  R.  (check.) 

20.  R.  takes  R.  20.  Kt.  to  Q.  Kt.  5th  sq. 

21.  Q.  takes  Q.  21.  P.  takes  Q. 

32.  Q.  R.  P.  one  sq.  22.  Kt.  to  Q.  6th  sq. 

23.  R.  to  K.  2d  sq.  23.  K.  to  K.  B.  sq. 

24.  Kt.  to  Q.  R.  5th  sq.  24.  Q.  B.  P.  one  sq. 

25.  P.  takes  P.  (best)  {b)  25.  Kt.  takes  P. 

26.  Q.  Kt.  P.  two  sq.  26.  Kt.  to  K.  3d  sq. 

27.  K.  to  K.  B.  sq.  27.  Q.  R.  to  Q.  B.  sq. 

28.  Q.  R.  to  K.  3d.  28.  Q.  P.  one  sq. 

29.  K.  B.  P.  one  sq.  29.  Q.  P.  one  sq. 

30.  R.  to  Q.  3d  sq.  30.  Q.  R.  to  Q.  B.  6th  sq. 

31.  R.  takes  R.  31.  P.  takes  R. 

32.  Kt.  to  Q.  Kt.  3d  sq.  32.  P.  to  Q.  B.  7th  sq. 

33.  K.  to  K.  sq.  33.  Kt.  to  Q.  5th  sq. 

34.  Kt.  toQ.  B.  34.  Kt.  to  Q.  Kt.  4th  sq. 

35.  Q.  R.  P.  one  sq.  35.  Kt.  to  Q.  B.  6th  sq. 

36.  Q.  R.  P.  one  sq.  36.  Kt.  to  Q.  4th  sq. 

37.  Q.  Kt.  P.  one  sq.  37.  Kt.  to  Q.  B.  2d  sq. 

38.  Q.  Kt.  P.  one  sq.  38.  P.  takes  P. 

30.  P.  takes  P.  39.  Kt.  to  Q.  R.  3d  sq. 

40.  P.  to  Q.  Kt.  7th  sq.  40.  K.  to  K.  2d  sq. 

In  this  position  the  Kings  will  respectively  capture  the  ad- 
vanced Pawns,  and  with  correct  play  on  both  sides  the  game 
is  by  its  nature  drawn. 

NOTES  TO  GAME  III. 

(a)  In  this  sitaation  if  Black  has  a  doubled  Pawn,  you  have  an 
isolated  one. 

(b)  Were  you  to  push  on  this  Pawn  instead  of  taking,  you  could 
Hardly  preserve  it  on  account  of  the  proximity  of  the  adverse  King, 
and  the  distance  of  your  own. 
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LESSON  III. 
GAMES  IN  ACTUAL  PLAY. 

GAMES  I.  AND  n.  BETWEEN  MESSES.  WITHERS  AND  WILLIAMS, 
OF  THE  BRISTOL  CHESS  CLUB. — GAME  III.  BETWEEN  MESSES. 
WALKER  AND  COCHRANE.— «AME  lY.  IN  THE  MATCH  BETWEEN 
BfESSRS.  STANLEY  AND  ROUSSEAXT. — GAME  V.  IN  THE  CELE- 
BRATED MATCH  BETWEEN  DE  LA  BOURDONNAIS  AND  M'dONNEL. 
—GAME  YI.  BY  CORRESPONDENCE  BETWEEN  NEW-YORK  AND 
NORFOLK.^-GAME  VU.    BETWEEN   TWO    STRONG   PLAYERS  AT 

GOODE's   CHESS  ROOMS,    LONDON. GAMES   YIII.,  IX.,   X.,   XI. 

ALLGAIEr's  YARIATION  IN  THE  DEFENCE  OF  BISHOP's  OPEN- 
ING.  GAME    XII.     BETWEEN     MESSRS.    MAYET    AND    HEYDE- 

BRANDT,  OF  THE  BERLIN  CHESS-CLUB. ^-GAME  XHI.  BETWEEN 
ST.  AMANT  AND  FOUR  PLAYERS  AT  THE  DOUAI  CLVB.-— 
walker's   CLOSING  REMARKS  ON   BISHOP's  OPENING.— GAME 

xnr. 

GAME  I. 

This  and  the  following  game,  played  in  the  Bristol  chess- 
club,  are  introduced  in  order  to  show  the  powerful  attack 
the  second  player  obtains  through  the  sacrifice  of  his  Q.  P. 
at  the  third  move,  if  the  proper  answer  be  not  made  by  his 
opponent.  This  variation  of  the  Bishop's  opening  was  first 
introduced  by  Mr.  Lewis  in  his  second  series  of  Lessons, 
published  in  1834.  In  the  last  edition  of  his  Treatise  1844, 
to  which  we  refer  the  student  for  an  elaborate  analysis  oi 
this  game,  he  states  that  he  is  still  of  opinion  that  it  may  be 
played  without  danger  if  not  with  advantage.  See  '^  closing 
remarks"  and  Game  xiv.  pp.  169  and  170. 

Whiie.  •    Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  E.  B.  to  Q.  B.  4th.  2.  The  same. 
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fVhUe.  Black. 

8.  Q.  B.  P.  one.  3.  Q.  P.  two. 

4.  B.  takes  P.  (a)  4.  K.  Kt.  to  B.  Sd. 

6.  Q.  to  K.  B.  dd.  (h)  5.  Castles. 

6.  E.  R.  P.  one.  6.  Et.  takes  B. 

7.  P.  takes  Et.  7.  E.  P.  one. 

8.  Q.  to  E.  R.  5th.  8.  E.  B.  P.  two. 

9.  Q.  B.  P.  one.  9.  Q.  B.  P.  one. 

10.  Q.  Et.  to  B.  3d.  10.  Q.  B.  B.  takes  P. 

11.  Q.  Et.  takes  P.  11.  Q.  B.  to  E.  3d. 

12.  Q.  Et.  to  E.  3d.  12.  B.  takes  Et. 

13.  Q.  P.  takes  B.  13.  B.  takes  Q.  B.  P. 

14.  Et.  to  E.  2d.  14.  Q.  to  Q.  6th. 

16.  Q.  B.  to  Q.  2d.  (c)  15.  E.  Et.  P.  one,  and  wins. 

NOTES  TO  GAME  I. 

(a)  If  you  take  Q.  P.  with  E.  P.  he  will  take  E.  B.  P.  checking, 
in  order,  if  you  take  E.  B.,  to  check  with  Q.  at  E.  R.  5th,  recover- 
ing the  piece  with  a  hetter  position. 

(b)  For  a  skilful  train  of  moves  at  this  point  on  the  part  of  first 
player,  see  Grame  iii. 

(c)  Badly  played:  White  should  have  placed  his  Et  at  E.  B.  4tb 
sq.,  attacking  the  Queen;  but  Black  would  still  have  had  the  better 
game. 

GAME  IL 
White.  Black. 

1.  E.  P.  two.  1.  E.  P.  two. 

2.  E.  B.  to  Q.  B.  4th.  2.  The  same. 

3.  Q.  B.  P.  one.  3.  Q.  P.  two. 

4.  B.  takes  P.  4.  E.  Et.  to  B.  8d. 

5.  E.  B.  to  Q.  Et.  3d.  (a)  5.  Et.  takes  E.  P. 

6.  Q.  to  E.  2d.  6.  Et.  takes  E.  B.  P. 

7.  Q.  takes  E.  P.  (ch.)  (h)  7.  Q.  B.  to  E.  3d. 

8.  Q.  takes  E.  Et.  P.  (c)  8.  E.  R.  to  B. 
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9.  Q.  P.  two.  (d)  9.  Kt*  takes  R. 

10.  P.  takes  B.  10.  Q.  to  R.  5th  (ch.) 

11.  K.  Kt.  P.  ODe.(e)  11.  Q.  to  K.  dth  (ch.) 

12.  E.  Et.  to  E.  2d.  12.  Q.  B.  to  E.  Et.  Mi. 

13.  E.  B.  to  Q.  13.  Q.  Et.  to  B.  3d. 

14.  Q.  B.  to  E.  Et.  5th.  (/)    14.  Et.  to  E.  4th. 

15.  Q.  Et.  to  Q.  2d. 

Black  gives  mate  in  three  moves. 

NOTES  TO  GAMS  U. 

(a)  See  next  gaane. 

(b)  This  is  not  a  good  move ;  probably  Q.  P.  two  would  have 
been  better. 

(c)  It  is  obvious  White  must  have  lost  his  Q.  if  he  had  taken 
theB. 

(d)  This  move  id  now  made  too  late  to  save  the  game. 

(e)  As  good  a  move  as  any  White  had» 

(/)  In  order  to  prevent  his  adversary  castling.  He^^vonld  have 
&ied  somewhat  better,  perhaps,  if  he  had  moved  this  Bishop  to  E* 
B.  4th ;  but  play  as  be  may)  his  game  is  irretrievably  lost 

GAME  m. 

Played  between  Mr.  G.  Walker,  of  the  St.  Geoi^'s  Club» 
London,  and  Mr.  J.  Cochrane* 

Wkiie  (G.  Walker).  Blade  (Cochrane). 

1.  E.  P.  two.  1.  E.  P.  two. 

2.  E.  B.  to  Q.  B.  4th.  2.  The  same. 

3.  Q.  B.  P.  one.  8.  Q.  P.  two. 

4.  E.  B.  takes  P.  4.  E.  Et.  to  B.  3d. 

5.  Q.  Q.  Et.  3d.  5.  Castles. 

6.  E.  Et.  to  B.  8d.  (a)  6.  Q.  B.  P.  one.  (h) 

7.  B.  takes  P.  (ch.)  7.  R.  takes  B. 

8.  Et.  takes  P.  8.  Q.  to  E.  2d. 

7* 
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WhiU.  ^^«** 

9.  Q.  takes  R.  (ch-)  9.  Q.  takes  Q. 

10.  Kt.  takes  Q.(c)  10.  K.  takes  Kt. 

11.  Q.  P.  two.  11-  B.  to  Q.  Kt.  3d. 

12.  K.  P.  one.  12.  Kt.  to  Q.  4th. 

13.  a.  Kt.  to  Q.  2d.  13.  Q.  B.  P.  one. 

14.  Q.  Kt.  to  K.  4th.  14.  Q.  Kt.  to  B.  3d. 

15.  P.  takes  P.  15-  K.  B.  to  B.  2d. 

16.  K.  B.  P.  two.  16.  Q.  Kt.  P.  cme. 

17.  Q.  B.  to  Q.  2d.  17.  P.  takes  P. 

18.  Kt.  takes  P.  18-  K-  B.  to  Q.  Kt.  3d. 

19.  Kt.  to  K.  4th.  19.  Kt.  to  K.  6th. 

20.  B.  takes  Kt.  20.  B.  takes  B. 

21.  Q.  R.  toQ.  21.  Q.  B.  toKt.  5th. 

22.  Q.  R.  to  Q.  3d.  22.  K.  B.  to  Q.  Kt.  3d. 

23.  K.  R.  P.  one.  23.  Q.  B.  to  K.  B.  4th. 

24.  Kt.  to  Q.  6th.  (oh.)  24.  K.  to  K.  3d. 

26.  Kt.  t«kes  B.  25.  K.  takes  Kt. 
20.  K.  R.  to  K.  B.  26.  K.  R.  P.  two. 

27.  K.  to  K.  2d.  27.  R.  to  K.  sq. 

28.  R.  to  Q.  6th.  28.  Kt.  to  K.  2d. 

29.  K.  to  B.  3d.  29.  K.  R.  P.  one. 
80.  K.  R.  to  Q.  sq.  80.  B.  to  Q.  B.  4th. 

31.  R.  to  Q.  7th.  31.  K.  Kt.  P.  two. 

32.  Q.  Kt.  P.  two.  32.  K.  B.  to  Q.  Kt.  3d. 

33.  Q.  B.  P.  one.  33.  P.  takes  P. 

34.  Q.  B.  P.  one.  34.  Kt.  to  K.  Kt.  3d. 

35.  R.  checks.  85.  K.  to  Kt.  4th. 

36.  K.  to  B.  2d.  36.  Kt.  takes  P. 

37.  R.  to  Q.  5th.  37.  K.  B.  to  Q. 

38.  R.  takes  R.  P.  38.  K.  to  B.  4th. 

39.  R.  to  Q.  R.  8th,  winning  a  piece  and  the  game. 
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NOTES  TO  GAUE  ID. 

(a)  The  skilfiil  train  of  play,  comprising  this  and  two  foUowing 
moves  for  first  player,  was  first  introduced  by  Mr.  E.  Williamii  of 
Bristd. 

(b)  Rather  take  K.  B,  with  Kt,  which  leads  at  least  to  an  equal 
game,  the  lost  Pawn  being  certainly  recoveraUe. 

(c)  White  has  won  Rook  and  three  Pawns  for  two  minor  pieoePi 
mod  has  the  best  of  the  game. 

^GAHE  IV. 

The  following  game  is  the  first  of  the  match  played 
in  New  Orleans  between  Messrs.  Stanley  and  Rousseau. 
Twenty  moves  only,  terminated  the  opening  game  of  this 
contest ;  and  it  must  be  confessed  that,  with  the  excepti<xi  of 
White's  concluding  moves,  it  presents  few  points  of  mark, 
and  would  sufifer  greatly  in  comparison  with  the  subsequent 
games  of  the  match,  many  of  which  are  of  a  much  higher 
order.  Black's  neglecting  to  play  K.  R.  P.  one  sq.  at  his 
12th  move,  and  the  masterly  16th  move  of  White,  are  never- 
theless profitable  examples  to  the  young  student,  wliich  in- 
duce us  to  insert  this  game.  We  give  it  with  notes  extracted 
firom  those  invaluable  European  chess  periodicaisi  ^'Tha 
Chess  Player's  Chronicle,"  and  <<  Le  Palam^de." 

White  (Stanley).  Black  (Rousseau). 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th.  2.  K.  Kt.  to  B.  8d.  (a) 

3.  Q.  Kt.  to  B.  3d.  3.  E.  B.  to  Q.  B.  4th. 

4.  E.  Kt.  to  B.  3d.  4.  Q.  P.  one. 

5.  E.  R.  P.  one.  5.  Castles. 

6.  Q.  P.  one.  6.  Q.  B.  to  E.  dd. 

7.  E.  B.  to  Et.  3d.  {h)  7.  Q.  Et.  to  B.  8d. 
6.  Q.  Et.  to  E.  2d.  8.  Q.  to  E.  2d. 

9.  Q.  Et.  to  E.  Et.  Sd.  (c)      9.  Q.  Et.  to  Q.  Bth. 
10.  Et.  takes  Et.  .  10.  B.  takes  Et*  *» 
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11.  Q.  B.  P.  one.  (d)  11.  B.  to  Et.  3d. 

12.  Castles.  12.  Q.  P.  one.  (e) 

13.  Q.  B.  to  K.  Kt.  5th.  13.  Q.  B.  P.  one. 

14.  Kt.  to  K.  R.  5th.  (/)  14.  P.  takes  P. 

15.  P.  takes  P.  15.  B.  takes  B. 

16.  Q.  to  E.  B.  3d.  (g)  16.  Q.  B.  to  its  5th. 

17.  B.  takes  Et.  17.  Q.  to  E.  3d.  (A) 

18.  Et.  takes  Et.  P.  18.  Q.  B.  to  E.  7th. 

19.  Et.  takes  Q.  19.  B.  takes  Q. 

20.  Et.  takes  R.,  and  Black  resigns. 

I 

NOTES  TO  GAME  IV. 

(a)  The  best  rejoinder  to  White's  move,  aceording  to  the  Isle 
analyses  of  Heydebraat  and  Jaenisch,  although  not  approved  bjr 
previous  writers. 

(b)  The  retreat  of  B.  at  this  point  is  the  correct  move. 

(c)  Playing  the  Q.  Kt.  over  to  this  side,  when  the  adverse  K, 
has  castled  with  K.  R.,  is  a  favourite  manoBuvre  of  our  best  players 
in  the  present  day. 

(d)  White  gains  this  move,  at  least,  by  the  exchange  of  pieces. 

(e)  This  attack  is  prranature :  K.  R.  P.  one  sq.  would  have  bees 
much  better  play. 

(/)  Now  the  grave  fetult  Black  committed  in  allowing  the  advep- 
saiy's  B.  to  be  posted  at  K.  Kt.  4th  sq,,  is  strikingly  apparent. 

(g)  This  is  very  finely  played,  and  is  an  instructive  example  to 
young  players  of  the  importance  of  gaining  time  at  chess.  Had 
White  paused  in  his  attack  to  recover  the  lost  Bishop,  the  adversary 
might  have  succeeded  in  dislodging  one  or  other  of  the  pieces  by 
which  he  is  beleaguered,  or  in  bringing  his  own  forces  to  the  rescue, 
and  then  have  ultimately  retrieved  the  game.  It  must  be  presumed 
that  when  Black  captuned  B.  with  B.,  he  did  not  calculate  upon  the 
possibility  of  White's  not  recapturing  the  piece  immediately. 

(K)  It  is  obvious  that  mate  is  speedily  forced  if  P.  recapture  B. 
Black's  gf^e  is  now  irretrievable,  and  this  rapid  decline  results 
from  h^s  not  having  pushed  K.  R.  P.  one  sq.  at  the  proper  time* 
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tbereby  preiSTpntioig  his  adversaiy  from  postiiig  Mi  Q.  B.  at  K.  Kt 
5di  sq.y  a  move  geneiaUy  creative  of  some  embanaasmeiiL 

GAME  V. 
In  the  celebrated  match  between  De  Labourdoimais  and 
M'Donnel. 


Whiie  (M'Donnel). 

1.  K.  P.  2sq. 

2.  E.  B.  to  Q.  B.  4th. 

3.  Q.  P.  two.  (h) 

4.  E.  P.  one. 

5.  Q.  to  E.  2d. 

6.  E.  Et.  to  B.  3d. 

7.  Q.  B.  P.  one. 

8.  Q.  B.  P.  takes  P. 

9.  E.  B.  to  Q.  Et.  5th. 

10.  Q.  Et.  to  B.  3d. 

11.  E.  R.  P.  one. 

12.  Q.  takes  B« 

13.  B.  takes  Et. 

14.  Q.  takes  E.  B.  P. 

15.  Q.  B.  to  Q.  2d. 

16.  Castles  on  E.'s  side. 

17.  Q.  to  E.  R.  5th. 

18.  Q.  R.  P.  one. 

19.  B.  takes  6. 

20.  Q.  to  her  sq. 

21.  Q.  R.  toQ.B.  sq. 

22.  Q.  to  E.  sq. 

23.  E.  B.  P.  two. 

24.  E.  R.  to  B.  3d. 

25.  Q.  to  her  2d. 

26.  Q.  to  her  3d. 

27.  B.  to  Q.  2d« 


Black  (De  Labourdonnab). 

1.  E.  P.  2. 

2.  E.  Et.  to  B.  3d.  (a) 

3.  P.  takes  P.  (c) 

4.  Q.  to  E.  2d. 

5.  E.  Et.  to  his  sq. 

6.  Q.  Et.  to  B.  3d. 

7.  Q.  P.  one. 

8.  Q.  B.  to  E.  Et.  5th. 

9.  Q.  P.  one. 

10.  Q.  to  E.  3d. 

11.  Q.  B.  takes  Et. 

12.  Castles. 

13.  Q.  takes  B. 

14.  B.  to  Q.  Et.  5th. 

15.  Et.  to  E.  2d. 

16.  Q.  R.  to  E.  B.  sq. 

17.  Et.  to  E.  B.  4th. 

18.  B.  takes  Et. 

19.  E.  Et.  P.  one. 

20.  E.  R.  P.  two. 

21.  Q.  to  E.  3d. 

22.  E.toEt.  sq. 

23.  E.  R.  P,  one. 

24.  Q,  R.  to  E.  Et.  sq. 

25.  E.  R.  to  his  2d. 

26.  E.  R.  to  E.  Et.  2d. 

27.  Q.  R.  P.  GXM. 
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28.  Q.  Et.  P.  two.  28.  Q.  to  Q.  Et.  8d. 

29.  B.  to  his  dd.  {d)  29.  Et.  to  his  6th. 

80.  Q.  R.  P.  one.  80.  Et.  to  E.  5th. 

81.  Q.  Et.  P.  one.  81.  E.  Et.  P.  one. 

82.  E.  B.  P.  one.  32.  E.  Et.  P.  one. 

83.  E.  R.  P.  takes  P.  33.  R.  takes  P. 

84.  Q.  R.  to  Q.  B.  2d.  34.  E.  R.  P.  one.  (e) 

85.  R.  takes  P.  35.  R.  toE.  Et.  6th. 

86.  R.  takes  R.  36.  R.  takes  R. 

87.  Q.  R.  P.  one.  (/)  87.  Q.  to  E.  R.  3d. 

88.  Q.  B.  to  Q.  2d.  38.  Q.  to  E.  R.  6th. 

89.  Q.  to  E.  B.  sq.  39.  R.  to  E.  Et.  sq. 

40.  E.  B.  P.  one.  40.  Q.  to  E.  R.  4th. 

41.  E.  B.  P.  one.  41.  R.  to  E.  B.  sq. 

42.  E.  P.  one.  42.  Et.  to  his  6th. 

43.  Q.  to  E.  B.  3d.  43.  Q.  to  R.  8th  (check). 

44.  E.  to  his  B.  2d.  44.  El.  to  E.  5th  (check). 

45.  E.  to  his  2d.  45.  Q.  to  Q.  Et.  8th. 

46.  E.  P.  one.  46.  Q.  takes  Q.  Et.  P.  (ch.) 

47.  Q.  to  her  3d.  47.  Et.  to  his  6th  (check). 

48.  E.  to  Q.  sq.,  and  Black  resigned.(^.) 

NOTBS  TO  GAMS  V. 

(a)  See  preceding  game,  note  (a). 

(b)  E.  Et  to  B.  3d,  would  also  have  been  a  good  move. 

(c)  Badly  played :  he  should  have  moved  his  Q.  B.  P.  one  sq. 

(d)  Instead  of  this  move  G.  Walker  suggests  R.  to  Q.  B.  fith. 

(e)  Et.  to  E.  Et  4th  would  probably  have  been  better  play. 
(/)  An  ingenious  move :  had  Black  taken  the  Q.,  and  afterwaids 

the  B.,  with  his  R.,  he  could  not  have  prevented  his  opponent 
*  Queening"  the  E.  B.  Pawn. 
(g)  Suppose : — 

48.  Q.  takes  Q. 
48.  P.  takes  R.,  queens  and  checks.     49.  E.  where  he  caiu 
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£0.  Q.  to^  R  6th  (cbeclv). 
61.  Matesin  two  moves. 


60.  P.  iiilarpoiei. 


GAME  VI. 

The  following  game,  played  by  correspondence  between 
New- York  and  Norfolk  in  1840,  stands  recorded  in  the  Paris 
chess  periodical,  ^*  Le  Palam^e,''  with  certain  strictures  on 
the  conduct  of  the  game  at  a  particular  period,  calculated 
in  a  manner  to  detract  from  the  credit  justly  due  the  N.  T« 
Qub.  We  give  the  game,  subjoining  M.  St.  Amant's  criti* 
cisms,  on  the  subject  of  which  we  further  add  a  few  remarks 
by  Mr.  C.  H.  Stanley,  as  they  have  recently  appeared  in 
the  chess  column  of  the  N.  T.  Spirit  of  the  Times. 


White  (Norfolk). 

1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th. 

3.  Q.  B.  P.  one. 

4.  Q.  to  K.  B.  3d.  (b) 
6.  K.  Kt.  to  K.  2d. 

6.  Q.  P.  two. 

7.  Castles. 

8.  P.  takes  P. 

9.  Kt.  to  E.  Kt.  3d. 

10.  Q.  to  Q.  dd. 

11.  Q.  Kt.  P.  two. 

12.  Q.  B.  to  K.  3d. 

13.  Kt.  takes  Kt. 

14.  Kt.  to  Q.  2d. 

15.  Q.  to  Q.  B.  2d. 

16.  Q.  takes  R.  (e) 

17.  Q.  to  Q.  B. 

18.  K.  Kt.  P.  one* 

19.  K.  B.  to  Q.  5th. 

20.  B.  takes  Kt. 


Black  (New-York). 

1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th. 

3.  Q.  to  K.  Kt.  4th.  (a) 

4.  Q.  to  K.  Kt.  3d.  (c) 

5.  Q.  P.  one. 

6.  K.  B.  to  Q.  Kt.  3d. 

7.  K.  Kt.  to  B.  3d. 

8.  P.  takes  P. 

9.  Q.  B.  to  K.  Kt.  5th. 
10.  Q.  Kt.  to  Q.  2d. 
U.K.  Kt.  to  R.  4th. 

12.  Castles  Q.  R. 

13.  B.  takes  Kt. 

14.  Kt.  to  K.  B.  3d. 

15.  R.  takes  Kt.  (d) 

16.  Kt.  takes  P. 

17.  B.  to  K.  B.  6th. 

18.  K.  R.  P.  two.  (/) 

19.  K.  R.  P.  one. 

20.  Q.  takes  B. 
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21.  B.  takes  B.  21.  Q.  to  K.  Kt*  5tlu 

22.  Q.  to  K.  8d.  22.  R.  P.  takes  B. 
28.  K.  R.  to  Q.  Kt.                28.  K.  P.  one. 

24.  Q.  to  K.  24.  K.  B.  P.  two. 

25.  R.  to  Et.  2d.  25.  K.  B.  P.  one. 

26.  Q.  R.  toQ.  Kt.  sq.    New- York  now  mates  in  4  moves* 

IfOTBS  TO  OAXE  VI. 

(d)  This  move  in  defending  the  ordinaiy  Bishop's  opening,  is  ihe 
inrendon  of  the  great  Italian  chess  phtyers,  and  merits  more  attni- 
tion  than  writers  on  the  game  have  bestowed  on  it  It  gives  some 
attack  to  the  second  player,  and  has  been  analyzed  by  Walker 
and  Lewis.  Calvi  (Course  of  Chess,  Palamdde,  3d  lesson,  vol.  L, 
p.  96)  oondemiis  it 

(b)  The  best  move.  K.  Kt  P.  might  be  pushed  two  sq.,  or  K. 
played  to  his  B.  sq.  The  move  played  by  Norfolk  is  acknowledged 
to  be  superior. . 

(c)  This  is  the  move  indicated  by  Lewis.  Walker  leoommends 
Q.  P.  two  sq. ;  the  latter  move  is  more  brilliant,  the  one  played  pro- 
bably  more  solid,  and  consequently  preferable  in  a  match  by  corres- 
pondence* 

(d)  Upon  this  bold  move  by  the  N.  Y.  Club,  M.  St  Amant,  Ed. 
of  the  Palam^de,  now  remarks :  ^  This  sacrifice,  which  should  have 
**  given  a  losing  game  to  the  N.  Y.  players,  is  eventually  the  cause 
**  of  their  winning  it    This  may  be  called  *  luck'  at  chess." 

We  cannot  help  thinking  that  M.  St.  Amant  has  been  too  hasty 
in  arriving  at  the  conclusion  which  he  now  expresses;  in  our 
opinion,  the  giving  up  of  R.  for  Kt  is  perfectly  sound,  and  we  must 
protest  against  the  injustice  of  attributing  the  deserved  success  of 
this  beautiful  com^bination  to  any  thing  like  ^  luck." 

(«)  Upon  this  move  M.  St.  Amant  again  remarks :  "  The  Norfolk 
«  players  here  commit  a  radical  error.  They  should  have  captured 
"  R.  with  B.  They  lose  time,  and  consequently  the  benefit  of  the 
"  exchange.  Had  they,  on  the  contrary,  taken  R.  with  B.,  the  ad- 
"  verse  party  would  have  taken  P.  with  Q.,  which  would  have  caused 
*an exchange  of  Queens ;  for  had  Black  then  captured  the  Pawn 
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^  with  Kt,  WMte  would  have  taken  K.  B.  P.  with  B.,  attackiiig  Q., 
**  and  would  have  regained  Pawn»  remaining  also  with  the  full  benefit 
«*  of  the  exchange." 

Snrely  M.  St.  Amant  could  not  seriously  believe  that  N.  Y. 
"would  have  taken  P.  with  Q.  in  the  position  created  by  his  supposed 
▼ajiatiaa  I     Supposing  Norfolk  to  take  R.  with  B.,  we  would  sug)- 

£FCSt  *'^*^ 

White,  Black. 

16.  B.  takes  R.  16.  B.  to  E.  B.  6th. 

17.  K.  Kt.  P.  one.  17.  Q.  to  K.  Kt  6th, 

18.  R.  to  E.  sq.  18.  B.  takes  E.  P. 

If  White  should  now  play  B.  to  Q.  3d,  Black  would  take  E.  B.  P. 
ipvith  B.,  checking  and  winning  easily ;  and  if  he  should  play  Q.  to 
her  sq.,  it  would  be  necessary  to  sacrifice  R.  for  B.,  in  order  to  avoid 
certain  contingencies :  for  example— 

19.  Q.  to  Q.  sq.  19.  Q.  to  E.  R.  6th. 

20.  B.  to  E.  B.  sq.  20.  B.  takes K.B.  P.,  checking. 

21.  E.  takes  B.  21.  Et.  to  Et.  dth,  checking. 

22.  Q.  takes  Et.  (best.)  22.  Q.  takes  Q.,  &c. 

Now,  with  the  exception  of  these  variations,  it  appears  to  us  that 
White  has  no  plausible  move  but  to  surrender  at  once  the  tempoFary 
and  imaginary  advantage  he  has  obtained,  by  the  immediate  sacrifice 
of  R.  for  Q.  B.,  which  would  certainly  leave  N.  Y.  with  a  winning 
game.* 

(/)  The  apparent  move  of  Q.  to  Et.  5th,  followed  by  moving  her 
to  R.  6th,  threatening  mate,  was  correctly  deemed  useless  by  the  N. 
Y.  players.  Norfolk  would  have  been  obliged  to  play  E.  R.  to  make 
room  for  Bishop's  being  played  to  his  own  sq.,  forcing  Q.  to  retreat, 
and  averting  mate. 

—  GAME  VII. 

Between  two  strong  players,  at  Groode's  Chess  Rooms, 
London. 

*  Since  the  above  was  written,  M.  St.  Amant,  in  a  late  number  of 
the  Palam^e,  has  folly  aditititted  the  oorrectneas  of  the  above  analysis* 
in  teims  alike  creditable  to  himself  and  to  the  conductors  of  the  N.  Y. 
game. 
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White.  Black. 

1.  K,  P.  two.  1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th.  2.  K.  B.  to  Q.  B.  4th. 

3.  Q.  B.  P.  one.  3.  Q.  to  K.  Kt.  4th.  (a) 

4.  Q.  to  K.  B.  3d.  4.  Q.  to  K.  Kt  3d. 
6.  K.  Kt.  to  K.  2d.  5.  Q.  P.  one. 

6.  Q.  P.  two.  6.  P.  takes  P. 

7.  P.  takes  P.  7.  B.  to  Q.  Kt.  3d. 

8.  K.  P.  one.  8,  K.  Kt.  to  K.  2d. 

9.  K.  P.  one.  9.  K.  B.  P.  one. 

10.  Q.  Kt.  to  B.  3d.  10.  Castles. 

11.  K.  Kt.  to  K.  B.  4th.  11.  Q.  to  K.  sq. 

12.  Q.  B.  to  K.  3d.  12.  Q.  Kt.  to  Q.  B.  3d. 

13.  Q.  R.  to  Q.  sq.  13.  K.  to  R.  sq. 

14.  K.  R.  P.  two  sq.  14.  Q.  Kt.  to  Q.  sq. 
16.  K.  R.  P.  one.  15.  K.  B.  P.  one. 

16.  Q.  Kt.  to  Q.  5th.  16.  Q.  B.  takes  P.  (h) 

17.  Kt.  takes  Kt.  17.  Q.  takes  Kt. 

18.  Kt.  to  K.  Kt.  6th  (ch).      18.  R.  P.  takes  Kt. 

19.  R.  P.  takes  P.  (dis.  ch.)  19.  K.  to  Kt.  sq. 

20.  K.  R.  to  K.  R.  8th  (ch).  20.  K.  takes  R. 

21.  Q.  to  K.  R.  5th  (check,  and  mate  next  move),  (c) 

NOTES  TO  GAME  VII. 

(a)  See  preceding  game,  note  (a). 

(b)  He  would  have  had  a  better  game  by  takmg  this  dangerous 
Pawn  with  his  Queen's  Kt. 

(c)  The  latter  part  of  the  game  is  played  with  much  spirit  by 
the  first  player. 

-i--GAME  Vra. 

Our  next  five  concluding  games  turn  upon  a  variation  in 
the  defence  of  the  Bishop's  opening,  commented  upon  at 
l«ngth  by  the  German  writer,  AUgaier.     The  sketchy  com^ 
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pTising  this  and  the  three  following  games,  was  originally 
^written  for  the  "  Palamede"  by  Gr.  Walker. 

White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th.  2.  K.  B.  P.  two  sq. 

This  move  of  Black,  constitutes  Allgaier's  game.  It  is 
not  as  strong  as  bnnging  out  K.  Kt.  to  B.  3d,  or  K.  B.  to  Q. 
fi.  4th,  but  it  abounds  nevertheless  in  stratagems  and  snares, 
into  which  the  adversary  may  easily  &11,  especially  if  the 
opening  be  new  to  him. 

Should  you^now  take  P.  with  P.,  and  after  Black's  bring- 
ing  out  K.  Kt.  to  B.  3d,  support  the  doubled  P.  with  K.  Kt. 
P.,  as  in  the  ordinary  gambit,  you  will  certainly  get  a  bad 
game  by  Black's  pushing  up  Q.  P.  two,  masking  B.  and  ac- 
quiring a  fine  attack.  At  this  point  you  may  play  Q.  P.  one 
or  two  sq.,  or  bring  out  Q.  Kt.  to  B.  3d.  See  opening  moves 
of  Game  XIII.,  and  note  (a). 

Allgaier  supposes  you  now  to  take  K.  Kt.  with  K.  B. 

3.  B.  takes  Kt.  3.  R.  takes  B. 

Your  best  move  now  is  Q.  P.  two,  but  our  German  aulfaor 
supposes  you  to  take  Pawn. 

4.  P.  takes  P.  4.  Q.  P.  two  (strongest) 

5.  Q.  checks.  5.  K.  Kt.  P.  one. 
Should  Q.  take  R.  P.,  Black  plays  R.  to  Kt.  2d. 

•6.  P.  takes  P.  6.  R.  takes  P. 

7.  Q.  takes  R.  P. 

It  is  obvious  you  would  lose  Q.  were  you  to  capture  K. 

Pawn. 

7.  Q.  to  K.  B.  3d. 

8.  Q.  takes  Q.  B.  P.  .  8.  Q.  Kt.  to  B.  3d. 

9.  Q.  to  K.  R.  7th  (forced).    0.  K.  R.  takes  K.  Kt.  P. 

10.  Q.  to  K.  R.  5th  (check).  10.  K.  to  Q.  sq. 

11.  Q.  to  K.  2d  sq,  11.  Q.  Kt.  to  Q.  5th. 
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JFhUe.  Blade. 

12.  Q.  to  K.  B.  sq.  12.  Kt.  takes  P.  (check). 

18.  K.  to  Q.  sq.  13.  R.  takes  K.  B.  P. 

14.  Q.  to  Q.  Kt.  5th.  14.  Kt.  to  Q.  5th. 

15.  Q.  takes  Q.  P.  (check).  15.  K.  B.  to  Q.  3d. 

16.  Q.  to  K.  Kt.  8th  (check).  16.  K.  to  Q.  B.  2d. 

17.  Q.  to  R.  7th  (check).  17.  Q.  B.  covers, 

and  Bl.  wins  easily. 

^GAME  IX.  * 

(CoBtiBuad  fiom  Aflgmifsr.) 

• 

1.  K.  F.  two.  1.  K.  P.  im. 

2.  K.  B.  to  Q.  B,  UK.  2.  JT.  B.  P.  two. 

3.  Bishop  takes  Kt.  3.  R.  takes  B. 

4.  P.  takes  P.  4.  Q.  P.  two. 

5.  Q.  checks.  5.  K.  Kt.  P.  one. 

6.  P.  takes  P.  6.  -R.  takes  P. 

7.  Q.  P.  one.  7.  Q.  B.  to  Kt.  5th. 

8.  Q.  takes  R.  P.  8.  Q.  to  K.  B.  3d. 

9.  Q.  takes  Q.  B.  P.  9.  Kt.  to  Q.  B.  3d. 
lb.  Q.  takes  Kt.  P.  10.  Q.  R.  to  Kt.  sq. 

If  you  play  Q.  to  Q.  R.  6th,  he  will  move  Q.  B.  to  its 
sq.,  and  afterwards  play  Q.  R.  to  Q.  Kt.  5th,  winning  the 
Q.  at  the  least. 

11.  Q.  to  K.  R.  7th.  11.  K.  B.  to  Q.  B.  4th. 

12.  K.  B.  P.  one.  12.  K.  B.  takes  Kt. 

If  you  take  B.  with  R.,  Black  takes  P.  with  B.,  and  up* 
on  your  playing  R.  to  K.  B.  sq.,  he  takes  K.  Kt.  P.  with  R. 

13.  K.  B.  P.  takes  B.  13.  Q.  to  K.  B.  7th  (check). 

14.  K.  to  Q.  sq.  14.  Q.  to  K.  B.  8th  (check). 

15.  K.  to  Q.  2d  sq.  15.  Q.  takes  Kt.  P.  (check), 

and  BL  wins  speedily. 


TBB  Kma*a  mmo^^s  opsniko. 


1« 


WkiU. 

1.  JT.  P.  <iro. 

2.  K.  B.  to  Q.  B.  4^. 
8.  B.  takes  Kt. 

4.  P.  toArc*  P. 

5.  Q.  checks, 

6.  P.  to^6«  P. 

7.  K.  R.  P.  one. 

8.  K«  Kt.  to  B.  dd. 

9.  K.  Kt.  to  R.  4th. 

10.  Kt.  takes  R.  (see  Var.) 

11.  Q.  to  K.  B.  3cl. 

12.  K.  Kt.  P.  two. 

13.  Q.  takes  Q.  P. 

14.  K.  to  Q.  sq. 

15.  Q.  takes  B. 

16.  R.  to  K.  sq.  ^ 

17.  R.  covers. 

18.  R.  interposes. 


~  GAME  X. 
(OoBtinwd  fiom  ABgaimr.) 

Blade. 

1.  K.  P,  two, 

2.  K,  B.  P.  two  sq. 

3.  R,  takes  B, 

4.  Q,  P,  two, 

5.  K,  Kt.  P.  one. 

6.  R.  takes  P. 

7.  Q.  to  K.  B.  3d. 

8.  Q.  Kt.  to  B.  3d. 

9.  K.  B.  to  Q.  B.  4th. 

10.  P.  takes  Kt. 

11.  Q.  B.  to  K.  B.  4th. 

12.  Q.  Kt.  to  Q.  5th. 

13.  Kt.  takes  P.  (check). 

14.  Q.  R.  to  Q.  sq. 

15.  Q.  B.  to  K.  5th. 

16.  Q.  to  K.  B.  6th  (check). 

17.  Q.  to  K.  R.  8th  (check). 

18.  Q.  takes  R»  and  gives 


mate. 
The  moves  in  this  attack  are  brilliant,  and  the  defence 
very  naturally  leads  to  them. 

Variation  commencing  at  10th  move  of  White : 

10.  Castles.  10.  Q.  Kt.  to  Q.  5th. 

11.  Kt.  takes  R.  11.  P.  takes  Kt. 

12.  Q.  to  her  sq.  12.  Q.  B.  takes  K.  R.  P. 
18.  P.  takes  B.  13.  Kt.  to  K.  B.  6th  (check). 
14.  K.  to  Kt.  2d.  14.  K.  P.  one. 

16.  Q.  P.  one.  This  is  the  only  move  indicated  by  All- 
gaier,  for  which  a  stronger  one  might  probably  be  substituted ; 
our  present  aim  is  simply  to  give  a  summary  sketch  of  the 
principal  features  of  his  very  brilliant  opening. 


IM 
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WMU. 

Black. 

■ 

15.  Castles. 

16.  Q.  Kt.  to  Q.  2d. 

16.  Q.  to  K.  Kt.  4th  (check). 

17.  K.  to  R.  «q. 

17.  Q.  R.  K.  R.  sq. 

18.  Kt.  takes  Kt. 

18.  R.  takes  P.  (check). 

19.  Kt.  interposes. 

19.  Q.  to  R.  5th,  and  Ibroes 

the  game. 

.^ 

GAME  XI. 

(OottUaiud  fiom  AUgaiw.) 

WhiU. 

Black. 

1.  K.  P.  two. 

1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th. 

2.  K.  B.  P.  two. 

8.  B.  takes  Kt. 

3.  R.  takes  B. 

4.  P.  takes  P. 

4.  Q.  P.  two. 

5.  Q.  checks. 

6.  K .  Kt.  P.  one. 

6.  P.  takes  P. 

6.  R.  takes  P. 

7.  K.  Kt.  to  B.  3d. 

7.  Q.  B.  to  Kt.  5th. 

8.  Q.  takes  R.  P. 

8.  Q.  to  K.  B.  3d. 

9.  Q.  takes  Q.  B.  P. 

9.  Q.  Kt.  to  B.  3d. 

10.  Q.  takes  Q.  Kt.  P. 

10.  Q.  R.  to  Kt.  sq. 

11.  Q.  to  Q.  R.  6th. 

11.  K.  P.  one. 

12.  Q.  to  K.  2d. 

12.  Q.  Kt.  to  Q.  5th,  and 
wins. 

^GAME  XII 

Played  between  Messrs.  Mayet  and  Heydebrant,  two 
strong  players  of  the  Berlin  Chess  Circle. 


White  (Mr.  Mayet). 

1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th. 

3.  B.  takes  Kt.'*' 

4.  P.  takes  P. 


Black  (Mr.  Heydebrant). 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  R.  takes  B. 

4.  Q.  P.  two. 


*  Q.  P.  one  is  the  oorxect  reply.    See  next  Game,  note  (a). 
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White. 
6.  Q.  checks. 

6.  P.  takes  P. 

7.  E.  R.  P.  one. 

8.  K.  Kt.  to  B.  3d. 

9.  Q.  Kt.  to  B.  8d. 

10.  K.  Kt.  to  R.  4th. 

11.  Kt.  takes  R. 

12.  K.  to  Q.  sq. 

^   13.  Q.  to  K.  R.  7th. 

14.  Q.  takes  Q.  B.  P. 

15.  Q.  takes  Q.  Kt.  P. 

16.  f^t.  to  Q.  Kt.  5th. 

17.  K.  to  K.  2d. 

18.  K.  to  Q.  sq. 

19.  Q.  to  B.  6th. 

20.  Kt.  to  B.  7th  (check). 

21.  Kt.  to  Q.  Kt.  5th. 

22.  R.  to  K.  sq. 

23.  K.  to  K.  2d. 

24.  K.  to  B.  sq. 


Black. 

5.  K.  Kt.  P.  one. 

6.  R.  takes  P. 

7.  Q.  to  K.  B.  3d. 

8.  Q.  Kt.  to  B.  3d. 

9.  Q.  B.  to  K.  3d. 

10.  Q.  Kt.  to  Q.  5th. 

11.  Kt.  takes  Q.  B.  P.  (ch.) 

12.  P.  takes  Kt. 

13.  Kt.  takes  Q.  R. 

14.  Q.  to  K.  B.  4th. 

15.  R.  to  Q.  sq. 

16.  Q.  to  Q.  B.  7th  (check). 

17.  Q.  to  K.  5th  (check). 

18.  R.  to  Q.  2d. 

19.  Q.  B.  to  K.  B.  4th. 

20.  K.  to  B.  2d. 

21.  Q.  takes  K.  Kt.  P. 

22.  Q.  B.  to  B.  7th  (check). 

23.  Q.  to  K.  5th  (check). 

24.  B.  checks,  and  White  re- 
signs. 


—  GAME  XIIL 

Between  St.  Amant  and  hva  of  the  best  playera  in  the 
Douai  Club,  united  in  consultation. 


White  (St.  Amant). 

1.  K.  P.  twa. 

2.  K.  B.  to  Q.  B.  4th. 

3.  Q.  P.  two.  (a) 

4.  K.  Kt.  to  B.  3d. 

5.  Kt.  takes  K.  P. 

6.  P.  takes  Kt. 

7.  Q.  B.  to  Kt  5th. 


Black  (Union). 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  Q.  Kt.  to  B.  dd. 

4.  K.  B.  P.  takes  P. 

5.  Kt.  takes  Kt. 

6.  K.  Kt.  to  K.  2d. 

7.  K.  R.  P.  two.  (J) 
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WhUe.  Black. 

8.  Q.  B.  P.  one.  8.  Q.  B.  P.  one. 

9.  Q.  to  Q.  Kt.  3d.  9.  Q.  to  Q.  R.  4th.  (c) 

10.  B.  to  K.  B.  7th,  check,  (d)  10.  K.  to  Q.  sq. 

11.  Q.  B.  to  K.  B.  4th.  11.  K.  Kt.  P.  two. 

12.  B.  to  K.  3d.  (e)  12.  B.  to  K.  Kt.  2d. 

13.  Q.  Kt.  to  Q.  2d.  (/)  13.  K.  Kt.  P.  one. 

14.  Q.  Kt.  to  Q.  B.  4th.  14.  Q.  to  Q.  B.  2d. 

15.  B.  to  Q.  B.  5th.  15.  Q.  Kt.  P.  two. 

16.  B.  to  Q.  6th.  16.  Q.  to  Q.  Kt.  2d.  (jg) 

17.  B.  takes  Kt.  check,  (h)  17.  K.  takes  B. 

18.  Kt.  to  Q.  6th.  18.  Q.  to  Q.  B.  2d. 

19.  B.  to  K.  Kt.  8th.  (t)  19.  K.  B.  takes  P. 

And  White  mates  in  two  moves. 

NOTES  TO  GAME  XIII. 

(a)  Q.  P.  one  sq.  is  preferable.    Walker,  in  his  *'  Art  of  Chess 
Play,"  gives  the  following  as  White's  strongest  mode  of  play : 

White.  Black, 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  to  Q.  B.  4th.  2.  K.  B.  P.  two. 

3.  As  your  best  course,  you  now  decline  taking  Kt.,  or  accepting 
Pawn.  You  may  risk  playing  K.  Kt.  to  B.  3d,  or  Q.  B.  P.  one.  If 
you  move  Q.  P.  two,  his  best  reply  is  K.  P.  takes  P.,  and  if  you  re- 
take with  Q.,  he  moves  Q.  Kt.  to  B.  3d. 

Q.  P.  one  (best).  3.  K.  Kt  to  B.  3d. 

In  the  first  place, 

4.  K.  B.  P.  two  (best).  4.  Q.  P.  one. 

6.  K.  Kt.  to  B.  3d.  5.  K.  B.  P.  takes  P ^If  K.  P. 

takes  K.  B.  P.,  you  castle. 

6.  P.  takes  P.  6.  Q.  B.  to  Kt  6th. 

7.  P.  takes  P.  7.  B.  takes  Kt. 

8.  Q.  takes  B.  8.  P.  takes  P; 

9.  Q.  to  Q.  Kt  3d,  with  the  better  game. 
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White.  Black. 

In  the  second  place, 

4.  K.  Et  to  B.  3d.  4.  Q.  B.  P.  one  (best). 

5.  Castles.  6.  Q.  to  Q.  B.  2d. 

6.  K.  Kt.  to  Et.  6th.  6.  K.  B.  to  Q.  B.  4tfa. 
•7.  K.  to  R.  sq.  7.  K.  R.  P.  one. 

8.  Kt  to  K.  B.  7th.  8.  K.  R.  to  K.  B. 

9.  K.  B.  P.  two.  9.  Q.  P.  one,  and  wins. 

(b)  Hazardous. 

(c)  Not  a  bad  retort  under  existing  circumstances. 

(d)  This  move  was  not  made  without  due  consideration.  The 
strength  of  White's  game  hinges  on  maintaining  K.  P. 

(e)  B.  takes  P.  would  have  been  bad  play.  This  simple  retreat 
of  B.  effectively  protects  K.  P.,  which  Black  cannot  take  without 
losing  E.  R. 

(/)  Again  protecting  K.  P.,  which  Black  cannot  capture  with- 
out losing  a  piece. 

(g)  Black's  Queen  is  fatally  hampered. 

(K)  Intending  next  move  to  attack  Q.  with  Kt,  thus  kee{Mng 
Black  in  the  toils. 

(t)  A  well  planned  move.  If  Black  take  B.  with  R.,  Queen 
mates  in  three  moves. 

By  playing  over  these  concluding  games  attentively,  the 
chess  student  cannot  fail  to  acquire  many  new  ideas ;  he  will 
be  particularly  struck  with  the  superiority  of  a  good  position 
over  a  force  numerically  great,  but  inert. 

CLOSING  REMARKS  ON  BISHOFS  OPENING. 

Walker,  in  his  "  Art  of  Chess  Play,"  concludes  his  ana- 
lysis  of  the  Bishop's  Opening  with  the  following^emarks : 

Each  party  having  begun  with  K.  P.  two.  White  can 
play  no  better  move  than  K.  B.  to  Q.  B.  4th. 

White  playing  K.  B.  to  Q.  B.  4th  thus  on  move  2,  Black 

may  answer  in  various  forms,  of  which  the  best  is  K.  B.  to 

Q.  B.  4th  also. 
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Both  parties  haying  thus  moved  K.  B.  to  Q.  B.  4th  al 
move  2,  White  has  no  better  continuation  for  his  3d  move 
than  Q.  B.  P.  one,  to  which  the  soundest  answer  is  Q.  to  E. 
2d,  or  Q.  to  K.  Kt.  4th,  Moving  Q.  P.  one  at  this  point  is 
weak,  and  K.  Kt.  to  B.  dd  decidedly  exceptionable  for  second 
player.  If  Black  play  Q.  P.  two  sq.  at  this  stage,  he  gets 
an  inferior  game.  White  shaping  his  reply  as  in  Game  XIV. 

Allgaier's  variation  in  the  defence  of  this  opening  is  a 
dangerous  game  for  Black. 

^GAME  XIV. 
White.  Black, 

1.  K.  P.  two.  1.  The  same. 

2.  K.  B.  to  Q.  B.  4th.  2.  Same. 

3.  Q.  B.  P.  one  3.  Q.  P.  two. 

4.  K.  B.  takes  P.  4.  K.  Kt.  to  B.  3d. 
b.  Q.  P.  two  (good).  6.  P.  takes  P. 

In  the  first  place, 

6.  P.  takes  P.  6.  B.  checks  at  Q.  Kt.  5th«. 

7.  Q.  B.  to  Q.  2d.  7.  B.  takes  B.  check. 

8.  Q.Kt.  takes  B.  8.  Kt.  takes  B. 

9.  P.  takes  Kt.  9.  Q.  takes  P. 

White  for  choice ;  the  isolated  Pawn  being  no  disadvan- 
tage. 

In  the  second  place, 

6.  Q.  B.  to  Kt.  6th  (best).      6.  Q.  B.  P.  one. 

7.  B.  to  Q.  B.  4th.  7.  Q.  to  Q.  3d. 

8.  B.  takes  Kt.  8.  Q.  takes  B. 

9.  K.  Kt.  to  B.  3d.  9.  P.  takes  P. 

10.  Q.  Kt.  takes  P.  10.  K.  B.  to  Q.  Kt.  5th. 

11.  Q.  to  Q.  Kt.  3d.  11.  B.  takes  Kt.  check, 

12.  P.  takes  B.  and  White  has  the  strongest  podtioQ, 
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LESSON  IV. 

FIFTEEN  FROBLEMS   IN  TWO  MOVES. 

The  study  of  Problems  forming  Ends  of  Games  won  or 
drawn  by  masterly  moves,  has  always  been  considered  by 
the  best  chess  players  and  writers  as  eminently  useful  if  not 
absolutely  necessary  towards  forming,  the  finished  player. 
Well  constructed  problems  display  the  numberless  resources 
of  the  game ;  and,  what  is  more  important,  they  habituate  the 
player  to  calculate  several  moves  in  advance.  To  attain  the 
latter  desirable  object,  the  student  is  earnestly  recommended 
to  endeavor  to  solve  the  problems  from  the  diagrams  alone, 
and  if  from  the  board,  "  without  touching  the  men^^  until  he 
is  persuaded  he  has  discovered  the  solution.  There  can  be 
no  doubt,  remarks  Mr.  Lewis,  that  those  who  discover  the 
method  of  winning  from  the  diagram  alone,  are  entitled  to 
the  praise  of  having  fairly  solved  the  problem  ;  but  the  like 
praise  cannot  be  given  to  those  who,  placing  the  pieces  on 
the  board,  try  first  this,  then  that  move,  until  they  have  hit 
on  the  right  one.  It  must,  however,  be  confessed  that  the 
latter  method  considerably  lessens  the  difficulty.  Among 
these  positions  will  be  found  many  in  which  the  first  player 
not  being  exposed  to  an  immediate  checkmate,  it  by  no  means 
follows  that  he  must  give  check  every  move  ;  such  positions 
are  more  difficult  than  those  in  which  from  the  situation  of 
the  pieces  it  is  evident  the  Black  must  be  checked  every 
move. 

In  the  following  problems,  many  of  which  have  never 
before  appeared  on  diagrams,  it  is  to  be  understood  that 
White  has  always  the  first  move,  unless  otherwise  expressed. 
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FKOH  THE  LONDON  ILLUSTRATED  NBW8. 

BLACK. 


WHITE. 

White  to  move  and  check-mate  in  two  moves. 


PKABLEMS  or  TWO  HOTXS. 


No.  2. 

FROM  THE  "FALAHSDB. 


White  moving  first  mates  in  two  moves. 


CHBBS  TOK  wmTBR   EVENIKQ3. 

FROM  THE   SANSCRIT. 
BLAOX. 


White  to  move  and  mate  in  two  movei. 


P&OBLSHS  IM  TWO  HOVSS. 


No.  5. 

BY  BREDE  OF  ALTONA. 


White  to  tooTe  aqd  mate  in  two  mana. 


i  FOB  WIMTEK  EVBIflNOS. 


Jfo.S.V 

.  BY  HERE  KDIPEE. 


WHITE. 

e  and  mate  in  two  ntares. 


nOBtBHS  W  TWO  MOVSS.  I77 

\  BY  CALTI. 

BLACK. 


WHITE. 

White  to  play  and  mate  in  two  morea. 
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jro.7. 

BY  HBRf^ELINO. 


White  to  play  and  niatetio  two  tnovM. 


I 
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BT  HERR  KLINO. 


White  to  plE>7  and  mate  in  two  nwTM. 


I  FOB   WLKI'lfk  E7ENIKGS. 


3S0.B. 

BT  HBRR  BRBDB. 


White  to  play  and  mate  in  two  moves. 


FBOBLBM9  IK  TWO  HOTKB. 

ISo.  10. 

BY  D'ORVILLB. 

BUCK. 


White  to  plfty  and  mate  in  two  moves. 


CHXIS  FOK  WDTTEB  EVSKIN03. 


BT  HERR  KLING. 


Wiiite  to  play  and  nwte  m  two  mows. 


FSOBUKS  -a  TWO  HOTZa. 


Nona. 

BT  TBE  EDITOR. 


-White  to.  ^07  and  mate  in  two  nxxves. 


GBSm  KW   WINTSK  KTSItIX«. 


FROM  ALEXANDRE'S  BEAUTIES  OFCHBSB. 


White  moving  first,  drawa  the  game. 


PKOBLBMS  m  TWO  TtOVtS. 


9^0.14. 

BT  CLARE. 


Wtute  to  i^ay.    Compebi  Black  to  mate  in  two  movM. 


US  CBUfl  FOK  WINTBB  XTXNIKI»I. 


Wo.  15. 

BY  THE  EDITOR. 


WUte  to  pisj,  and  disv. 


THE  MONKEY 

AND 

THE   GASCON   CHESS   KNIGHT 


iM  CRKn  rOS   WIXTKB   KVJUfWGS. 


THE  MO?IKET 


1 


AKB 


THE    OASC015  cHEstr-^  r: 


I 


.a 


cjved    * 


'oa 


CBBU  Soa.  WIMTBS  BTSmNOS. 


V6M     . 

BT  HERR  KLING. 


White  to  play  and  mate  in  two  ibofm. 


.  PSOUSKS  -a  TWO  MOTXS. 


Wall 

BT  THE  EDITOR. 


.White  ti>  ^qr  and  mate  in  two  moves. 


CHESB  FOS  wnrrSE  bvbiuhob. 


No.  13. 

FROM  ALEXANDRE'S  BEAUTIES  OF  CHESB. 


Whits  moTing  first,  draws  the  game. 


PEOBLEMS  nr  TWO  HOVM. 


■Bro.14. 


BY  CLAKB. 

(Fism  a»  O.  F.  Cfamddlt.} 


While  to  i^y.    Compels  Black  to  mate  in  two  n 


CBSaS  FOK  WINTEB  SVBMINOJI.  . 


Jfo.15. 

BY  THE  EDITOR. 


White  to  play,  and  draw. 


THE  MONKEY 

AND 

THE  GASCON   CHESS   KNIGHT. 


>  THE  MONKEY  AND  THE  GASCON  CHESS  KNIGHT. 

**  Al  ajedrex  lafkena  es  relativa." 

In  times  gone  by  there  dwelt  in  the  good  city  of  Bonieanx  a 
chess-player,  whose  skill  in  the  royal  game  had  gained  him  the  uni- 
versal cognomen  of  the  "  Chevalier  de  I'Echiquier."  No  rival  had 
he  met  with  in  all  his  native  province  of  Gascony;  and  to  contest  a 
game  at  all  with  him,  or  even  to  merit  his  approbation,  was  deemed 
high  honor  by  the  most  illustrious  in  the  game.  In  all  chess  matters 
his  word  was  law,  and  he  conld  not  touch  et  pawn  without  eliciting 
bursts  of  applause  from  the  by-standers. 

Our  Gascon  was  enjoying  the  plenitude  of  all  this  glory,  when 
there  chanced  to  pass  through  Bordeaux  a  certain  Spanish  Cavalier, 
who  hearing  of  otir  hero's  great  skill,  sought  an  opportunity  of  judg- 
ing of  his  prowess  in  the  game.  He  accordingly  was  presented,  and 
having  premised  his  wish  to  be  admitted  to  the  honor  of  contending 
with  the  renowned  professor,  by  stating  that  the  best  player  in  Spain 
usually  gave  him  the  odds  of  the  Rook,  and  played  without  seeing 
the  board,  our  knight  unhesitatingly  bowed  assent,  removed  his 
Queen's  Rook  from  the  board,  retired  to  an  opposite  comer,  and 
addressing  his  opponent,  Sir  Cavalier,  said  he,  I  give  you  the 
Rook,  the  move  is  mine ;  King^s  Paum  two  sq,  ,  .  ,  May  I  inquire 
whether  you  have  many  very  strong  players  in  Spain  ? 

Many  Sir.  .  .  .  King^s  Pavm  two  sq, 

K,  B.  to  Q.  B,  4ih  sq.    Please  name  them.  , 

Since  the  death  of  our  cdebrated  Ruy  Lopez,  Don  Diego  de 
Lucena,  whose  grandsire  was  one  of  our  earliest  writers  on  the  game, 
has  not  degenerated  from  the  parent-stock.  He  is  unquestionably  a 
fine  player,  but  he  cannot  compare  with  ,  .  .  K.  B.  to  Q.  B,  Aih. 

With  wh(»n,  pray  ?     Q.  to  K,  2d  sq, 

With  Don  Gabriel  de  Rojas.  ,  ,  .  Q,to  K,2d  sq. 

— — -  De  Rojas  ?  .  .  I  never  heard  the  name.  .  .  Q.  Ei*  to  B, 
Msq, 


FROM  ALEXANDRE'S  BEAtlTIBB  OF  CHESB. 


White  moving  first,  draws  the  game. 


PBOBLEHS  HT  t 


JTo-W. 


BY   CLAEE. 
(Fnn  Oh  C.  P.  Chmkl*.) 


White  to  plfty-    Compels  Black  to  mate  in  two  mores. 


I  rOB  WINTER  STBHIHOS.  . 


BY  THE  EDITOR. 


White  to  playi  and  drair. 


THE  MONKEY 


AND 


THE  GASCON   CHESS   KNIGHT. 


K8S  n>B  WINTBB  BTBHIHQS. 

Le  Chbvaubb  (Black). 


MoNiTO  (White). 

At  this  point,  Monito,  mth  the  saroe  queer  chatter  aa  before, 
darted  away  with  all  the  nimbleneaa  of  hia  tribe,  and  in  an  instant  he 
WIS  perched  on  the  top  of  Ms  master's  cabinet.  The  GoHCon  looked 
aronnd  inquiringly  at  Don  Gabriel. — "Do  you  not  see,"  said  the 
latter,  "  that  your  game  is  irretrievably  lost  ?"  Play  as  you  will  yon 
are  checkmated  in  exactly  ax  moves,  and  most  assuredly  you  need 
not  be  surprised  ai  Mtmito's  feeling  some  apprehension  for  the  cod- 
sequenoes  of  his  victory."  Then  with  a  tone,  betokening  siHneirbit 
of  superiority,  he  added  in  his  own  noble  lanpiage,  "  3ft  amigo,  m 
nada  es  la  fuerza  mas  relaliva  que  en  el  juego  de  i^edret."  "  My 
(iiend,  nothing  exemphlies  more  forcibly  than  the  game  of  Chess,  tbt 
Bftength  is  Tetatfre.  Seldom  do  I  now  experience  defeat,  but  know 
that  the  time  was  when  from  our  mnch  lamented  Ruy  Lopex  de  &■ 
gtaa,  I  -nanally  received  the  odds  of  Pawn  and  more." 

After  hia  discomfiture,  oui  hero  deeming  it  nseleea  to  prolong  hii 


IBB  Koifrsr  Aim  tbs  qascos  cbbss  xmaar.      lOS 

■Uy  in  Seville,  mdlj  wended  his  way  back  to  the  weiw  of  bb  f<xmer 
triiim[die}  and  when,  apcm  his  airival,  hii  Cheai'&ieiidi  eagertj 
inqnired  whether  be  had  won  of  Don  Gabriel  de  Bops ;  "  Alu  I" 
reidied  be,  "  I  coold  not  even  win  or  hie  monkey." 


White  lias  the  more,  and  engages  to  give  mate  wittAui 
pwving  bis  K.  once,  or  capturing  any  of  tbe  adverse  Pawns- 
la  bow  many  moves  can  be  effect  this  }    . 


BOOK  III. 

THE  KING'S  KNIGHT'S  OPENING. 

ELEMENTARY  ANALYSIS.— THE  GroOCO  PIANO  OPENING 
EXAMINED.— THE  QUEEN'S  PAWN  TWO  OPENING- 
TWELVE  PROBLEMS.— HOW  A  WORLD  WAS 
WON,  OR  A  GAME  OF  CHESS  IN  1493. 


THE  KING'S  INIOHrS  OPENING. 


LESSON  I. 


When,  after  each  party  has  played  his  K.  P.  two  sq.,  First 
Player  attacks  E.  P.  at  once  with  K.  Kt.,  the  game  is  termed 
the  King^s  Knight's  Opening.  The  most  important  branches 
df  Chess  spring  from  this  move,  which  is  perhaps  more  used 
than  any  other,  its  claims  to  patronage  bei{ig  founded  on  the 
soundest  principles.  Hence  the  lengthy  analysis  this  opening 
has  undergone  in  every  treatise  of  note.  It  being  our  inten- 
tion to  give  many  examples  of  this  game,  and  of  certain 
branches  springing  from  it,  as  they  have  occurred  over  the 
board  between  the  most  distinguished  players,  we  shall 
confine  ourselves  in  the  present  lesson  to  a  rudimentary 
examination  of  a  few  of  the  obvious  methods  of  meeting  the 
sortie  of  Knight,  beginning  with  the  most  exceptionable.  The 
best  move  &r  Black,  in  answer  to  K.  Kt.,  is  Q.  Kt.  to  6.  3d, 
defending  P.,  and  playing  forth  a  piece.  Suppose  such  move 
to  be  played,  and  to  be  followed  by  each  party  moving  K. 
B.  to  Q.  B.  4th,  the  game  becomes  the  Giuoco  Piano  of 
Italian  writers. 

ELEMENTARY    ANALYSIS. 
FIRST  GAME. 

WhUe.  Black. 

1.  K.  P.  two  sq.  1.  K.  P.  two  sq. 

2.  E.  Kt.  to  K.  B.  3d  sq. 

Your  Kt.  now  attacks  his  King's  P.,  and  as  he  has  sev 
eral  methods  of  defending  it,  there  is  great  variety  in  this 
game.     We  have  already  said  that  the  best  move  fi)r  Black 
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is  Q.  Kt.  to  Q.  B.  3d  sq. ;  but  he  may  play  cme  oi  ihB  fiil- 

lowing: 

1.  K.  B.  toQ.ddsq. 

2.  Q.  to  K.  B.  3d  sq. 

3.  Q.  P.  one  sq. 

4.  K.  Kt.  to  K.  B.  3d  sq. 

We  shall  suppose  Black  now  to  play 

2.  K.  B.  to  Q.  3d  sq. 

One  would  naturally  suppose  this  move  cannot  be  good, 
inasmuch  as  it  prevents  the  Queen's  P.  from  being  played, 
and  consequently  confines  his  pieces.  The  £)llowing.iiioTes 
will  show  you  how  to  take  advantage  of  it : 

WhUe. 
8.  K.  B.  to  Q.  B.  4th  sq.        3.  K.  Kt.  to  B.  3d  sq. 

4.  Q.  P.  two  sq.  4.  K.  Kt.  takes  P. 

As  he  might  have  played  Q.  B.  P.  one  sq.  on  the  3d 
moyey  a  variation  will  be  given.  Instead  of  taking  your 
King's  Pawn,  he  might  have  played  Q.  Kt.  to  B.  3d  sq.  See 
the  second  variation.  If  he  had  taken  your  Q.  P.  (4th  move), 
you  would  have  won  a  piece  by  advancing  King's  P.  one  aq. 

5.  Q.  P.  takes  P.  5.  K.  B.  to  Q.  B.  4th  sq. 

You  might  now  take  his  King's  Bishop's  Pawn  with 
King's  Bishop,  and  on  his  taking  the  Bishop,  play  Queen  to 
her  5th  sq.,  checking  and  winning  K.  Kt. ;  but  it  is  rather 
better  to  play  Q.  to  her  5th  sq.,  because  you  threaten  check- 
mate, and  you  also  attack  the  undefended  Knigbt ;  therefore, 

6.  Q.  to  her  5th  sq.  6.  K.  B.  takes  K.  B.  P.  check. 

7.  K.  to  his  2d  sq.  7.  Castles. 

8.  Q.  takes  Kt.  8.  K.  B.  to  Q.  Kt.  3d  sq. 

Your  game  is  very  superior  to  his,  having  won  a  piece 
fcr  a  Pawn  ;  you  have  besides  a  very  powerful  attack  ;  your 
next  move  should  be  K.  Kt.  to  its  5th  sq.,  and  afterwards,  K. 
R.  to  K.  B.  sq.  It  was  better  for  you  to  play  King  to  his 
second  than  to  Queen's  sq.,  because  you  attacked  his  King's 
Bishop,  whicb  was  afterwards  compelled  to  move. 
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First  Variatumy  beginning  at  2d  move  of  Black* 
We  resume  the  moves. 

White.  Black. 

1.  K.  P.tioosq.  1.  The  same. 

2.  K.  Kt.  to  B.  Sd.  sq.         2.  K.  B.  to  Q.  Sd  sq. 
8.   K.  B.  toQ.  B.4th  sq.      8.  Q.  B.  P.  one  sq. 

4.  Q.  P.  two  sq.  4.  P.  takes  P. 

5.  Q.  takes  P.  5.  Q.  to  K.  2d  sq. 

6.  Q.  takes  K.  Kt.  P.  6.  Q.  to  K.  B.  dd  sq. 

7.  K.  B.  takes  K.  B.  P.  ch'k.  7.  Q.  takes  B. 

8.  Q.  takes  R. 

You  have  much  the  best  of  the  game,  havmg  gained  a 
Rook  and  two  Pawns  for  a  Bishop.  If  on  the  5tfa  move  he 
had  played  K.  B.  to  its  sq.  to  defend  K.  Kt.  P.,  you  would 
have  played  K.  Kt.  to  K.  5th  sq.,  attacking  his  K.  B.  P.  If 
he  had  not  taken  your  Bishop  on  the  7th  move,  you  would 
have  won  his  Q.  by  playing  Q.  B.  to  K.  Kt.  5th  sq. 

Second  VariaMon,  beginning  at  Ath  move  of  Black. 
Let  us  again  resume  the  moves. 

White.  Black. 

1.  K.  P.  two  sq.  1.  The  same. 

2.  K.  Kt.  to  B.  9d  sq.  2.  K.  B.  to  Q.  Sd  sq. 

3.  K.  B.  to  Q.  B.  4th  sq.  3.  K.  Kt,  to  B.  Sd  sq. 

4.  Q.  P.  two  sq.  4.  Q.  Kt.  to  Q.  B.  Sd  sq. 

5.  Q.  P.  takes  P.  5.  K.  B.  takes  P.  {A) 

6.  K.  Kt.  to  its  5th  sq.  6.  Castles. 

7.  K.  B.  P.  two  sq.  7.  K.  B.  to  Q.  5th  sq. 

8.  K.  P.  one  sq. 

You  have  an  excellent  position ;  if  he  were  to  remoiva 
King's  St.,  you  ought  to  play  Queen  to  K*  R.  5th  sq. 

(A) 

5.  Q.  Kt.  takes  P. 

6.  Kt.  takes  Kt  6.  K.  B.  takes  Kt. 

7.  K.  B.  P.  2d  sq.  7.  K.  B.  to  Q.  3d  sq. 

8.  K.  P.  one  sq.,  and  wins  a  piece. 

9* 
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If  Black  instead  of  removing  his  Bishop  (7th  move),  had 
taken  your  King's  P.  with  King's  Kt.,  it  would  not  have  been 
good  play  to  take  his  Bishop,  because  he  would  have  a  stnnig 
attack  upon  you  by  checking  you  with  Q.  at  K.  R.  5th  sq. : 
you  ought  to  play  Q.  to  K.  R.  5th  sq.,  and  afterwards  take 
his  Bishop. 

SECOND  GAME. 

White.  Black. 

1.  K.  P.  twosq.  1.  The  same. 

2.  K.  Kt.  to  B.  3d  sq.  2.  Q.  to  K.  B.  Sd  sq. 
8.  K.  .B.  to  Q.  B.  4th  sq.      3.  Q.  to  K.  Kt.  3d  sq. 

Black  now  attacks  two  undefended  Pawns ;  but  he  oaQr 
not  take  either  of  them  without  loss,  as  will  presently  be 
shown.  If  on  the  third  move  he  had  played  K.  B.  to  Q.  B* 
4lh  sq.,  you  might  have  castled. 

4.  Q.  P.  one  sq.  (A)  4.  Q.  takes  K.  Kt.  P. 
You  will  now  win  his  Queen ;  for  example^ 

5.  K.  B.  takes  K.  B.  P.,  ch. 

If  he  take  the  Bishop,  you  play  King's  Rook  to  King's 

Kt.'s  sq. ;  if  he  then  take  the  Rook,  you  of  course  win  the  Q. ; 

and  if  he  play  Q.  to  K.  R.  6th  sq.,  you  check  K.  and  Q.  with 

Kt. ;  therefore, 

5.  K.  to  his  2d  sq. 

6.  K.  R.  to  K.  Kt.  square.    6.  Q.  to  K.  R.  6th  sq. 

7.  K.  R.  to  K.  Kt.  3d  sq. 

As  the  Q.  has  no  place  to  move  to,  the  best  thing  Black 
can  do  is,  to  take  the  Rook  and  afterwards  the  Bishop ;  but 
your  game  would  even  then  be  far  superior  to  his.  We  shall 
now  show  you  that  you  may  leave  the  K.  P.  undefended^  and 
that  he  cannot  take  it  without  loss. 

(A) 

4.  Castles.  4.  Q.  takes  K.  P. 

6.  K.  B.  takes  K.  B.  P.,  ch. 
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It  is  evident  that  if  he  take  the  Bishop^  you  check  Bang 
and  Queen  with  Kt. ;  therefore. 


FIEST  DBFBNCB. 

White  Black. 

5.  K.  to  Q.  sq. 

6.  E.  Et.  takes  E.  P. 

If  he  were  to  take  the  Et.,  you  would  win  his  Q.  or 
checkmate  him,  hy  playing  Eing's  Rook  to  Bang's  sq. ; 
therefore, 

6.  E.  Et.  to  B.  3d  sq. 

7.  E.  R.  to  E.  sq. 

You  have  evidently  the  best  of  the  game,  having  won  a 
Pawn  and  prevented  his  castling. 

SECOND  DEFENCE. 

5*  E.  to  his  2d  sq. 

It  would  be  bad  t>lay  to  take  his  E.'s  P.  with  E.  Et., 
because  he  would  take  the  Et.,  and  on  your  attacking  the  Q. 
with  R.,  he  would  take  the  R.,  and  then  the  B.,  winning  three 
pieces  for  the  Queen,  which  would  be  more  than  an  equiva- 
lent; therefore, 

6.  R.  to  E.  sq.  6.  Q.  to  E.  B.  5th  sq. 

7.  E.  R.  takes  P.,  check.       7.  E.  takes  B. 

8.  Q.  P.  two  sq.  8.  Q.  to  E.  B.  3d  sq. 

9.  E.  Et.  to  his  5th  sq.  check.  9.  E.  to  Et.  3d  sq. 

10.  Q.  to  her  3d  sq.,  check. 

If  he  play  E.  to  R.  dd  sq.,  you  checkmate  by  playing 
Et.  to  E.  B.  7th  sq. ;  therefore, 

10.  E.  toR.  4thsq. 

11.  E.  Et.  p.  two  sq.,  ch.        11.  E.  takes  P.,  or  plays  to 

12.  Q.  to  E.  R;  3d  sq.  and  E.  R.  6th. 

checkmates. 
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THIRD  GAME. 

Whiie.  Slack. 

1.  E.  P.  two  sq.  1.  The  same. 

2.  K.  Kt.  to  B.  Sd  sq.  2.  Q.  P.  one  sq. 

This  is  a  much  better  method  of  defendiDg  the  Esn^m 
Pawn  than  the  preceding ;  the  chief  objection  to  it  is,  that  it 
confines  the  King's  Bishop. 

8.  Q.  P.  two  sq. 

* 

FisST  DEFBIYCE. 

3.  K.  B.  P.  two  sq. 
4.  Q.  P.  takes  P;  4.  K.  B.  P.  takes  P. 

6.  K.  Kt.  to  its  5th  sq. 

It  would  be  bad  play  to  take  the  Pawn,  because  you 
would  exchange  Queens,  and  then  che6k  King  and  Rook  with 
the  Kt. ;  therefore, 

6.  Q.  P.  one  sq. 

6.  P.  to  K.  6th  sq.  6.  K.  Kt.  to  R.  Sd  sq. 

7.  Q.  checks.  7.  K.  Kt.  P.  one  sq. 

8.  Q.  to  K.  R.  3d  sq. 

Your  position  is  very  superior  to  Black's ;  the  Pawn  at 
K.  6th  sq.  confines  his  Q.  B.,  and  you  threaten  to  take  his 
E.  P.  with  the  Kt.,  attacking  his  K.  Kt.  with  Q.  B. 

SECOND  DEFENCE. 

3.  Q.  B.  to  K.  Kt.  5th  sq. 

4.  Q.  B.  P.  one  sq. 

In  the  first  place, 

4.  K.  Kt.  to  K.  B.  3d  sq. 

5.  Q.  to  Q.  R.  4th  sq.,  ch. 

If  he  play  Q.  to  her  2d  sq.,  you  play  Q.  to  Q.  Kt.  Sd  sq., 
attacking  Q.  Kt.  P. ;  but  if 
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WkiU.  Black. 

5.  Q.  B.  to  Q.  2d  8q. 

6.  Q.  to  to  Q.  Kt.  3d  sq.         6.  K.  Kt.  takes  P. 

7.  Q.  takes  Q.  Kt.  P.  7.  Q.  6.  to  its  3d  sq. 

8.  K.  B.  to  Q.  Kt.  5th  sq.       8.  Q.  to  her  2d  sq. 

9.  Q.  takes  R.  9.  Q.  B.  takes  Q. 

10.  K.  B.  takes  Q.,  ch.  10.  Q.  Kt.  takes  K.   B. 

Having  gained  a  Rook  for  a  Bishop,  you  have  of  course 
the  best  of  the  game.  Black  ought,  on  the  7th  move,  to  have 
played  Q.  Kt.  to  Q.  B.  3d  sq. ;  you  would,  however,  even 
then  have  had  the  best  of  the  game. 

In  the  second  place, 

4.  Q.  B.  takes  Kt. 

5.  Q.  takes  Q.  B.  5.  P.  takes  P. 

6.  P.  takes  P.  6.  K.  Kt.  to  B.  dd  sq. 

7.  K.  B.  to  Q.  B.  4th  sq. 

Your  position  is  superior  to  his.  If  he  were  now  to  play 
K.  B.  to  K.  2d  sq.,  you  would  have  an  excellent  game  by 
advancing  K.  P. 

FOURTH  GAME. 

1.  K.  P.  two  sq.  1.  The  same. 

2.  K.  Kt.  to  B.  3d  sq.  2.  K.  Kt.  to  B.  3d  sq. 

3.  K.  Kt.  takes  P. 

FmST  DEFENCE. 

3.  Q.  to  K.  2d  sq. 

4.  Q.  P.  two  sq.  4.  Q.  P.  one  sq. 

5.  K.  Kt.  to  B.  dd  s^.  5.  Q.  takes  K.  P.,  ch. 

6.  K.  B.  to  K.  2d  sq.  6.  Q.  B.  to  K.  Kt.  5th  sq. 

7.  K.  castles. 

Tour  position  is  rather  superior  to  Black's. 

9 
SECOND  DEFENCE. 

3.  K.  Kt.  takes?. 
4.  Q.  to  K.  2d  sq. 
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If  he  were  to  to  remoye  K.  Kt.,  you  would  win  his  Q.  by 
playing  E.  Kt.  to  Q.  B.  0th  sq.,  checking  K. ;  therefore. 

White.  Black. 

4.  Q.  to  K.  2d  sq. 

5.  Q.  takes  Et.  5.  Q.  P.  one  sq. 

Tou  cannot  remove  the  Et.  on  account  of  the  position  of 
the  Queen ;  therefore, 

6.  Q.   P.  two  sq.  6.  E.  B.  P.  one  sq. 

7.  E.  B.  P.  two  sq.  7.  Q.  Et.  to  Q.  2d  sq. 

8.  Q.  Et.  to  Q.  B.  3d  sq.  8.  Q.  P.  takes  Et. 

9.  Q.  Et.  to  Q.  5th  sq.  9.  Q.  to  her  3d  sq. 

10.  Q.  P.  takes  P.  10.  P.  takes  P. 

11.  P.  takes  P« 

If  he  were  to  take  the  Pawn  with  the  Q.,  yon  would 
exchange  Queens,  then  take  Q.  B.  P.  with  the  Et.,  winning 
Q.  R.  If  he  were  to  take  the  P.  with  Q.  Et.,  you  would  win 
it  by  playing  Que^i's  B.  to  Eing's  B.  4th  sq. ;  therefore, 

11.  Q.  toQ.  B.4thsq. 

12.  Q.  Et.  P.  two  sq.  12.  Q.  to  Q.  B.  3d  sq. 

13.  E.  B.  Q.  Et.  5th  sq. 

If  he  take  the  Bishop,  you  check  E.  and  Q.  with  the 

Et. ;  therefore, 

13.  Q.  to  E.  Et.  3d  sq. 

14.  Q.  takes  Q.  14.  P.  takes  Q. 

Enight  takes  Q.  B.  P.,  checks,  and  wins  Q.  R. 

FIFTH  GAME. 

1.  E.  P.  two  sq.  1.  The  same. 

2.  E.  Et.  to  B.  3d.  sq.  2.  Q,  Et.  to  Q.  B.  3d  sq. 

3.  E.  B.  to  Q.  B.  4th  sq. 

Black  now  defends  the  Eing's  Pawn  in  the  best  manner ; 

his  next  move  ought  to  be  E.  B.  to  Q.  B.  4th  sq- ;  we  shall, 

*^wever,  suppose  him  to  play, 

V  3.  E.  Et.  to  E.  B.  3d  sq. 

K.  Et.  to  its  5th  sq. 
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FnsT  DEFBKCE. 

4.  E.  Kt.  takes  K.  P. 
It  would  be  bad  play  to  take  K.  B.  P.  with  K.  Kt.,  becaiue 
he  would  play  Q.  to  E.  R.  5th  sq.,  having  a  powerful  attack ; 
neither  would  it  be  right  to  take  hie  Et.,  because  he  would 
advance  Q.  P.  two  squarea,  recovering  the  piece  ;  your  best 
move  is, 

5.  E.  B.  takes  E.  B.  P.  ch.      5.  K.  to  hie  2d  sq. 

6.  Q.  P.  one  sq. 

If  he  take  your  Kt.,  you  evidently  win  his  Q.  by  retak- 
ing. If  he  play  E.  Et.  to  Q.  3d  sq.,  you  also  win  the  Q. 
by  pla}^ng  Et.  to  E.  6th  aq. ;  for  if  he  take  it,  you  check  E. 
and  Q.  with  Q.  B. ;  his  best  move  is  to  play  E.  Et.  to  K.  B. 
3d  sq. ;  you  then  remove  your  K.  B.,  having  evidently  the 
best  of  the  game. 

SECOND  DEFBMCB. 

4.  Q.  P.  two  sq. 

5.  K.  P.  takes  P. 

In  the  £rst  place, 

5.  Q.  Et.  to  Q.  R.  4th  sq. 

6.  E.  B.  checks.  6.  Q.  B.  to  Q.  2d  sq. 

7.  Q.  to  K.  2d  sq. 

You  have  gamed  a  Pawn,  and  have  a  good  podtion. 
Id  the  second  place, 

6.  E.  Kt.  takes  P. 
6.  Q.  P.  two  sq. 

If  be  were  to  take  the  Q.  P.  with  Q,  Et.  you  would  win 
B  piece  by  playing  Q.  B.  P.  one  sq.  If  t 
K.  P.,  you  may  sacrifice  the  Kt.  by  takii 
P.  You  might  also  on  the  6th  move  have 
8d  aq. ;  but  the  best  move  b  at  oace  to  s« 
by  taking  K.  B.  P.,  subsequently  oheckioj 


908  cHBss  voE  wnnsK  stbhings. 

8d,  if  Black  take  the  piofiered  Kt.  with  K. ;  but  the  suooeed- 
ing  moves  are  too  d^cult  for  any  but  very  experienced 
players  to  understand ;  they  are  given  at  length  in  hewvfm 
seccmd  series  of  Lessons,  to  which  the  student  is  referred. 


SIXTH  GAME. 

White.  Black. 

1.  K.  P.  two  sq.  1.  The  same. 

2.  K.  Et.  to  B.  dd  sq.  2.  Q.  Kt.  to  B.  3d  sq. 

S.  E.  B.  to  Q.  B.  4th  sq.         3.  K.  B.  to  Q.  B.  4th  sq. 

4.  Q.  B.  P.  one  sq. 

No.  1. 

4.  E.  Et.  to  E.  2d  sq. 

5.  E.  Et.  to  its  5th  sq.  5.  Castles. 

6.  Q.  to  E.  R.  5th  sq.  6.  E.  R.  P.  one  sq.  r 

Black  played  ill  in  moving  E.  Et.  to  E.  2d  sq. ;  it  is  sel- 
dom the  Et.  can  be  played  to  that  square  in  the  beginning, 
with  safety  ;  it  would  have  been  much  better  to  have  played 
it  to  E.  B.  3d  sq.,  you  could  not  then  have  played  Q.  to  E. 
R.  5th  sq.  As  he  might  have  played  Q.  P.  two  sq.  instead 
of  castling,  a  variation  will  be  given  on  that  move. 

7.  E.  Et.  takes  E.  B.  P. 

In  the  first  place, 

7.  Q.  to  E.  sq. 

8.  E.  Et.  takes  E.  R.  P.,  ch.  '  8.  E.  to  R.  2d  sq. 

9.  E.  Et.  to  E.  B.  7th  sq.,  ch.      9.  E.  to  Et.  sq. 
10.  Q.  to  E.  R.  8th,  and  checkmates. 

In  the  second  place, 

7.  E.  R.  takes  Kt. 
8.  E.  B.  takes  R.,  ch.  8.  E.  to  R.  2d  sq. 

Tou  have  evidently  the  best  of  the  game,  having  gained 
a  Rook  and  P.  for  a  Et. 


V 


1 J 
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Variation,  hegimdng  ai  5ih  move  of  Black. 
White.  Black. 

5.  Q.  P.  two  sq. 

6.  K.  P.  takes  P.  6.  K.  Kt.  takes  P. 

7.  Q.  P.  two  sq.  7.  P.  takes  P. 

8.  K.  Et.  takes  K.  B.  P.  8.  Q.  to  K.  2d  sq.,  ch. 

9.  Q.  to  E.  2d  sq.  9.  Q.  takes  Q. 

10.  E.  takes  Q.  10.  E.  takes  E.  Kt. 

11.  E.  B.  takes  Et.,  ch.  11.  Q.  B.  to  E.  3d  sq. 

12.  E.  B.  takes  Q.  Et.  12.  P.  takes  E.  B. 

This  is  a  much  better  method  of  play  for  Black  than  the 

former ;  you  have,  however,  the  best  of  the  game,  as  his 

Pawns  are  separated. 

No.  2. 

4.  E.  Et.  to  E.  B.  3d  sq. 
^.  Q.  P.  two  sq.  5.  E.  B.  to  Q.  Et.  3d  sq. 

In  a  variation,  he  takes  Q.  P.  with  E.  P.,  which  is  bettor 
play. 

6.  Q.  P.  takes  P. 

In  the  first  place, 

6.  E.  Et.  takes  E.  P. 

7.  Q.  to  her  5th  sq.  7.  E.  B.  takes  E.  B.  P.,  ch. 

8.  E.  to  his  2d  sq. 

It  is  evident  that  Black  must  lose  a  piece,  arising  from  his 
haying  ta^n  your  Eing's  Pawn. 

In  the  second  place, 

6.  E.  Et.  to  E.  R.  4th  sq. 

7.  E.  B.  takes  E.  B.  P.,  ch.    7.  E.  takes  B. 

8.  E.  Et.  to  its  5th  sq.,  ch. 

If  he  play  E.  to  Et.  sq.,  you  should  check  with  Q.  at  her 
5th  sq.  If  he  play  E.  to  Et.  3d  sq.,  you  will  win  his  Q.  at 
the  least,  by  playing  Q.  to  E.  Et.  4th  sq. ;  therefore, 

8.  E.  to  his  sq. 

9.  Q.  takes  Et.,  oh. 

White  has  the  best  of  the  game. 
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In  the  third  place, 
Wkiie.  Black, 

6.  K.  Kt.  to  its  5th  sq. 

7.  K.  B.  takes  K.  B.  P.,  ch.    7.  K.  to  B.  sq. 

8.  Q.  B.  to  K.  Kt.  5th  sq.       8.  K.  B.  takes  K.  B.  P.,.c]u 

9.  K.  to  his  2d  sq.  9.  Q.  Kt.  to  K.  2d  sq. 

10.  Q.  to  Q.  Kt.  3d  sq.  10.  K.  B.  to  Q.  Kt.  3d  sq. 

11.  K.  B.  to  K.  R.  5th  sq.^  winning  a  piece  with  a  very 
powerful  attack. 

Variation,  heginning  at  bih  move  of  Black. 

6.  K.  P.  takes  P. 

6.  K.  P.  one  sq. 

If  he  play  K.  Kt.  to  K.  R.  4th  sq.,  you  play  K.  Kt.  to  its 
5th  sq.,  &c.  If  he  play  it  to  K.  Kt.  5th  sq.,  you  take  his  K. 
B.  P.  with  K.  B.,  &;c. ;  therefore, 

6.  K.  Kt.  to  K.  5th  sq. 

7.  K.  B.  to  Q.  5th  sq.  7.  K.  Kt.  takes  K.  B.  P. 

8.  K.  takes  Kt.  8.  P.  takes  Q.  B.  P.,  check. 

9.  K.  to  his  sq. .  9.  P.  takes  Q.  Kt.  P. 
10.  Q.  B.  takes  P. 

There  is  not  much  difierence  in  the  game ;  the  advantage 
is,  however,  on  your  side. 

SEVENTH  GAME. 

1.  K.  P.  twosq.  1.  The  same. 

2.  K.  Kt.  to  B.  3d  sq.  2.  Q.  Kt.to  B.  dd  sq. 

3.  K.  B.  to  Q«  B.  4th  sq.  3.  K.  B.  to  Q.  B.  4th  sq. 

4.  Q.  B.  P.  one  sq.  ;4.  Q.  to  K.  2d  sq. 

Black's  4th  move  was  formerly  supposed  to  he  the  only  one 
that  would  efiectually  prevent  the  White  from  playing  Q.  P. 
two  sq. ;  it  has  since  been  discovered  that  the  P.  may  be 
played  two  sq. ;  this  will  be  shown  in  a  variation^ 

5.  K.  castles.  5.  Q.  P.  one  sq. 

fk  Q.  P.  one  sq.  6.  Q.  B.  to  K.  3d  sq. 

Black's  5th  move  was  the  best  he  could  play ;  it  may  be 
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tak^  BB  a  general  nile,sthat  wh«i  the  adversary  casdesy  if 
you  have  not  already  moved  your  Q.  P.,  it  is  good  play  to 
moV-e  it  one  square.  You  might,  on  the  6th  move,  have 
played  your  Q.  P.  two  sq.  Black's  6th  move  is  not  the  heat 
he  could  play ;  E.  Kt.  to  K.  B.  3d  sq.,  or  K.  B.  to  Q.  Et  3d 
sq.,  would  have  been  much  better. 

White.  Black. 

7.  K.  B.  to  Q.  Et.  5th  sq.      7.  Q.  R.  P.  one  sq. 

8.  K.  B.  to  Q.  R.  4th  sq.       8.  Q.  Et.  P.  two  sq. 

9.  K.  B.  to  Q.  B.  2d  sq. 

You  have  a  very  good  game ;  Black  ought  now  to  play 

Q.  B.  to  E.  Et.  5th  sq. ;  if  he  were  to  play  out  E.  Et.  in 

order  to  castle,  he  would  lose  a  piece  or  two  Bishops  for  a 

Rook  ;  for  example : 

9.  E.  Et.  to  B.  3d  sq. 

10.  Q.  P.  one  sq.  10.  P.  takes  P. 

11.  P.  takes  P. 

If  he  remove  E.  B.,  you  advance  Q.  P.,  attacking  two 
pieces ;  therefore, 

11.  Q.  B.  to  its  5th  sq. 

12.  P.  takes  E.  B.  12.  Q.  B.  takes  R. 

13.  Q.  takes  Q.  B.,  and  has  the  best  of  the  game. 


Variadon^  hegitmifig  at  bih  move  of  White, 

5.  Q.  P.  two  sq.  5.  P.  takes  P.  * 

6.  Castles. 

FIBST  DEFENCE. 

6.  P.  takes  P. 

7.  Q.  Et.  takes  P.  7.  E.  Et.  to  B.  3d  sq. 

8.  E.  P.  one  sq.  8.  E.  Et.  to  its  5th  sq. 

9.  Q.  Et.  to  Q.  5th  sq.  9.  Q.  to  her  sq. 


10.  Q.  Et.  P.  two  sq. 


*In  place  of  this  move,  secoad  player  would  equalize  the  game  \ff 
r^reatiiig  K.  B.  to  Q.  Kt.  3d. 


312  GHBSS  FOR  WHfEBR  KVBNINOS. 

In  the  first  plaoe, 
WhiU.  Black. 

10.  Q.  Kt.  takes  Q.  KJU  P. 

11.  Q.  B.  to  K.  Kt.  5th  sq.      11.  K.  B.  P.  one  sq. 

12.  P.  takes  P.  12.  K.  Kt.  takes  P. 
18.  Q.  to  K.  sq.,  ch.  13.  K.  to  B.  sq. 
14.  Kt.  takes  Q.  Kt.,  and  has  evidently  a  fine  game. 

In  the  second  place, 

10.  K.  B.  takes  P. 

11.  Kt.  takes  K.  B.  11.  Kt.  takes  Kt. 

12.  K.  R.  P.  one  sq.  12.  Kt.  to  K.  R.  3d  sq. 

13.  Q.  B.  to  K.  Kt.  5th  sq.     13.  K.  B.  P.  one  sq. 

14.  P.  takes  P.  14.  P.  takes  P. 

15.  Q.  B.  takes  Kt.,  and  wins. 

SECOND  DEFENCE. 

6.  Q.  p.  one  sq. 

7.  P.  takes  P.  7.  K.  B.  to  Q.  Kt.  3d  sq. 

8.  Q.  Kt.  to  Q.  B.  3d  sq.,  and  White  has  a  better  positioD 
than  Black. 


DEFENCE, 

Black  having  the  first  move. 

We  shall  noi^  suppose  Black  to  play  the  attack  difierent- 
ly  from  the  usual  method,  White  defending. 

FIRST  GAME. 

Black.  White. 

1.  K.  P.  two  sq.  1.  K.  P.  two  sq. 

2.  K.  Kt.  to  B.  3d  sq.  2.  Q.  Kt.  to  B.  3d  sq. 

3.  K.  B.  to  Q.  Kt.  5th  sq.       3.  K.  B.  to  Q.  B.  4th  sq. 

4.  K.  B.  takes  Kt.  4.  Q.  P.  takes  K.  B. 

5.  K.  Kt.  takes  K.  P.  5.  K.  B.  takes  K.  B.  P.,  ch. 

6.  K.  takes  B.  6.  Q.  to  her  5th  sq.,  ch. 

7.  K.  to  B.  sq.  7.  Q.  takes  K.  Kt. 

Tour  position  is  better  than  his. 
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SECOND  GAME. 

Black.  WhUe. 

X.   K.  P.  two  sq.  1.  The  same 

2.  E.  Kt.  to  B.  dd  sq.  2.  Q.  Kt.  to  B.  dd  sq. 

3.  K.  B.  to  Q.  B.  4th  sq.  3.  K.  B.  to  Q.  B.  4th  sq. 

4.  Q.  P.  one  sq.  4.  Q.  P.  one  sq. 

6.   K.  Kt.  to  his  5th  sq.  *  5.  K.  Kt.  to  R.  3d  sq. 

6.  Q.  to  K.  R.  5th  sq.  6.  Castles. 

7.  Q.  B.  P.  one  sq.  7.  K.  to  R.  sq. 

"ITour  7th  move  appears  to  be  a  bad  one,  as  you  leave  your 
K.  B.  P.  to  be  taken  ;  Black  will,  however,  have  the  worst 
oF  the  game  if  he  take  it ;  hr  example : 

In  the  first  place, 

8.  K.  B.  takes  K.  B.  P.  8.  Q.  to  K.  B.  3d  sq. 

9.  Castles.  9.  K.  R.  takes  B. 
10.  K.  Kt.  takes  R.,  ch.           10.  Kt.  takes  Kt. 

Tou  have  the  best  of  the  game.     If  you  had  taken  his 

Bishop  with  your  Kt.,  he  would  have  checkmated  you  with 

his  Queen. 

In  the  second  place, 

•     8.  K.  Kt.  takes  K.  B.  P.,  ch.  8.  Kt.  takes  Kt. 

9.  K.  B.  takes  Kt.  9.  Q.  to  K.  B.  3d  sq. 

10.  K.  B.  to  Q.  Kt.  3d  sq.       10.  Q.  takes  K.  B.  P.,  cb. 

11.  K.  to  Q.  sq.  11.  Q.  takes  Kt.  P. 

Black  must  lose,  as  you  threaten  his  Rook,  and  also  to 
check  K.  and  Q.  with  Q.  B. 

Variation^  beginning  at  bth  move  of  Black. 

5.  Q.  B.  to  K.  Kt.  5th  sq.  5.  Q.  to  her  2d  sq. 

6.  K.  B.  to  Q.  Kt.  5th  sq.  6.  Q.  R.  P.  one  sq. 

7.  K.  B.  takes  Kt.  7.  Q.  takes  B. 

8.  Castles.  8.  K.  B.  P.  one  sq. 

9.  Q.  B.  to  Q.  2d  sq.  9.  K.  Kt.  to  K.  2d  sq. 

The  game  is  equal ;  on  the  5th  move  you  might  have 


*  See  Variation. 
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played  E.  Et.  to  B.  dd  sq.,  or  to  E.  2d  sq. ;  but  it  would  ha¥» 
beoi  bad  play  to  have  moved  E.  B.  P.  one  sq. 

THIRD  GABCE. 

Black.  WkUe. 

1.  E.  P»  two  sq.  1.  The  same. 

2.  E.  Et.  to  B.  3d  sq.  2.  Q.  Et.  to  B.  dd  sq. 

8.  E.  B.  to  Q.  B.  4th  sq.         3.  E.  B.  to  Q.  B.  4th  sq. 

4.  Q.  B.  P.  Que  sq.  4.  Q.  P.  one  sq. 

In  the  first  place, 

5.  Q.  P.  one  sq.  5.  E.  B.  toQ.  Et.  3d  sq. 

6.  Castles.  6.  E.  Et.  to  B.  3d  sq. 

7.  Q.  B.  to  E.  Et.  5th  sq.  7.  Castles. 

8.  Q.  Et.  to  Q.  2d  sq.  8.  Q.  B.  to  E.  Et.  5th  sq. 

The  game  is  quite  equal. 

In  the  second  place, 

5.  Q.  P.  two  sq.  5.  E.  P.  takes  P. 

6.  Q.  B.  P.  takes  P.  6.  E.  B.  to  Q.  Et.  3d  sq. 

7.  Q.  P.  one  sq.  7.  Q.  Et  to  E.  2d  sq. 

The  game  is  equal.  Had  you  played  Q.  Et.  to  Q.  R. 
4th  sq.,  on  the  7th  move,  Black  would  have  removed  E.  B. 
toQ.  3d  sq.,  threatening  to  advance  Q.  Et.  P.  on  your  fi[nigiit 
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.    LESSON  II. 

walker's  DEDI7CTI0NS   FROM   EXAMINATION   OF   K.  XT.'s  OPEN- 

ING.--GAMES   IN   ACTITAL  PLAY. LEADING   GAME.-— GAME  I. 

BETWEEN  THE  CLXJBS  OF  WESTMINSTER  AND  PARIS.— GAMS  II. 

LA  BOTJRDONNAIS  AND   m'dONNEL. GAMS   III.    STANLEY  AND 

aOUSSEAU— HSAME   IV.  WON   BY   POPERT. GABIB  V.  WON    BY 

ST.  AMANT.— GAME  VI.    STAUNTON   AND   ST.    AMANT. GAME 

Vn.    CALVI    AND   KIESERITZKU. GAME  VIII.    STAUNTON   AND 

HORWITZ. GAME   IZ.   WON   BY   JAENISCH. GAME   X.    COCH- 
RANE AND   POPERT. GAME  XI.    ST.   AMANT  AND  COCHRANE. 

—GAME  XU.    CLUBS    OF  BERLIN   AND   BRESLAU.— GAME   XIU. 

BONCOURT   AND   KIESERITZKU GAME     XIV.     STAUNTON    AND 

HORWITZ. GAME     XV.     STANLEY     AND     ANOTHER    STRONG 

FLAYER. 

After  an  examination  of  the  King's  Eiiight's  opening  and 
Giuoco  Piano,  Walker  in  his  "  Art  of  Chess  Play  "  draws 
the  Allowing  deductions  : — 

Black  may  safely  reply  to  your  move  of  K.  P.  2,  with 
E.  P.  2  also,  and  in  answer  to  your  then  attacking  K.  P.  with 
K.  Kt.  on  move  2,  should  play,  as  hest,  Q.  Kt.  to  B.  3d. 

Supposing  each  to  have  played  these  two  moves,  1.  g-  ^'-^ 
2.  Q  gl^toB  ad^  ^^^  White  to  proceed  to  adopt  the  Giuoco 
Piano  by  3.  K.  B.  to  Q.  B,  Ath,  Black's  best  reply  is  to  play 
the  same  move  also. 

The  Giuoco  Piano  being  formed,  and  White  playing  on 
move  4th,  Q.  B.  P.  one,  the  best  answer  is  K.  Kt.  to  B.  3d ; 
though  Q.  to  K.  2d,  may  be  also  risked  by  Black. 

At  a  further  stage  of  the  Giuoco  Piano,  as  set  forth  in  the 
annexed  analysis,  when  you  advance  K.  P.,  attacking  Kt.  at 
move  6,  Black's  stzongest  reply  is  Q.  P.  2. 

The  best  moves  which  can  be  adopted  by  both  parties  in 
the  Giuoco  Piano  being  given  in  the  following  analysis,  the 
safety  of  the  defence  therein  developed  is  perfectly  siUis&at 
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lory.     The  legitimate  result  of  the  regular   Giuooo  Piano 
Opening  is  an  equal  game. 

ANALYSIS. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  Kt.  to  B.  3d.  2.  Q.  Kt.  to  B.  3d. 

3.  K.  B.  to  Q.  B.  4th.  3.  E.  B.  to  Q.  B.  4th. 

4.  Q.  B.  P.  one  4.  K.  Kt.  to  B.  3d. 

6.  Q.  P.  two  (best) — you  may  play  Q.  P.  one,  to  vary  the 
game ;  but  it  is  so  much  less  attacking  than  Q.  P.  two,  as  to 
be  unworthy  of  examination  here. 

5.  P.  takes  P. — ^To  reti^at 
Bishop  is  too  bad  to  be  worth  notice. 

6.  K.  P.  one  (best) — ^If  you  retake  with  P.,  his  Bishop 
checks,  and  he  presently  advances  Q.  P.  2,  breaking  your 
centre  Pawns. 

6.  Q.  P.  two  (best)— If  he 
move  Q.  to  K.  2d,  you  castle.  If  he  play  K.  Kt.  to  Kt.  5th, 
you  do  not  take  K.  B.  P.  with  B.,  checking,  as  advised  by 
some  authors  ;  but  as  sounder  play,  you  take  Q.  P.  with  Q. 
B.  P.,  and  if  he  retire,  B.  to  Q.  Kt.  3d,  you  then  move  K. 
R.  P.  one,  in  order  to  take  K.  Kt.  when  he  retreats  with  Q. 
B.  If  he  play  K.  Kt.  to  K.  5th,  you  answer  with  B.  to  Q. 
5th.  If  he  now  play  K.  Kt.  to  K.  R.  4th,  you  take  K.  B.  P. 
with  B.,  checking. 

7.  K.  B.  toQ.  Kt.  5th.  (best)— If  you  take  Kt.  with  Pawn, 
he  takes  B.  with  P.,  and  if  you  then  take  K.  Kt.  P.  with  P., 
he  moves  R.  to  K.  Kt.  sq.,  and  has  the  better  game. 

7.  K.  Kt.  to  K.  5th. 

If  you  take  P.  with  P.,  he  checks  with  B.,  and  comes  out 
with  an  even  game.  If  you  take  P.  with  K.  Kt.,  he  may 
either  play  Q.  B.  to  Q.  2d,  or  castle  at  once,  having  an  even 
game.* 

*  Jaenisch  advises  Q.  B.  to  Q.  2d  for  2d  player,  and  carries  out  the 
consequences  as  follows : 

White.  Black, 

8.  Kt.  takes  P.  8.  Q.  B.  to  Q.  2d. 

9.  B.  takes  Kt.  9.  B.  takes  B. 

.10.  Castles.  10.  Q.  B.  to  Q.  2d  with  equal  game. 

If  at  move  9  or  10  White  capture  Kt.  with  Kt.,  2d  player  takes  K. 
B.  P.»  checking. 
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WkUe.  Black. 

8.  B.  takes  Kt  check.  8.  P.  takes  B. 

In  the  first  place, 

9.  P.  takes  P.  (best)  9.  B.  to  Q.  Kt.  3d.  (see  A.; 

10.  Q.  Kt.  to  B.  3d.— If  you  play  Q.  B.  to  K.  3d,  he  pushes 
Q.  B.  P.  one.  .  You  may  safely  castle,  this  move,  to  vary  your 
play. 

10.  P.  to  Q.  B.  4th. 

11.  P.  takes  P.  11.  Kt.  takes  Kt. 

12.  P.  takes  Kt.  12.  B.  takes  P. 

13.  K.  Kt.  to  Q.  4th.  13.  Castles.. 

14.  Castles.— ;-The  game  is  even. 

A. 

9.  B.  checks. 

10.  Q.  B.  to  Q.  2d.  10.  B.  takes  B.  checking. — 

If  he  move  Q.  to  K.  2d, 
you  play  Q.  Kt.  to  B.  3d. 

11.  Q.  Kt.  takes  K.  B.      ..     11.  P.  to  Q.  B.  4th.— If  he 

play  Q.  B.  to  Q.  R.  3d, 
*  you  move  Q.  to  Q.  B.  2d. 

12.  liere  you  may  either  castle,  or  play,  as  perhaps  stronger, 
Q.  R.  to  Q.  B.  sq.,  having  rather  the  better  position ;  which 
tends  to  show  that  at  move  9  he  should  retreat,  rather  than 
check  with  B. 

In  the  second  place, 

9.  K.  Kt.  takes  P.  (inferior).        9.  K.  B.  to  Q.  Kt.  3d.— 

He  may  also  castle. 

10.  Q.  B.  to  K.  3d.  10.  Q.  B.  P.  one. 

11.  K.  Kt.  to  Q.  Kt.  3d.  11.  P.  to  Q.  B.  5th  (best). 

12.  B.  takes  B. — If  you  return      12.  R.  P.  takes  B.  (best), 
with  K.  Kt.  to  Q.  4th,  he 

plays  K.  Kt.  to  Q.  B.  4th. 

13.  K.  Kt.  to  Q.  4th.  13.  Q.  to  K.  2d. 

Black's  game  for  choice. 

GAMES  IN  ACTUAL  PLAY. 
In  the  following  games  on  this  opening,  all  of  which  have 
oocurred  in  actual  play  between  eminent  players,  the  student 
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8d,  if  Black  take  the  proffered  Kt.  with  K. ;  but  the  succeed- 
ing moves  are  too  difficult  for  any  but  very  experienced 
players  to  understand ;  they  are  given  at  length  in  Lewis's 
second  series  of  Lessons,  to  which  the  student  is  referred. 


SIXTH  GAME. 

White.  Black. 

1.  K.  P.  two  sq.  1.  The  same. 

2.  K.  Kt.  to  B.  3d  sq.  2.  Q.  Kt.  to  B.  3d  sq. 

8.  K.  B.  to  Q.  B.  4th  sq.         3.  K.  B.  to  Q.  B.  4th  sq. 

4.  Q.  B.  P.  one  sq. 

No.  1. 

4.  K.  Kt.  to  K.  2d  sq. 

5.  K.  Kt.  to  its  5th  sq.  5.  Castles. 

6.  Q.  to  K.  R.  5th  sq.  6.  K.  R.  P.  one  sq.  r 

Black  played  ill  in  moving  K.  Kt.  to  K.  2d  sq. ;  it  is  sel- 
dom  the  Kt.  can  be  played  to  that  square  in  the  beginning, 
with  safety  ;  it  would  have  been  much  better  to  have  played 
it  to  K.  B.  3d  sq.,  you  could  not  then  have  played  Q.  to  K. 
R.  5th  sq.  As  he  might  have  played  Q.  P.  two  sq.  instead 
of  castling,  a  variation  will  be  given  on  that  move. 

7.  K.  Kt.  takes  K.  B.  P. 

In  the  first  place, 

7.  Q.  to  K.  sq. 

8.  K.  Kt.  takes  K.  R.  P.,  ch.  '  8.  K.  to  R.  2d  sq. 

9.  K.  Kt.  to  K.  B.  7th  sq.,  ch.      9.  K.  to  Kt.  sq. 
10.  Q.  to  K.  R.  8th,  and  checkmates. 

In  the  second  place, 

7.  K.  R.  takes  Kt 
8.  K.  B.  takes  R.,  ch.  8.  K.  to  R.  2d  sq. 

Tou  have  evidently  the  best  of  the  game,  having  gained 
a  Rook  and  P.  for  a  Kt. 
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Variation,  beginning  at  bih  maoe  of  Black. 
White.  Black. 

5.  Q.  P.  two  sq. 

6.  K.  P.  takes  P.  6.  K.  Kt.  takes  P. 

7.  Q.  P.  two  sq.  7.  P.  takes  P. 

8.  E.  Kt.  takes  K.  B.  P.  8.  Q.  to  K.  2d  sq.,  ch. 

9.  Q.  to  K.  2d  sq.  9.  Q.  takes  Q. 

10.  E.  takes  Q.  10.  K.  takes  K.  Et. 

11.  E.  B.  takes  Kt.,  ch.  11.  Q.  B.  to  E.  3d  sq. 

12.  E.  B.  takes  Q.  Kt.  12.  P.  takes  K.  B. 

This  is  a  much  better  method  of  play  for  Black  than  the 

fi>rmer ;  you  have,  however,  the  best  of  the  game,  as  his 

Pawns  are  separated. 

No.  2. 

4.  K.  Kt.  to  K.  B.  3d  sq. 
ft.  Q.  P.  two  sq.  5.  K.  B.  to  Q.  Kt.  3d  sq. 

In  a  variation,  he  takes  Q.  P.  with  K.  P.,  which  is  better 
play. 

6.  Q.  P.  takes  P. 

In  the  first  place, 

6.  K.  Kt.  takes  K.  P. 

7.  Q.  to  her  5th  sq.  7.  K.  B.  takes  K.  B.  P.,  ch. 

8.  K.  to  his  2d  sq. 

It  is  evident  that  Black  must  lose  a  piece,  arising  from  his 
having  ta]j%n  your  King's  Pawn. 

In  the  second  place, 

6.  K.  Kt.  to  K.  R.  4th  sq. 

7.  K.  B.  takes  K.  B.  P.,  ch.    7.  K.  takes  B. 

8.  K.  Kt.  to  its  5th  sq.,  ch. 

If  he  play  K.  to  Kt.  sq.,  you  should  check  with  Q.  at  her 
5th  sq.  If  he  play  K.  to  Kt.  3d  sq.,  you  will  win  his  Q.  at 
the  least,  by  playing  Q.  to  K.  Kt.  4th  sq. ;  therefore, 

8.  K.  to  his  sq. 

9.  Q.  takes  Kt.,  ch. 

White  has  the  best  of  the  game. 
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In  the  third  place, 
Whi$e.  Biaek. 

6.  K.  Kt.  to  its  5th  8q. 

7.  K.  B.  takes  K.  B.  P.,  eh.    7.  K.  to  B.  sq. 

8.  Q.  B.  to  E.  Kt.  5th  sq.       8.  K.  B.  takes  K.  B.  P.,  du 

9.  K.  to  his  2d  sq.  9.  Q.  Kt.  to  K.  2d  sq. 

10.  Q.  to  Q.  Kt.  3d  sq.  10.  K.  B.  to  Q.  Kt.  3d  sq. 

11.  K.  B.  to  K.  R.  5th  sq.^  winning  a  piece,  w:ith  a  very 
powerful  attack. 

Variation,  beginning  at  5ih  move  of  Blade. 

5.  K.  P.  takes  P. 

6.  K.  P.  one  sq. 

If  he  play  K.  Kt.  to  K.  R.  4th  sq.,  you  play  K.  Kt.  to  its 
5th  sq.,  dz;c.  If  he  play  it  to  K.  Kt.  5th  sq.,  you  take  his  K. 
B.  P.  with  K.  B.,  &c. ;  therefore, 

6.  K.  Kt.  to  K.  5th  sq. 

7.  K.  B.  to  Q.  5th  sq.  7.  K.  Kt.  takes  K.  B.  P. 

8.  K.  takes  Kt.  8.  P.  takes  Q.  B.  P.,  check. 

9.  K.  to  his  sq.  9.  P.  takes  Q.  Kt.  P. 
10.  Q.  B.  takes  P. 

There  is  not  much  difference  in  the  game ;  the  advantage 
is,  however,  on  your  side. 

SEVENTH  GAME. 

1.  K.  P.  twosq.  1.  The  same. 

2*  K.  Kt.  to  B.  3d  sq.  2.  Q.  Kt..to  B.  Sd  sq. 

3.  K.  B.  to  Q.  B.  4th  sq.  3.  K.  B.  to  Q.  B.  4th  sq. 

4.  Q.  B.  P.  on^  sq.  4.  Q.  to  K.  2d  sq. 

Black's  4th  move  was  formerly  supposed  to  he  the  only  one 
that  would  efiectually  prevent  the  White  from  pltt3ang  Q.  P. 
two  sq. ;  it  has  since  heen  discovered  that  the  P.  may  be 
played  two  sq. ;  this  will  be  shown  in  a  variation, 

5.  K.  castles.  5.  Q.  P.  one  sq. 

^  Q.  P.  one  sq.  6.  Q.  B.  to  K.  3d  sq. 

Black's  5th  move  was  the  best  he  could  play ;  it  may  be 
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taken  as  a  general  rule,tliat  wh&k  the  adversary  castles,  if 
you  have  not  already  moved  your  Q.  P.,  it  is  good  play  to 
moVe  it  one  square;  Yoii  might,  on  the  6th  move,  have 
played  your  Q.  Pv  two  sq.  Black's  6th  move  is  not  the  best 
he  could  play  ;  K.  Et.  to  K.  B.  3d  sq.,  or  K.  B.  to  Q.  Kt.  Sd 
sq.,  would  have  been  much  better. 

White.  Black. 

7.  K.  B.  to  Q.  Kt.  6th  sq.       7.  Q.  R.  P.  one  sq. 

8.  K.  B.  to  Q.  R.  4th  sq. :      8.  Q.  Kt.  P.  two  sq. 

9.  K.  B.  to  Q.  B.  2d  sq. 

You  have  a  very  good  game ;  Black  ought  now  to  play 

Q.  B.  to  E.  Et.  5th  sq. ;  if  he  were  to  play  out  E,  Et.  in 

order  to  castle,  he  would  lose  a  piece  or  two  Bishops  for  a 

Rook  ;  for  example : 

9.  E.  Et.  to  B.  3d  sq. 

10.  Q.  P.  one  sq.  10.  P.  takes  P. 

11.  P.  takes  P. 

If  he  remove  E.  B.,  you  advance  Q.  P.,  attacking  two 
pieces;  therefore, 

11.  Q.  B.  to  its  5th  sq. 

12.  P.  takes  E.  B.  12.  Q.  B.  takes  R. 

13.  Q.  takes  Q.  B.,  and  has  the  best  of  the  game. 


Variation^  heginmng  at  bik  move  of  White. 

5.  Q.  P.  two  sq.  5.  P.  takes  P.  * 

6.  Castles. 

7IBST  DEFENCE. 

6.  P.  takes  P. 

7.  Q.  Et.  takes  P.  7.  E.  Et.  to  B.  3d  sq. 

8.  E.  P.  one  sq.  8.  E.  Et.  to  its  5th  sq. 

9.  Q.  Et.  to  Q.  5th  sq.  9.  Q.  to  her  sq. 
10.  Q.  Et.  P.  two  sq. 


*  In  place  of  this  move,  second  player  would  equalize  the  game  bf 
ntieatiDg  K.  B.  to  Q.  Kt.  dd. 
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In  the  firat  plaoe. 
While.  Black. 

10.  Q.  Kt.  takes  Q.  Kt  P. 

11.  Q.  B.  to  K.  Kt.  5th  sq.      11.  K.  B.  P.  one  sq. 

12.  P.  takes  P.  12.  E.  Kt.  takes  P. 

13.  Q.  to  K.  sq.,  ch.  13.  K.  to  B.  sq. 

14.  Kt.  takes  Q.  Kt.,  and  has  evidently  a  fine  game. 

In  the  second  place, 

10.  K.  B.  takes  P. 

11.  Kt.  takes  K.  B.  11.  Kt.  takes  Kt. 

12.  K.  R.  P.  one  sq.  12.  Kt.  to  K.  R.  3d  sq. 

13.  Q.  B.  to  K.  Kt.  5th  sq.     13.  K.  B.  P.  one  sq. 

14.  P.  takes  P.  14.  P.  takes  P. 

15.  Q.  B.  takes  Kt.,  and  wins. 

SECOND   DEFENCE. 

6.  Q.  P.  one  sq. 

7.  P.  takes  P.  7.  K.  B.  to  Q.  Kt.  3d  sq. 

8.  Q.  Kt.  to  Q.  B.  3d  sq.,  and  White  has  a  better  position 
than  Black. 


DEFENCE, 

Black  having  the  first  move. 

We  shall  no^'  suppose  Black  to  play  the  attack  difbrent- 
ly  from  the  usual  method.  White  defending. 

FIRST  GAME. 

Black.  White. 

1.  K.  P.  two  sq.  1.  K.  P.  two  sq. 

2.  K.  Kt.  to  B.  3d  sq.  2.  Q.  Kt.  to  B.  3d  sq. 

3.  K.  B.  to  Q.  Kt.  5th  sq.       3.  K.  B.  to  Q.  B.  4th  sq. 

4.  K.  B.  takes  Kt.  4.  Q.  P.  takes  K.  B. 

5.  K.  Kt.  takes  K.  P.  5.  K.  B.  takes  K.  B.  P.,  ch. 

6.  K.  takes  B.  6.  Q.  to  her  5th  sq.,  ch. 

7.  K.  to  B.  sq.  7.  Q.  takes  K.  Kt. 

Tour  position  is  better  than  his. 
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SECOND  GAME. 

Black.  WhUe. 

1.  K.  P.  two  sq.  1.  The  same 

2.  K.  Et.  to  B.  3d  sq.  2.  Q.  Kt.  to  B.  3d  sq. 

3.  K.  B.  to  Q.  B.  4th  sq.  3.  K.  B.  to  Q.  B.  4th  sq. 

4.  Q.  P.  one  sq.  4.  Q.  P.  one  sq. 

5.  K.  Kt.  to  his  5th  sq.  *  5.  K.  Kt.  to  R.  3d  sq. 

6.  Q.  to  K.  R.  5th  sq.  6.  Castles. 

7.  Q.  B.  P.  one  sq.  7.  K.  to  R.  sq. 

Your  7th  move  appears  to  be  a  bad  one,  as  you  leave  your 
K.  B.  P.  to  be  taken ;  Black  will,  however,  have  the  worst 
of  the  game  if  he  take  it ;  fat  example  : 

In  the  first  place, 

8.  K.  B.  takes  K.  B.  P.  8.  Q.  to  E.  B.  3d  sq. 

9.  Castles.  9.  K.  R.  takes  B. 
10.  K.  Kt.  takes  R.,  ch.          10.  Kt.  takes  Kt. 

You  have  the  best  of  the  game.     If  you  had  taken  his 

Bishop  with  your  Kt.,  he  would  have  checkmated  you  with 

his  Queen. 

In  the  second  place, 

•     8.  K.  Kt.  takes  K.  B.  P.,  ch.  8.  Kt.  takes  Kt. 

9.  K.  B.  takes  Kt.  9.  Q.  to  K.  B.  3d  sq. 

10.  K.  B.  to  Q.  Kt.  3d  sq.       10.  Q.  takes  K.  B.  P.,  ch. 

11.  K.  to  Q.  sq.  11.  Q.  takes  Kt.  P. 

Black  must  lose,  as  you  threaten  his  Rook,  and  also  to 
check  K.  and  Q.  with  Q.  B. 

Variation,  "beginning  at  bth  mace  of  Black. 

5.  Q.  B.  to  K.  Kt.  5th  sq.  5.  Q.  to  her  2d  sq. 

6.  K.  B.  to  Q.  Kt.  5th  sq.  6.  Q.  R.  P.  one  sq. 

7.  K.  B.  takes  Kt.  7.  Q.  takes  B. 

8.  Castles.  8.  K.  B.  P.  one  sq. 

9.  Q.  B.  to  Q.  2d  sq.  9.  K.  Kt.  to  K.  2d  sq. 

The  game  is  equal ;  on  the  5th  move  you  might  have 

*  See  Vaiiation. 


CHBSS  FOB  WTNTEB   BYENINGS. 


7.  CaBd&B.  7.  Q.   P.  one.— He  will  now 

move  K.  B.  P.  two,  and  the  game  is  equal.    The  advance  of  your 
Q.  P.  80  hi,  weakens  your  situation. 

'  Second  mode  (f  play. 

4.  Q.  tolT.  2(i 

5.  Casdes.  6.  Q.  P.  one. 

6.  Q.  P.  two.  6.  K.  B.  to  Et.  3d.  (best) 

7.  The  game  is  even.  If  you  play  Q.  B.  to  K.  Kt.  6th,  he 
replies  with  K.  Kt.  to  B.  3d.  If  you  lidvance  P.  on  Kt,  the  latter 
retreats,  either  home  or  to  Q.  sq.  Black  will  persist  in  bot  takingr 
Q.  P^.withK.  P^  because  in  so  doing  he  would  enlarge  the  activity 
of  your  Q.  Kt.,  by  opening  to  his  range  your  Q.  B.  3d  sq. 

(b)  After  castling  on  the  King's  side,  the  advance  of  this  Fawn 
is  usually  attended  with  some  risk. 

(c)  A  very  attacking  move,  which  should  probably  haye  be«n 
replied  to  with  K.  B.  P.  one.  * 

(d)  The  attack  consequent  on  this  exchange  is  so  severe,  that 
tie  game  may  now  be  considered  as  forced. 


•  GAME  IV. 
Played  in  London,  and  toon  hy  Poptrt. 


White  (Popart). 

1.  1[.  P,  two. 

2.  K.'Kt.  ioB.  Sd. 

8.  K.  B.  to  Q.  B.  4<A. 

4.  Q.  B.  P.  one. 

5.  Castles. 

6.  Q.  P.  two.  (a) 

7.  K*.  B.  tp  Kt.  5th. 

8.  P.  takes  P. 

9.  K.  Kt.  to  K.  5th. 

10.  P.  takes  B. 

11.  K.  B.  P.  two. 

12.  Q.  Kt.  to  B.  3d, 

13.  Q.  B.  to  K.  3d. 

14.  B.  takes  Kt. 

15.  Q.  R.  toB.  sq. 

16.  Q.  to  Q.  B.  2d. 

17.  Kt.  takes  Kt.  - 


Bladk. 

1.  K.  P.  twd.  . 

2.  Q.  Kt.  toB.  Sd. 
.   3.  Same. 

4x  K.  Kt.  to  B.  3rf. 
5.  K.  Kt.  takes  P. 
•  6.  Q.  P.  two. 

7.  P..  takes  P. 

8.  K,  B.  to  Q.  3d. 

9.  B.  takes  Kt. 

10.  Castles. 

11.  K.  b.  P.  two. 

12.  Q.  fi.  to  K.  3d. 

13.  Q.  R.  P.one. 

14.  P.  takes  B. 

15.  Q.  toK.  sq. 
16.Q.  ll.toKf.  sq. 
17..  Kt  B.  P.  takes  Kt. 


Tffli  .kind's  tmem's  oPBzfmfi.  2SA 

WkHe.  Blade. 

le.  Q.  takes  P.  18.  R.  takes  Q.  Kt  P. 

19.  Q.  takes  Q.  19.  R.  takes  Q. 

20.  E.  B.  P.  one.  20.  B.  to  B.  sq. 

21.  R.  takes  P.  21.  R.  to  K.  7th. 

22.  B.  to  Q.  4tb.  22.  R.  to  Q.  7th. 

23.  B.  \o  Q.  B.  3d.  28.  R.  to  Q.  6th. 

24.  K.  B.  P.  cme.  24.  P.  takes  P. 
26.  P.  takes  P.  25.  Q.  B.  to  K.  Sd. 

26.  R.  to  K.  Kt.  7th,  check.     26.  K.  to  R.  sq. 

27.  B.  to  K.  5th.  27.  B.  to  K.  Kt.  sq. 

28.  R.  to  K.  7th.  28.  B.  to  K.  B.  2d. 
20.  Mates  in  two  nwves. 


NOTES   TO   GAME   IV. 

(a)  Popert  wins  the  game ;  nevertheless  the  strongest  reply  here 
was  B.  to  Q.  6th,  sure  of  regaining  the  Pawn. 

Walker,  in  his  *'  Art  of  Chess-Play,"  dismisses  this  method  of 
continuing  the  Giuoco  Piano  with  the  following  brief  summary : 

White.  Black. 

1.  K.  P.  two.  1.  The  same. 

2.  K.  Kt.  to  B.  3d.  2.  Q.  Kt.  to  B.  3d. 

3.  K.  B.  to  Q.  B.  4th.  3.  Same. 

4.  Q.  B.  P.  one.  4.  K.  Kt.  to  B.  3d. 

6.  Castles.  6.  Kt.  takes  K.  P.  (weak). 

6-  Your  correct  move  is  B.  to  Q.  5th,  and  then,  when  he  retreats 
Kt  to  K.  B.  3d,  you  take  Q.  Kt.  with  B.,  regaining  P.  with  Kt 
Suppose,  however, 

Q.  to  K.  2d  (inferior).  6.  Q.  P.  two. 

7.  B.  to  Kt  5th.  7.  K.  B.  P.  one. 

8.  B.  takes  Kt,  check.  8.  P.  takes  B. 

9.  Q.  P.  one.  9.  Q.  B.  ^  R.  3d  (best). 

Black  has  the  better  game. 

GAME  V. 
Played  in  the  Taris  '*  CereU  dea  eehees.**     Won  hy  St.  jMum$. 

White  (St.  Amant).  Black. 

1.  K.P.  two.  1.  K.P.  two. 

2.  K.  Kt.  toB.  3d.  2.  Q.  Kt.  to  B.  Zd. 

10* 


CRS8S  FOR  wnnesE  svBivmos. 


Wkiu. 

8.  K.  B.  to  Q.  B.  4<A.  8. 

4.  Castles,  (a)  4. 

6.  Q.  B.  P.  erne.  5. 

6.  B.  takes  B.  {b)  6. 

7.  Q.  to  Q.  Kt.  3d.  7. 

8.  K.  Kt.  to  K.  Et.  5th.  (c)     8. 

9.  Q.  P.  one.  9. 

10.  K.  Kt.  to  B.  8d.  10. 

11.  Q.  P.  one.  11. 

12.  P.  takes  P.  12. 

13.  B.  to  K.  3d.  13. 

14.  Kt.  to  Q.  B.  3d.  14. 

15.  Q.  R.  to  Q.  sq.  15. 

16.  Q.  P.  one.  (g)  16. 

17.  P.  takes  K.  P.  17. 

18.  Q.  to  Kt.  4th.  18. 

19.  P.  takes  Kt.  19. 

20.  K.  to  R.  sq.  20. 

21.  Kt.toQ.  5th.  21. 

22.  Q.  takes  Q.  22. 

23.  Kt.  to  K.  5th.  23. 

24.  Kt.  to  K.  B.  7th.  24. 

25.  Kt.  to  K.  B.  6th.  25. 

26.  Kt.  takes  K.  R.  26. 

27.  Kt.  to  Q.  7th.  27. 

28.  Kt.  to  K.  B.  8th.  (k)  28. 

29.  K.  P.  one,  check.  29. 
80.  Kt.  to  K.  Kt.  6th.  (m)  Black 


Bkek. 

Same. 
Q.  P.  one. 
Q.  B.  to  K.  8d. 
P.  takes  B. 
Q.  to  Q.  2d. 
Q.  Kt.  to  Q.  sq»  (d) 
K.  R.  P.  one. 
K.  Kt.  P.  two.  (e) 
P.  takes  Q.  P. 
K.  B.  to  Q.  Kt.  8d.  (/) 
Kt.  to  K.  B.  3d. 
K.  Kt.  to  Kt.  5th. 
Kt.  to  Q.  B.  3d. 
Kt.  to  Q.  R.  4th.  (h) 
Q.  to  Q.  B.  3d. 
Kt.  takes  Q.  B. 
B.  takes  P.,  check. 
B.  to  Q.  Kt.  3d. 
Q.  to  Q.  B.  4th.  (0 
P.  takes  Q. 

Castles  with  Q.  R.  (j) 
Q.  R.  to  K.  sq. 
Kt.  to  Q.  B.  3d. 
R.  takes  Kt. 
Kt.  to  Q.  5th. 
K.  to  Q. 
K.  to  K.  sq.  (l) 
surrenders. 


NOTES  TO   GAME  V. 

(a)  Walker,  m  his  i'  Art  of  Chess-Play,"  examines  this  mode  of 
contmmng  the  Giuoco  Piano,  as  follows : 


White. 

1.  K.  P.  two. 

2.  K.  Kt  to  B.  3d. 

8.  K.  B.  to  Q.  B.  4tfa. 
4.  Castles. 


5.  K.  R.  to  K.  sq. 


Black. 

1.  Same. 

2.  Q.  Kt.  to  B.  3d. 

3.  Same. 

4.  K.  Kt.  to  B.  3d  (weak);  should 
play  Q.  P.  one,  which  would 
equalize  the  opening. 

6.  Castles. 


xas  sura's  XNicnr's  oPBNXira.  tUDT 

WhUe.  Bktdu 

6.  Q.  B.  P.  (»e.  6.  K.  R.  to  K.  sq. 

•7.  Q.  P.  two.  7.  P.  takes  P.  (l»d). 

8.  K.  P.  advances.  8.  K.  Kt.  to  Kt  6th. 

9.  Q.  B.  P.  takes  P.  9.  If  Black  nowtake  Q.  P.  witk 

%  Q.  Kt,  yon  ought  not  to  take 

Kt.  ¥nth  Kt,  for  he  would  win 
by  moving  Q.  to  K.  R.  (kh, 
but  yoa  should  take  K.  B.  P. 
with  B.,  checking, 
K.  B.  to  Q.  Kt  6th. 

10.  K.  B.  takes  P.,  ch.  10.  K.  takes  B. 

11.  K.  Kt  to  Kt  6th,  ch.        11.  K.  to  Kt  sq. 
la.  Q.  takes.Kt.^May  also 

check  with  Q;  .  12.  B.  takes  R. 

13.  Q.  to  K.  B.  6th.  13.  Kt  to  K.  ad  sq. 

14.  Q.  takes  K.  R.  P.,  ch.       14.  K.  to  B.  sq. 
16.  Q.  to  K.  R.  6tb.  16.  K.  Kt  P.  one. 
16.  Gives  checkmate  in  three  moves. 

(V)  White  accepts  this  offer  to  exchange  B.  the  more  willingly, 
as  it  enables  him  to  frame  a  strong  attack  on  the  P.  at  K.  3d. 

(c)  By  capturing  the  worthless  Q.  Kt  P.  with  Q,.,  White  Would 
have  lost  the  attack,  and  subjected  himself,  moreover,  to  a  long  and 
arduous  defence. 

(d)  Black's  efl&rts  to  defend  the  P.,  materially  cramp  his  garnet 

(e)  St  Amant  in  his  remarks  on  tliiti  game  qualifies  this  attack  as 
**Dangereuse  el  primaturie,^^ 

(f)  Had  Black  pushed  P.  on  Kt,  White  would  have  taken  off 
Bishop  with  Q.  P.,  thereby  laying  open  Black's  centre,  a  manoBUvre 
attended  with  danger,  second  .player  not  having  castled. 

(g)  A  bold  attack.  If  BUick  take  P.  with  P.,  White  has  a  choice 
of  three  moves. 

(k)  Threatening  to  win  an  exchange  or  the  capture  of  K.  P 
checking. 

(t)  This  was  a  fatal  error.    He  should  have  offered  to  exchange 
Q.  at  his  Q.  B.  6th ;  he  is  now  compelled  to  recapture  with  P. 
thereby  letting  the  Kts.  into  his  game. 

(y)  In  a  measure  compelled  to  castle,  he  submits  to  the  loss  of  an 
exchange. 

(k)  Well  played  to  effect  a  speedy  termination. 


C8B88  POE  WniTBE  BTEIimCNI. 


(2)  A  forced  move. 

(m)  Decinye.    If  Black  play  Kt  to  K.  3d,  White  aacilfioes  S 
at  Q.  8tfa,  checking,  and  wins  ina  few  moves. 


GAME  Vr 

« 

Behoeen  SOmuion  and  St.  Amant  (pUtfed  th  1843). 


Black  (St.  AinaBt). 

1.   K.  P^tlDO.  1. 

2.  K.  Kt.  toB.Bd.    .    .  2. 

3.  K.,B.0  Q.  B.  Aih.  3. 

4.  Q.  B.  P.  one.  .  4. 
.  6.  Q.  Kt.  P.  two.  6. 

6.  Q.  P.  one.  Q. 

7.  Q.  B,  to  K.  Kt.  5th.  ,7. 

8.  K..R.  P.  one.  8. 

9.  Q.  Kt.  to  Q.  2d.  9. 

10.  Castles.  10. 

11.  Q.  toher  Kt.  3d.  11. 

12.  Kt.  takes  B.  12. 

13.  Q.  Kt.  to  K.  3d.  13. 

14.  K.  to  R.  2d.  (c)  14. 

15.  K.  Kt.  to  R.  4th.  15. 

16.  K.  Kt.  P.  one.  16. 

17.  B.  takes  Kt.  17. 

18.  Q.  R.  to  K.  sq.  18. 

19.  K.  B.  P.  two.  19. 

20.  K.  Kt.  P.  takes  P.  20. 

21.  R.  takes  B.  21. 

22.  P.  takes  Kt.  22. 

23.  K.  to  Kt.  2d.  23. 

24.  Q.  R.  to  K.  Kt.  3d.  24. 

25.  K.  R.  to  K.  B.  2d.  25. 

26.  K.  B.  P.  one.  26. 

27.  Q.  to  her  Kt.  2d.  27. 
28. 'K.  R.  to  B.  sq.  28. 

29.  K.  B.  P.  one.  (g)    .  29. 

30.  Q.  to  her  2d  sq.  30. 

31.  Q.  to  K.  B.  2d.  (h)  31. 

32.  K.  R.  to  his  sq.  32. 


White  (Stauntbn). 

'JC.  P.  Iwo. 

Q.  Kt,  toB.Sd. 

K:  B:  to  Q.  B.  m. 

K.  Kt.  ioB.Sd. 

p.  to  Q.  Kt.  3d. . 

Q.  P.  one. 

Q.  R.  P.  one.  {a) 

Castles. 

Q.  B.  to  K.  3d  sq. 

K.  to  R.  sq. 

B.  takes  B. 

B!  to  Q.  R.  2d.    . 

Q:.  Kt.  to  -K.  2d.  (h) 

"Q.  B.  P.  one. 

Q.  Kt.  to  K.  Kt.  sq. 

K.  R.  P.  one. 

Kt.  takes  B. 

Q.  R.  to  Q.  B.  sq. 

P.  takes  P. 

B.  takes  Kt. 

Kt.  to  Kt.  5th,  check,  (d) 

Q.  takes  Kt.,  check. 

Q.  takes  P.,  check.. 

Q.  to  K.  7th,  check.  («) 

Q.  to  K.  R.  4th. 

Q".  Kt.  P.  two. 

Q.  B.  P.  one. 

Q.  to  K.  R.  5th.  (/) 

K.  Kt.  P.  one. 

K.  to  Kt.  sq. 

Q.  to  K.  R.  4th. 

Q.  to  K.  4th. 


TAB  mfo's  knight'ib  onKOf^* 

Black.  White. 

98.  R.  takes  R.  P.  ''  33.  Q.  B.  P.  takes  P.  (i) 

34.  Q.  R.  to  K.  R.  3d.  34.  Q.  to  K.  Kt.  4tb,  oheok. 

35.  K.  to  R.  2d.  35.  Q.  takes  R. 

36.  Rook  takes  Q.  and  wins. 

NOTES  TO  OAMETI. 

(a)  Q.  Kt  to  E.  2d  would  have  been  better  play. 

(d)  To  preyent  adv.  Kt.  from  playing  to  his  Q.  5th  or  K.  B.  6th. 

(c)  Black  might  have  taken  oflT  Kt,  thereby  causing  his  adver- 
8Biy  to  double  a  Pawn.  In  the  present  case  the  openmg  thus  made 
upon  Black  K.  might  have  affi>nied  White  a  dangerous  attack. 

(d)  The  loss  of  the  game  may  in  a  great  measure  be  attribofted  to 
this  move ;  White  should  have  taken  K.  P.  with  his  Kt 

(e)  Badly  played.    He  should  have  retired  the  Q.  to  K.  3d. 
(/)  To  prevent  Q.'s  being  forced. 

(g)  Well  timed  to  continue  the  attack. 

(h)  Threatening  to  win  Q.  by  taking  K.  Kt  P.  with  R. ;  also 
defending  the  valuable  K.  fi.  P.  with  Q.  and  thus  freeing  his  Rook. 

(t)  White  has  no  resource.  The  sacrifice  of  Q.  even  caniwl 
ntard  the  mate  many  moves. 

GAME  VIL 

Between  Calvi  and  Kieeeritzkij, 

(From  Kieierittkii't  printed  ooUeotioa  of  50  gmmet.) 

White  (Calvi).  Black  (Kieseritzkij). 

1.  K.  P.  two.  1.  K.  P.  ttoo. 

2.  JBT.  Kt.  to  B.  Sd.  2.  Q.  Kt.  to  B.  Sd. 

3.  KB.  to  Q.  B.  4cth.  3.  Same. 

4.  Q.  B.  P.  one.  4.  K.  Kt.  to  B.  U. 

5.  Q.  P.  one.  (a)  5.  Q.  P.  one. 

6.  Castles.  6.  K.  R.  P.  one. 

7.  Q.  to  K.  2d.  7.  Q.  B.  to  K.  3d. 

8.  B.  to  Q.  Kt.  3d.  8.  Q.  to  Q.  2d. 

9.  Q.  B.  to  K.  3d.  9.  K.  B.  to  Q.  Kt.  3d. 

10.  Q.  Kt.  to  Q.  2d.  10.  K.  Kt.  P.  two. 

11.  Q.  B.  takes  B.  11.  Q.  R.  P.  takes  B. 


0BBS8  FOR  WmtSK  BYBNOfeS. 


White. 

12.  Q.  P.  one. 

IS.  P.  takes  P. 

14.  Kt.  takes  B. 

15.  Q.  P.  one. 

16.  Rt.  takes  Kt. 

17.  Q.  R.  to  Q.  B.  sq. 
16.  Q.  R.  to  Q.  B.  4th. 

19.  Q.  to  Q.  B.  2d. 

20.  K.  R.  to  Q.  B.  sq.  (e) 

21.  Q.  Kt.  to  Q.  2d 

22.  R.  to  Q.  B.  5th. 

23.  Kt.  home. 

24.  Kt.  to  Q.  R.  3d. 

25.  Q.  to  Q.  3d. 

26.  Kt.  to  Q.  Kt.  5th.  {d) 

27.  Q.  to  K.  B.  sq. 

28.  Kt.  takes  Kt. 

29.  K.  takes  Q. 

30.  Kt.  to  K.  B.  5th. 

31.  R.  takes  P. 
82.  K.  to  K.  2d. 

33.  K.  to  Q.  3d. 

34.  K.  to  Q.  B.  4th. 

35.  K.  to  Q.  Kt.  3d. 

86.  Kt.  to  K.  7th. 

87.  Kt.  to  Q.  B.  6th. 

88.  Kt.  takes  Q.  Kt.  P. 

39.  K.  takes  R. 

40.  K.  B.  P.  one. 

41.  K.  Kt.  P.  takes  P. 

42.  R.  to  Q.  B.  3d. 

43.  R.  takes  P. 

44.  R.  to  Q.  Kt.  3d,  ch.  (h) 

45.  R.  to  Q.  R.  3d. 

46.  R.  to  Q.  R.  6th. 

47.  R.  to  K.  B.  6th. 

48.  P.  to  K.  R.  4th. 

49.  P.  to  K.  R.  5th. 

50.  P.  to  K.  R.  6th. 
61.  R.  toK.  B.  5th. 


Black. 

12.  P.  takes  P. 

13.  B.  takes  B. 

14.  Castles  with  Q.  R. 

15.  Q.  Kt.  to  K.  4th. 

16.  P.  takes  Kt. 

17.  Q.  to  R.  5th. 

18.  Q.  to  Q.  R.  3d.  {h) 

19.  Q.  R.  to  Q.  2d. 

20.  K.  Kt.  to  K.  sq. 

21.  P.  to  Q.  Kt.  4th. 

22.  K.  B.  P.  one. 

23.  K.  R.  to  R.  2d. 

24.  Kt.  to  Q.  .3d. 

25.  P.  to  Q.  Kt.  5th. 

26.  K.  to  Q.  Kt.  sq.  (e) 

27.  P.  to  Q.  Kt.  3d. 

28.  Q.  takes  Q.,  check. 

29.  P.  takes  R. 

80.  Q.  R.  to  Q.  3d.  (/) 

81.  R.  to  Q.  Kt.  3d. 

32.  K.  to  Q.  Kt.  2d. 

33.  K.  R.  to  his  sq. 

34.  K.  R.  to  Q.  R.  sq. 

35.  K.  R.  P.  one. 
86.  K.  Kt.  P.  one. 

37.  K.  R.  P.  one. 

38.  R.  takes  Q.  R.  P. 

39.  R.  takes  Kt. 

40.  K.  R.  P.  one.  (g) 

41.  P.  takes  K.  B.  P. 

42.  R.  takes  K.  P. 

43.  R.  to  K.  B.  5th. 

44.  K.  to  Q.  B.  sq. 

45.  K.  B.  P.  one.  (t) 

46.  R.  to  Q.  5th. 

47.  K.  B.  P.  one. 

48.  R.  takes  Q.  P. 

49.  K.  to  Q.  2d. 

50.  K.  to  K.  2d. 

51.  K.  to  K.  3d. 


1K8  xma's  xxxfrHT's  omiiiw. 


62.  P;  to  K.  R.  7th. 
58.  R.  to  K.  R.  5th. 


Black. 

52.  R.  to  Q.  8q. 

58.  R.  to  K.  R.  sq.  and  wins. 


NOTES  TO  OAMB  TH. 

(a)  Q.  P.  two  at  thUi  stage  of  the  Giuoco  Piano,  is  considered  a 
much  more  attaddng  move.    See  Analysis,  p.  216. 

(¥)  If  he  capture  the  undefended  Pawn,  White  plays  Q.  to  hor 
B.  2d,  threatening  a  fatal  attack  on  Q. 

(c)  White  now  concentrates  a  powerful  force  on  adverse  King. 

(d)  White  would  have  got  the  better  game  by  exchanging  QueenSy 
and  then  playing  Kt.  to  Q.  B.  4th. — ^He  lets  slip  the  golden  opportu- 
nity. 

(e)  Well  played. 

(/)  Black  offers  to  restore  the  exchange  to  mend  his  positioo 
White  should  have  accepted. 

(g)  This  move  decides  the  game. 

(h)  It  is  obvious  he  cannot  exchange  Rooks. 

(t)  These  united  P.  must  win,  King  marching  presently  to  tfaeir 
support. 


GAME  Vin. 
In  the  match  between  Staunton  and  Horwitt. 


WkUe  (Staunton). 

1.  K.  P.  tiffo. 

2.  K.  KU  to  B.  Sd. 

8.  K.  B,  to  Q.  B.  Aih. 

4.  Q.  B.  P.  one. 

5.  Q.  P.  one. 

6.  Castles. 

7.  Q.  B.  to  K.  3d. 

8.  Q.  R.  P.  two. 

9.  B.  takes  B. 

10.  K.  R.  P.  one. 

11.  P.  takes  P. 

12.  K.  R.  to  K.  sq. 
18.  Q.  Et.  to  Q.  2d. 


Black  (Horwitz). 

1.  TJie  same. 

2.  Q.  Kt  to  B.  3d. 

3.  K.  B.  to  Q.  B.  4<A. 

4.  K.  Kt.  to  B.  Sd. 

5.  Q.  P.  one. 

6.  Castles. 

7.  K.  B.  to  Q.  Kt.  8d. 

8.  Q.  R.  P.  one. 

9.  P.  takes  B.  (a) 

10.  Q.  P.  one.  (b) 

11.  K.  Kt.  lakes  P. 

12.  K.  R.  to  K.  sq. 

13.  K.  Kt.  to  K.  B.  5th. 
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Whiie.  Black. 

14.  Q.  Kt.  to  K.  B.  sq.  (c)  14.  Q.  B.  to  K.  B.  4tli- 

15.  K.  R.  to  K.  3d.  15.  Q.  to  K.  B.  3d  . 

16.  Q.  to  K.  aq.  16.  Q.  R.  to  Q.  sq. 

17.  Q.  P.  one.  {d)  17.  K.  P.  one. 

18.  Q.  Kt.  to  K.  Kt.  3d.  (e)  18.  Kt.  takes  K.  Kt.  P.     - 

19.  K.  takes  Kt.  19.  P.  takes  Kt.,  check. 

20.  K.  to  R.  2d.  20.  R.  takes  R. 

21.  Q.  takes  R.  21.  B.  to  Q.  2d. 

22.  Kt.  to  K.  4th.  22.  Q.  to  K.  B.4th. 
28.  Kt.  to  K,  Kt.  5th.  23.  K.  R.  P.  one. 

24.  Kt.takesP.atK.B.3d(/)  24.  Q.  takes  R*  P.,  check, 

25.  K.  to  Kt.  sq.  25.  Q.  to  Kt.  5th,  check. 

26.  K.  to  B.  sq.  26,  R.  to  K.  sq. 

27.  Kt.  to  R.  2d.  27.  R.  takes  Q.     • 

28.  Kt.  takes  Q.  28.  R.  to  K.  R.  6tb. 

29.  K.  to  Kt.  2d.  (g)  29.  B.  takes  Kt. 

30.  R.  to  K.  sq.  30.  K.  to  B.  sq. 

31.  Q.  P.  one.  81.  Kt.  to  K.  2d  sq. 

32.  Q.  P.  one.  32.  Kt.  to  K.  Kt.  3d. 

33.  R.  to  K.  4th.  33.  Kt  to  R.  5th,  check. 

34.  K.  to  Kt.  sq.  34.  B.  to  K.  B.  6th.  (A) 

White  resigns. 


NOTES  TO   GAME   VIII. 

(a)  Unitmg  the  Pawns  towards  the  centre  should  he  adopted  as 
a  general  principle.  Exceptional  cases,  however,  are  constantly 
arising. 

(b)  The  advance  of  this  P.  at  the  proper  moment  always  appears 
to  tarn  the  tables  on  the  opening  player  of  the  GluoCo  Rano. 

(c)  An  ordinary  player  would  have  thrown  this  Kt.  forward. 
Similar  countermarches  of  Kt.  occur  frequently  in  the  games  of 
eminent  players. 

(i)  White  has  now  again  got  somewhat  the  best  of  the  podtion, 
as  Black  cannot  take  this  Pawn. 

(e)  This  inconsiderate  move  loses  the  game.  By  playing  the  Q. 
Kt.  to  K.  R.  2d,  or  toQ.  2d,  he  would  have  had  unquestionably  tho 
advantage. 
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Wkiie. 

25.  E.  to  R.  sq. 

26.  Q.  R.  to  K.  sq. 

27.  Q.  to  Q.  B.  5th. 

28.  K.  R.  to  K.  7th. 

29.  Q.  R.  to  K.  dd. 

30.  Q.  to  Q.  B. 

31.  Q.  R.  to  Q.  Kt.  3d. 

32.  Q.  R.  to  E.  3d. 

33.  R.  to  E.  8th,  check. 

34.  R.  takes  R,,  check. 

35.  R.  to  Q.  B.  8th,  ch.  (d) 

36.  Q.  takes  Q.  B.  P.,  ch. 

37.  Q.  to  Q.  R.  8th,  check. 

38.  Q.  to  E.  4th,  check. 

39.  Q.  to  Q.  Et.  4th,  check. 


Biaek. 

25.  E.  R.  to  Et.  sq. 

26.  Q.  R.  to  E.  R.  sq. 

27.  E.  to  Et.  sq. 

28.  Q.  to  E.  B.  3d. 

29.  E.  R.  to  Q.  (c) 

30.  Q.  takes  E.  B.  P. 

31.  Q.  Et.  P.  one. 

32.  E.  R.  to  Q.  7th. 

33.  R.  takes  R. 

34.  E.  to  B.  2d. 

35.  E.  takes  R. 

36.  E.  to  Q.  sq. 

37.  E.  to  E.  2d. 

38.  E.  to  B. 

39.  Q.   to  Q.  B.   4th,  and 

wins,  (e) 


NOTES   TO   GAME   IX. 

(a)  By  retaking  thus  you  allow  2d  player  to  check  with  B.,  and 
by  advancing  presently  Q.  P.  2,  he  will  break  your  centre  Pawns. 
For  the  correct  move  at  this  juncture  see  analysis,  p.  216. 

(b)  By  this  ill-judged  capture  you  allow  Black  to  frame  a  power- 
ful attack  on  E. 

(c)  If  second  player  take  E.  B.  P.,  he  is  mated  in  4  moves. 

(d)  Whitens  game  being  desperate,  he  strives  to  obtain  a  draw  at 
any  cost. 

(e)  If  White  capture  R.  with  Q.,  it  is  evident  Q.  mates. 


GAME  X. 
Between  Cochrane  and  Popert, 


White  (Cochrane). 

1.  K»  P*  two, 

2.  jr.  Kt  to  B,  Zd. 

8.  K.  B,  to  Q.  B.  Ath. 

4.  Q.  B.  P.  one. 

5.  Q.  P'  two. 

6.  P.  takes  P.  (a) 


Black  (Popert). 

1.  K.  P.  two. 

2.  Q.  Kt.  to  B.  Sd. 

3.  Same. 

4.  K.  Kt.  to  B.  Sd. 

5.  P.  takes  P. 

6.  E.  B.  checkt. 


THB  Knra's  knust's  ofenwo. 


7.  Q.  B.  interposes.  7. 

8.  P.  takes  P.  8. 

9.  Castles.  9. 

10.  Q.  takes  B.  10. 

11.  B.  takes  Kt.  11. 

12.  Q.  Kt.  to  B.  3d.  12. 

13.  Q.  P.  one.  13. 

14.  Q.  R.  to  K.  sq.  14. 

15.  Q.  to  Q.  4th.  15. 

16.  K.  Kt.  to  K.  5th«  16. 

17.  Kt.  takes  Kt.  17. 

18.  Q.  R.  to  K.  3d.  18. 

19.  K.  R.  to  K.  sq.  19. 

20.  Q.  takes  R.  20. 

21.  Q.  to  K.  7th.  21. 

22.  Kt.  to  Q.  R.  4th.  22. 

23.  Kt.  to  Q.  B.  6th.  {h)  23. 

24.  Q.  R.  P.  one.  24. 

25.  Kt.  to  Q.  7th.  25. 

26.  K.  Kt.  P.  two.  26. 

27.  Q.  to  K.  8th,  check.  27. 

28.  Kt.  to  K.  B.  8th,  check.     28. 

29.  Kt.  takes  B.,  check.  29. 

30.  R.  takes  R.,  check.  30. 

31.  Kt.  to  K.  B.  8th,  and  draws 


Bbek. 

Q.  P.  two. 
K.  Kt.  takes  P. 
B.  takes  Q.  B. 
Castles. 
Q.  takes  B. 
Q.  to  K.  R.  4th. 
Kt.  to  K.  2d. 
Kt.  to  K.  Kt.  dd. 
B.  to  K.  B.  4th. 
Q.  R.  to  K.  sq. 
Q.  takes  Kt. 
Q.  to  Q.  R.  dd. 
R.  takes  R. 
B.  to  K.  Kt.  dd. 
Q.  to  Q.  Kt.  3d. 
Q.  to  Q.  R.  4th. 
K.  R.  P.  one. 
Q.  Kt.  P.  one. 
R.  to  Q.  R.  sq. 
Q.  takes  Q.  P.  (c) 
K.  to  R.  2d.  (d) 
K.  to  Kt.  sq. 
R.  takes  Q. 
K.  to  R.  2d. 
by  perpetual  check. 


NOTES    TO    GAME   X. 

(a)  See  note  (a)  preceding  game. 
(6)  Threatening  mate  in  three  moves. 

(c)  Secure  of  a  draw,  White  abandons  this  P. 

(d)  If  instead  of  moving  K.,  he  capture  Q.,  the  result  is  the 
same. 


GAME  XL 

Between  St.  Amant  and  Cochrane. 

White  (St.  Amant).  Black  (Cochrane), 

1.  K.  P.  two.  J.  K.  P.  two, 

2.  K.  Kt.  to  B.  dd.  2.  Q.  Kt.  to  B.  Sd. 
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White.  Black. 

3.  K.  B.  to  Q.  B.  Mk.  3.  The  same. 

4.  Q.  B.  P.  one.  4.  K.  Ku  to  B.  Sd. 

5.  Q.  P.  two.  5.  P.  taA:c«  P. 

6.  JT.  P.  one.  6.  K.  Kt.  to  K.  5th.  (a) 

7.  P.  takes  P.  (ft)  7,  B.  checks. 

8.  K.  to  B.  sq.  (c)  8.  Q.  P.  two. 
0.  B.  to  K.  2d.  9.  Castles. 

10.  Q.  Et.  to  Q.  2d.  10.  B.  takes  Kt. 

11.  B,  takes  B.  11.  K.  B.  P.  one. 

12.  P.  takes  P.  {d)  12.  Q.  takes  P. 

13.  Q.  B.  to  K.  8d.  13.  Q.  Kt.  to  K.  2d. 

14.  Q.  to  Q.  B.  2d.  14.  Q.  Kt.  to  K.  B.  4th. 

15.  K.  B.  to  Q.  8d.  15.  Kt.  takes  B.,  check. 

16.  P.  takes  Kt.  16.  Kt.  to  K.  Kt.  4th. 

17.  K.  B.  to  K.  2d.  17.  Q.  B.  to  K.  R.  6th.  (e) 

18.  Q,  to  Q.  Kt.  3d.  18.  Q.  B.  P.  one. 

19.  K.  P.  one.  (/)  19.  Kt.  takes  P. 

20.  K.  to  Kt.  sq.  20.  Kt.  to  Q.  7th. 

21.  Q.  to  Q.  3d.  21.  Kt.  takes  Kt. 

22.  B.  takes  Kt.  22.  B.  takes  Kt.  P. 

23.  K.  takes  B.  23.  Q.  to  K.  Kt.  4th,  check. 

24.  K.  to  B.  2d.  {g)  24.  R.  takes  B.,  check. 

25.  Q.  takes  R.  {h)  25.  R.  to  K.  B.  sq. 

"White  surrenders. 

NOTES  TO  GAME  XI. 

(a)  The  best  reply,  at  this  point  is  Q.  P.  two. 
(h)  Exceptionable.    First  player  should  move  B.  to  Q.  5th.    See 
next  game. 

(c)  A  move  generally  attended  with  danger.  In  the  present 
instance,  St.  Amant  attributes  to  it  the  loss  of  the  game. 

(d)  St.  Amant  again  condemns  his  own  play,  inasmuch  as  the 
capture  of  this  P.  allowed  his  opponent  to  bring  his  best  pieces 
powerfully  into  play. 

(e)  Finely  played  as  the  sequel  proves. 
{f)  Evidently  an  error. 

{g)  If  Wldte  play  K.  to  R.  3d,  Black  by  playing  R.  to  K.  B. 
6th  wins  B.  and  Q.  for  R.  and  P. 

Qi)  If  White  capture  R.  with  K.,  he  loses  both  Rooks. 


THB  king's  knight's  OPSNINO. 
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.      GAME  Xir. 

CZttif  of  Berlin  and  Brealau, 

(From  Bilgner*!  "  Haadbach  da  Sohaelupidi.) 


White  (Berlin). 

1.  K.  P.  two. 

2.  K.  KU  to  B.  ^d. 

3.  K.  B.  to  Q.  B.  4th. 

4.  Q.  B.  P.  one. 

5.  Q.  P.  two. 

6.  JST.  P.  one, 

7.  K.  B.  to  Q.  5th. 

8.  K.  takes  Kt. 

9.  K.  to  E.  sq. 

10.  Q.  B.  takes  P.  (c) 

11.  B.  takes  Q.  Kt.  (d) 

12.  Q.  to  Q.  B.  2d. 

13.  Q.  Kt.  to  Q.  2d. 

14.  K.  to  K.  2d. 

15.  Q.  Kt.  to  K.  4th. 

16.  Q.  to  Q.  R.  4th. 

17.  K.  R.  to  Q.  B.  sq.  (/) 

18.  Q.  Kt.  to  Q.  2d.  (g) 

19.  Kt.  takes  Q.  B. 

20.  K.  R.  to  K.  B.  sq. 


Black  (Breslau). 

1.  K,  P.  two 

2.  Q.  Kt.  to  B.  3d. 

3.  Same, 

4.  K.  Kt.  to  B.  Sd. 

5.  K.  P.  takes  P. 

6.  K.  Kt.  to  K.  5th. 

7.  Kt.  takes  K.  B.  P.  (a) 

8.  Q.  P.  takes  P.,  check,  (h) 

9.  P.  takes  Q.  Kt.  P. 

10.  Q.  to  K.  2d. 

11.  Q.  P.  takes  B. 

12.  Q.  B.  to  K.  3d. 

13.  Castles  Q.  R. 

14.  K.  Kt.  P.  one.  (e) 

15.  K.  B.  to  Q.  Kt.  3d. 

16.  Q.  B.  to  Q.  4th. 

17.  K.  B.  P.  two  sq. 

18.  Q.  B.  takes  Kt,  check,  (h) 

19.  K.  Kt.  P.  one. 

20.  Q.  R.  to  Q.  4th. 


21.  Q.  R.  to  Q. — Breslau  now  answered  with  K.  Kt.  P.  1, 
played  subsequently  several  indifferent  moves,  and  finally 
lost.  The  game  was  resumed  at  the  21st  move  by  Messrs. 
Mendheim  and  Angerstein,  and  played  out  between  them  by 
correspondence  as  below,  when  the  result  was  a  won  game 
for  second  player. 


White  (Mendheim). 

22.  Kt.  to  Q.  2d. 

23.  Kt.  to  Q.  B.  4th. 

24.  Q.  to  Q.  B.  2d. 

25.  Q.  to  K.  4th. 

26.  Q.  R.  P.  two. 

27.  P.  takes  P. 

28.  Q.  covers. 


Black  (Angerstein). 

21.  K.  R.  P.  two. 

22.  Q.  to  K.  3d. 

23.  B.  to  Q.  B.  4th. 

24.  K.  B.  P.  one. 

25.  K.  R.  to  Q.  sq. 

26.  Q.  Kt.  P.  two. 

27.  Q.  to  K.  Kt.  5th,  check. 

28.  Q.  takes  Q. 


Sn  CHESS  FOR  WINTIS  EVENIHM. 

WhiU.  Black. 

39.  P.  takes  Q.  39.  R.  takes  R. 

30.  R.  takes  R.  30.  R.  takes  R. 

31.  K.  takes  R.  31.  F.  takes  P. 
33.  Kt.  to  Q.  3d.  32.  K.  to  Q.  2d. 

33.  K.  to  K.  3d.  33.  K.  to  K.  3d. 

34.  K.  to  Q.  3d.  34.  Q.  R.  P.  two. 

35.  K.  R.  P.  one.  35.  Q.  R.  P.  one. 
86.  K.  to  his  4th  sq.  36.  B.  to  Q.  Rt.  5tfa. 
37.  Kl.  to  Q.  Kt.  sq.  37.  Q.  B.  P.  oae. 
88.  Kt.  lo  R.  3d.  38.  B.  to  Q.  7th. 

39.  Kt.  toQ.  Kt.  sq.  39.  B.toK.  8lh. 

40.  Kt.  to  R.  3d.  40.  B.  to  K.  B.  7th. 

41.  B.  to  Q.  R.  sq.  41.  Q.  Kt.  P.  one. 

42.  Kt.  to  Q.  B.  4th.  43.  Q.  R.  P.  one. 

43.  Kt.  to  Q.  2d.  43.  Q.  B.  P.  one. 

44.  Kt.  to  Q.  B.  4th.  44.  B.  to  Q.  5th. 

45.  B.  takes  B.  45.  P.  takes  B. 

46.  Kt.  to  Q.  R.  5th.  46.  Q.  R.  P.  one. 

47.  Kt.  lo  Q.  Kt.  3d.  47.  Q.  P.  advances. 

4e.  K.  takes  P.  48.  K.  takes  P.  wid  has  a 
forced  won  game. 


WHITE. 

White  to  plajr  and  Black  to  win. 
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The  position  being  one  of  some  interest  we  append  a 
diagram  of  the  situation,  with  the  train  of  play  by  which 
Black  wins. 

White.  Black. 

49.  K.  to  Q.  B.  4th  or  A.  49.  K.  Kt.  P.  one. 

50.  E.  6.  P.  takes  P.  50.  K.  to  his  5th. 

51.  K.  Kt.  P.  one.  51.  K.  B.  P.  one. 

52.  K.  Kt.  P.  one.  52.  K.  B.  P.  one. 

53.  Kt.  to  Q.  2d,  check.  53.  K.  to  K.  B.  5th. 
64.  K.  Kt.  P.  one.  54.  K.  B.  P.  Queens. 

55.  Kt.  takes  Q.  55.  Q.  R.  P.  Queens. 

56.  K.  Kt.  P.  Queens.  56.  Q.  checks  at  Q.  R.  2d 

and  wins. 
A. 

49.  K;  to  K.  2d.  49.  K.  to  his  B.  Sd. 

50.  K.  to  Q.  3d.     If  instead 
K.  to  his  B.   2d,  Black 
plays  K.  to  B.  4th,  and  if 
White  then   check  with 
Kt.,  he  moves  K.  towards 

Q.  R.  P.  50.  K.  Kt.  P.  one. 

51.  K.  B.  P.  takes  P.  51.  P.  takes  P. 

52.  P.  takes  P.  52.  K.  to  K.  Kt.  4th. 

53.  K.  to  K.  2d.  53.  K.  takes  P. 

54.  K.  to  K.  B.  2d.  54.  K.  B.  P.  one. 

55.  Kt.  to  Q.  R.  sq.  55.  K.  to  K.  B.  5th. 

56.  Kt.  to  Kt.  3d.  56.  K.  to  his  5th  sq. 

57.  K.  to  his  B.  sq.  57.  K.  to  Q.  4th. 

58.  K.  to  B.  2d.  58.  K.  to  Q.  B.  5th,  and  wins. 


NOTES  TO  GAME  XU. 

(a)  Black  gives  up  Kt.  for  three  Pawns.  This  sacrifice  may  be 
eonsidered  as  unsound,  a  minor  piece  being  worth  rather  more  than 
three  Pawns,  though  less  than  four. 

(li)  While  King  has  now  three  squares  of  refuge ;  viz.  K.  sq., 
E.  Kt.  3d,  and  K.  B. ;  all  of  which  have  their  partisans.  Lolli  and 
the  Italian  masters  prefer  the  first ;  Ghulam  Kassim  and  Jaenisch  the 
second;  and  Petroff  the  tliird.  For  detailed  analysis,  see  **  Walk* 
el's  Art  of  Chess-Play,"  Game  XV.  p.  67. 
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(c)  In  this  position  Lewis  thinks  White  has  the  best  of  the  gune^ 
though  some  eminent  writers  csll  it  an  even  game. 

(d)  Fearing  this  Knight's  being  played  to  Q.  sq.  and  sabseqnenllf 
toK.  3d. 

(e)  PrecanlionaTy,  previous  to  moving  K.  R. — Q.  B.  to  Q.  4th 

would  probably  have  been  better  play. 

(f)  Rather  move  Q.  R.  to  tins  sq. 

(g)  Rather  play  this  Kt  to  E.  B.  6th,  with  a  view  to  dislodge 
the  dangerous  Q.  B. 

(h)  This  was  an  ill-judged  capture  on  the  part  of  Breslau.  K 
Et.  P.  one  instead,  would  have  proved  somewhat  embairassing  to 
White. 


GAME  Xm. 
Between  Boneourt  and  Kieteritzkij, 


White  (Boneourt). 

1.  K.  P.  two, 

2.  K.  Kt.  to  B.  ^d. 

3.  K,  B,  to  Q.  B.  4th. 

4.  Q.  B.  P.  one. 

5.  Q.  P.  two. 

6.  jBT.  P*  one. 

7.  P.  takes  Kt.  (a) 

8.  P.  takes  K.  Kt.  P. 

9.  Q.  B.  to  K.  Kt.  5th. 

10.  Q.  to  K.  2d,  check. 

11.  Q.  B.  takes  P. 

12.  K.  takes  Q. 

13.  K.  to  Q.  sq. 

14.  K.  R.  P.  one. 

15.  P.  takes  B. 

16.  Q.  Kt.  to  Q.  2d. 

17.  Kt.  checks. 

18.  Kt.  takes  B. 

19.  P.  to  K.  B.  4th. 

20.  Kt.  checks. 

21.  Kt.  checks. 

22.  P.  takes  Kt. 
28.  E.  to  Q.  2d. 


Black  (Kieseritzkij). 

1.  Same. 

2.  Q.  Kt.  to  B.  M. 

3.  Same. 

4.  K.  Kt.  to  B.  M. 

5.  P.  takes  P. 

6.  Q.  P.  two. 

7.  P.  takes  B. 

8.  K.  R.  to  Kt.  sq. 

9.  K.  B.  P.  one. 

10.  Q.  to  K.  2d. 

11.  Q.  takes  Q.,  check. 

12.  Q.  P.  one,  check,  (h) 

13.  B.  to  K.  Kt.  5th. 

14.  B.  takes  Kt.,  check. 

15.  K.  toB.  2d. 

16.  K.  takes  B. 

17.  K.  takes  P. 

18.  Kt.  to  K.  4th. 

19.  Kt.  to  K.  B.  6th. 

20.  K.  to  B.  2d. 

21.  Kt.  takes  Kt. 

22.  R.  takes  P. 

28.  R.  to  K.  sq.  and  wins. 
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NOTBS  TO   GAME  Xin. 

(a)  This  move  gives  Black  the  better  game.    See  Analysts,  p. 
216,  foroorrect  move. 

(b)  The  effect  of  this  check  is  confining  to  White's  game,  Black 
thoagh  minus  a  Pawn  is  more  than  compensated  by  position. 

GAME  XIV. 

in  the  maieh  between  Staunton  and  Sorwitz.     Played  in  London  in 

1846. 


White  (Horwitz). 

1.  JT.  P.  two. 

2.  K.  Kt,  to  B.  Sd. 

3.  K.  B.  to  Q.  B.  4t^. 

4.  Q.  B.  P.  one. 

5.  Q.  P.  two, 

6.  JC.  P.  one. 

7.  K.  B.  to  Q.  Ku  bth. 

8.  P.  takes  P. 

9.  Castles. 

10.  K.  R.  P.  one. 

11.  Q.  Kt.  to  B.  3d. 

12.  B.  takes  Kt. 

13.  K.  Kt.  takes  P. 

14.  Q.  Kt.  to  K.  2d.  {h) 

15.  B.  to  K.  3d. 

16.  B.  takes  P.  {d) 

17.  Q.  takes  B. 

18.  Kt.  to  Q.  B.  6th. 

19.  Kt.  takes  B. 

20.  Q.«R.  to  Q.  sq. 

21.  Q.  R.  to  Q.  B.  sq. 

22.  Q.  Kt.  P.  one. 

23.  Q.  to  her  3d. 


Black  (Staunton). 

1.    K.  P.  tlDO. 

2.  Q.  Kt.  to  B.  Sd. 

3.  K.  B.  to  Q.  B.  4t*. 

4.  K.  Kt.  to  B.  3d. 

5.  P.  takes  P. 

6.  Q.  P.  two. 

7.  K.  Kt.  to  K.  bth. 

8.  B.  to  Q.  Kt.  3d. 

9.  Castles. 

10.  K.  B.  P.  one.  (a) 

11.  P.  takes  K.  P. 

12.  P.  takes  B. 

13.  Q.  B.  to  Q.  R.  3d. 

14.  P.  to  Q.  B.  4th.  (c) 

15.  P.  takes  P. 

16.  B.  takes  Kt. 

17.  B.  takes  B. 

18.  Q.  to  K.  B.  3d.  (e) 

19.  Q.  takes  Kt. 

20.  Q.  to  her  B.  4th. 

21.  Q.  to  her  Kt.  3d. 

22.  Kt.  to  K.  Kt.  6th. 

23.  Kt.  takes  K.  R. 


And  after  a  few  moves,  White  surrendered. 


NOTES   TO   GAME   XIV. 

(a)  To  break  the  centre  Pawns. 

(>)  White  should  have  taken  off  the  Kt.  in  preference.    Black 

11 
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then,  as  his  best  move,  would  probably  have  taken  the  Et.  (for  taldng 
the  Rook  would  be  dangerous,  on  account  of  ^  Q.  Kt.  to  K.  Kt  5tfa)« 
and  then  the  game  might  have  proceeded  thus : — 

Whiie.  Black, 

14.  Q.  Et  takes  Et.  14.  Q.  P.  takes  Et. 

16.  Q.  to  her  Et.  3d,  check.  15.  Q.  to  her  4th. 

16.  Q.  takes  Q.  16.  P.  takes  Q. 

17.  E.  R.  to  Q.  sq.  &c. 

The  positlcHi,  however,  would  even  then  have  been  much  in  £ivgf 
of  the  second  player,  from  the  commanding  situation  of  his  two 
Bishops. 

(c)  This  is  stronger  play  than  taking  the  Q.  Et.    After  advancing 

the  doubled  Pawn,  Mr.  Stauntcm  remarked  that,  had  his  position  been 

less  favorable,  and  the  advantages  springing  from  this  move  less  ob* 

viously  certain,  he  should  have  much  preferred  the  more  enterprising 

play  of  taking  the  E.  B.  P.  with  his  Et. — a  sacrifice,  as  he  demon- 

'strated  in  an  after  game,  which  leads  to  many  strikingly  beautiful 

ritoations ;  for  example :— • 

14.  Et.  takes  E.  B.  P. 
16.  R.  takes  Et.  16.  R.  takes  R. 

16.  E.  takes  R.  16.  Q.  to  E.  R.  dth,  check. 

(In  the  first  back  game.  White        (Whereupon  Black  mated  him 
now  plavs)  prettily  enough  as  follows :) 

17.  E.  to  his  B.  sq.  17.  R.  to  E.  B.  sq.,  check. 

18.  E.  Et.  to  B.  3d.  18.  B.  takes  Q.  P. 

19.  Q.  to  E.  sq.  19.  R.  takes  Et,  check. 
(EQs  only  move,  unless  he  give 

up  the  Q.  for  Bishop.) 

20.  P.  takes  R.  20.  Q.  takes  E.  R.  P.,  mate. 

In  a  second  back  game,  instead  of  "  E.  to  B.  sq.,"   White 
played 

17.  E.  Et  P.  one.  17.  Q.  takes  E.  R.  P, 

18.  E.  Et  to  B.  3d  (or  A).  18.  R.  to  E.  B.  sq. 

19.  Q.  Et  to  E.  B.  4th.  19.  B.  takes  Q.  P.,  check. 

20.  Q.  takes  B.,  20.  Q.  to  E.  B.  8th,  check. 

21.  E.  to  his  3d  sq.  21    R.  to  E.  sq., check. 
(If  Et  to  E.  6th,  White  loses 

his  Q.,  therefore,) 

22.  E.  to  Q.  2d.  22.  Black  mav  now  take  the  Et 

or  play  Rook  to  E.  6di,  in 
either  ease  having  a  winning 
game. 
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(A) 
yniiUe.  Black. 

18.  Q.  Kt  to  K.  B.  4th.  18.  B.  takes  Q.  P.,  check. 
(If  White  take  the  B.  he  loses  his 

Q.  in  three  moves,  therefore,) 

19.  K.  to  B.  3d.  *  19.  R.  to  K.  B.  sq. 

20.  Q.  takes  B.,  20.  Q.  to  K.  R.  8th,  check. 
(If  now  the  K.  he  played  to  B. 

ad  or  E.  3d,  Black  wins  the  Q., 
therefore,) 

21.  E.  toEt.  4th.  21.  B.  to  his  sq.,  check,   and 

Black  wins. 

There  are  many  other  variations,  hut  these  will  suffice  to  show 
liie  resources  of  the  attack. 

(d)  This  move  loses  a  clear  piece.  Play  as  he  could,  however* 
the  game  was  irredeemable. 

{e)  A  move  White  oveilooked,  unfortunately,  when  he  took  tiie 
Pawn  with  Bishop. 

GAME  XV. 

Between  Mr.  C.  H.  Stanley,  Ed,  of  the  American  Ck  ss  Magazine^  and 

another  strong  player. 


(Hhheito  nnpabljihed.) 


White  (Stanley), 

1.  K.  T.  two. 

2.  K.  Kt.  to  B.  3cZ. 

3.  K.  B.  to  Q.  B.  4tA. 

4.  Q.  B.  P.  me. 

5.  Q.  P.  two. 

6.  K.  P.  one. 

7.  K.  B.  to  Q.  Kt.  bih. 

8.  B.  takes  Kt.,  check. 

9.  P.  lakes  P. 

10.  Q.  Kt.  to  B.  Sd. 

11.  P.  lakes  P. 

12.  P.  takes  Kt. 

13.  K.  Kt.  to  Q.  ^th. 

14.  Castles. 


Black. 


1.  The  same. 

2.  Q.  Kt.  to  B.  dd. 

3.  Same. 

4.  K.  Kt.  to  B.  Sd. 
6.  P.  takes  P. 

6.  Q.  P.  two. 

7.  K.  Kt.  to  K.  bih. 

8.  P.  takes  B. 

9.  B.  to  Q.  Kt.  Zd. 

10.  P.  to  Q.  B.  4ih. 

11.  Kt.  takes  Kt. 

12.  B.  takes  P. 

13.  Castles. 

14.  E.  B.  P.  one. 


*  He  may  also  play  B.  to  K.  3d,  upon  which  Black  can  check  with 
Us  Q.,  and  afierwards  take  Kt.  with  B.»  having  the  better  game. 


244  CHESS  FOR  WnriBR  SVEmNOS. 

White.  Black. 

15.  P.  takes  P.  15.  Q.  takes  P. 

16.  B.  to  K.  3d.  (a)  16.  Q.  B.  to  R.  3d. 

17.  R.  to  K.  sq.  17.  Q.  R.  to  K.  sq. 

18.  K.  Kt.  to  B.  3d.  18.  B.  takes  B. 

19.  Q.  takes  P.,  check.  19.  K.  to  R.  sq. 

20.  P.  takes  B.  20.  Q.  takes  Q.  B.  P. 

21.  Q.  R.  to  Q.  B.  sq.  21.  Q.  to  Q.  Kt.  5th.  {b) 

22.  Kt.  to  K.  5th.  22.  Q.  to  K.  2d.  (c) 
38.  Kt.  to  Q.  B.  6th.  23.  Q.  to  K.  B.  3d. 

24.  Q.  to  Q.  2d.  (d)  24.  B.  to  Kt.  2d. 

25.  Kt.  to  Q.  4th.  25.  Q.  to  K.  4th. 

26.  R.  to  K.  B.  sq.  26.  R.  takes  R. 

27.  R.  takes  R.  27.  K.  R.  P.  one. 

28.  R.  to  K.  sq.  28.  Q.  B.  P.  two. 

29.  Kt.  to  Q.  Kt.  5th.  29.  R.  to  K.  3d. 

30.  Kt.  to  B.  3d.  30.  Q.  to  K.  Kt.  4th. 

31.  Q.  to  K.  B.  2d.  (e)  31.  R.  to  K.  Kt.  3d. 

32.  K.  P.  one.  32.  Q.  to  K.  4th. 

33.  Q.  to  K:  B.  3d.  33.  R.  to  K.  B.  3d. 

34.  Q.  to  K.  3d.  34.  R.  to  K.  B.  5th. 
85.  K.  Kt.  P.  one.  35.  R.  to  K.  B.  sq. 

36.  R.  to  Q.  sq.  36.  R.  to  K.  sq. 

37.  Kt.  to  R.  4th.  37.  Q.  B.  P.  one. 

38.  R.  to  Q.  4th.  38.  B.  takes  K.  P. 
89.  Kt.  to  K.  B.  3d.  39.  B.  to  Kt.  2d. 

40.  Q.  takes  Q.  40.  R.  takes  Q. 

41.  R.  takes  P. 

And  afler  a  few  more  moves  the  game,  by  mutual  con- 
sent,  was  abandoned  as  drawn. 


NOTES   TO   GAME   XV. 

(a)  A  desirable  move  on  account  of  its  conformity  with  one  of 
^e  first  principles  of  a  chess-player,  which  is,  to  concentrate  his 
orces  in  tlie  centre  of  the  board ;  and  a  necessary  one  on  account 

of  the  support  thereby  provided  for  K.  B.  P.  in  the  event  of  the 
forced  removal  of  K.  R. 

(b)  If  Rook  capture  Q.  B.  P.,  Black  takes  Kt  with  R. 

(c)  With  young  players  the  propensity  to  attack  Q.  is  neaily  M 
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great  as  the  other  propensity  to  check  K.  on  all  occasions :  in  the 
present  instance  if  Black  attack  Q.  with  B.,  he  is  compelled  to  lose 
an  exchange,  to  avoid  that  peculiar  form  of  mate  known  as  PhUidof^s 
legacy,  e.  g. : 

White,  Black. 

22.  B.  to  Q.  Kt.  2d. 

23.  Kt.  to  K.  B.  7th,  check.      23.  K.  moves  (if). 

24.  Kt.  to  R.  3d,  check.  24.  K.  moves. 
26.  Q.  to  Kt.  8th,  check,          25.  R.  takes  Q. 
26.  Kt.  mates. 

(d)  Disagreeable  results  would  be  likely  to  attend  the  capture  of 
Rook's  Pawn,  thus : 

24.  Kt.  takes  R.  P.  24.  R.  takes  K.  P. 

26.  If  Rook  take  R.  mate  en- 
sues in  three  moves,  there- 
fore, K.  R.  to  Q.  sq.  26.  B.  to  K.  7th. 

26.  R.  to  K.  sq.  26.  Q.  toB.  7th,  check. 

27.  K.  to  R.  sq.  27.  B.  to  K.  B.  6th,  and  Black 

wins  in  a  few  moves. 

(e)  If  Q.  to  K.  2d,  Black  captures  K.  P.  with  R.,  and  White 
could  not  possibly  save  the  game. 


LESSON  III. 

In  the  game  forming  this  Lesson,  first  player  at  his  3d 
move  plays  K.  B.  to  Q.  Kt.  5th,  a  move  formerly  considered 
weak  play,  but  which  may  be  adopted  with  safety.  The 
following  examination  of  this  move  is  from  Walker's  Art  of 
Chess-Play. 

ANALYSIS. 

White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  Kt.  to  B.  3d.  2.  Q.  Kt.  to  B.  8d. 
8.  K.  B.  to  Q.  Kt.  5th. 
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FIRST   REPLY. 

White.  Black, 

3.  K.  B.  to  Q.  B.  4th.  In 
tne  game  that  follows,  extracted  from  the  Chess-Player's  Chron- 
icle, it  will  be  seen  that  Staunton  deprecates  this  move. 
Jaenisch  and  Bilguer  prefer  K.  Kt.  to  B.  3d. — (See  Second 
Reply.) 

4.  Q.  B.  P.  one  (best,  see  A).  4.  K.  Kt.  to  K.  2d. 

5.  Castles.  5.  Castles. 

6.  Q.  P.  two.  6.  P.  takes  P. 

7.  P,  takes  P.  7.  K.  B.  to  Q.  Kt.  3d. 

8.  Q.  P.  one.  8.  Q.  R.  P.  one. 

9.  B.  to  Q.  R.  4th.  9.  Q.  Kt.  home. 

10.  Q.  P.  advances.  10.  K.  Kt.  to  Kt.  3d  (best). 

11.  P.  takes  P.  (best).  11.  Q.  lakes  P. 

12.  Q.  Kt.  to  B.  3d,  with  rather  better  position.  Black  can, 
however,  vary  some  of  the  preceding  moves,  and  the  result 
should  be  an  even  game. 

YariaUon  A. 

4.  B.  takes  Kt.  4.  Q.  P.  takes  B. 

5.  If  you  take  K.  P.  with  Kt.,  he  gets  a  good  game  by 
playing  Q.  to  Q.  5th.  Ponziani  makes  you  play  now  at 
once  Q.  B.  P.  one,  the  answer  to  which  is  Q.  to  Q.  6th. 

Q.  P.  one  (best).  5.  Q.  B.  to  Kt.  5th. 

6.  Q.  B.  to  K.  3d.  6.  Q.  to  her  3d. 

7.  Castles.  7.  Q.  R.  to  Q.  sq. 

8.  Q.  Kt.  to  Q.  2d.  The  game  is  even.  Jaenisch  now 
erroneously  plays  for  Black,  K.  Kt.  to  K.  2d,  not  seeing  that 
you  would  not  reply  as  he  supposes  with  Q.  Kt.  to  Q.  Kt.  3d, 
but  with  Q.  Kt.  to  Q.  B.  4th,  winning  a  piece. 


SECOND   REPLY. 

3.  K.  Kt.  to  B.  3d. 

4.  Q.  P.  one.— To  take  Kt. 

gives  no  advantage.  4.  K.  B.  to  Q.  B.  4th. 

5.  Castles.  5.  Q.  Kt.  to  Q.  6th. 

6.  Kt.  takes  Kt.  6.  B.  takes  Kt. 

7.  Q.  B.  P.  one  7.  B.  to  Q.  Kt.  3d. 
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White. 

8.  Q.  B.  to  K.  Kt.  5th. 

9.  K.  B.  to  Q.  R.  4th. 

10.  B.  takes  Kt. 

11.  Q.  Kt.  to  Q.  2d. 


Black. 

8.  Q.  B.  P.  one. 
0.  K.  R.  P.  one. 

10.  Q.  takes  B. 

11.  Castles. 


Even  game. 


GAME  IN  ACTUAL  PLAY. 


The  following  game  on  this  mode  of  playing  the  Knight's 
Opening,  extracted  from  the  Berlin  Schachzeitung,  and  pub- 
lished in  the  Chess-Player's  Chronicle  for  Jan.,  1847,  was 
played  between  Messrs.  Heydebrandt  and  Hanstein : 


White  (Hanstein). 

1.  K.  P.  two. 

2.  K.  Kt.  to  B.  3d. 

3.  K.  B.  to  Q.  Kt.  5th.  (a) 

4.  Q.  B.  P.  one. 

5.  Castles. 

6.  Q.  P.  two. 

7.  P.  takes  P. 

8.  Q.  P.  one. 

9.  Q.  P.  one.  (h) 

10.  Q.  takes  P. 

11.  Q.  to  her  3d.  (d) 

12.  Q.  Kt.  to  B.  3d. 

13.  Q.  takes  P.  (e) 

14.  K.  R.  to  Q.  sq. 

15.  K.  Kt.  to  his  5th  sq.  (/) 

16.  B.  takes  Kt. 

17.  Q.  to  K.  R.  4th. 

18.  Kt.  takes  Kt. 

19.  Q.  B.  to  K.  3d.  (g) 

20.  B.  to  Q.  4th. 

21.  Kt.  to  K.  B.  3d. 

22.  B.  takes  K.  B.  P.  (h) 

23.  Q.  takes  B.  P. 

24.  Q.  R.  to  Q.  B.  sq. 

25.  K.  R.  P.  two. 

26.  Kt.  to  Q.  4th. 


Black  (Heydebrandt). 

1.  K.  P.  two. 

2.  Q.  Kt.  to  B.  3d. 

3.  K.  B.  to  Q.  B.  4th. 

4.  K.  Kt.  to  K.  2d. 

5.  Castles. 

6.  P.  takes  P. 

7.  B.  to  Q.  Kt.  3d. 

8.  Q.  Kt.  to  his  sq. 

9.  P.  takes  P.  (c) 

10.  K.  B.  to  Q.  B.  2d. 

11.  Q.  P.  two. 

12.  P.  takes  P. 

13.  Q.  Kt.  to  B.  3d. 

14.  Q.  to  K.  sq. 

15.  Q.  B.  to  K.  B.  4th. 

16.  P.  takes  B. 

17.  Kt.  to  Q.  4th. 

18.  P.  takes  Kt. 

19.  Q.  to  her  Kt.  4th. 

20.  K.  R.  to  K.  sq. 

21.  K.  B.  P.  one. 

22.  P.  takes  B. 

23.  B.  to  K.  Kt.  3d. 

24.  B.  to  Q.  Kt.  3d. 

25.  K.  R.  to  K.  7th. 

26.  Q.  takes  P. 
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White.  Black. 

27.  Q.  to  her  B.  6th.  (i)  27.  K.  R.  to  K.  sq.  (ifc) 

28.  Q.  takes  Q.  P.,  check.  28.  K.  to  R.  sq.  (I) 

29.  Q.  R.  to  B.  6th.  (tn)  29.  B.  to  K.  5th.  (n) 
80.  Q.  to  her  6th.  30.  B.  takes  Kt.  (o) 

31.  R.  takes  B.  31.  K.  R.  to  K.  3d. 

32.  Q.  takes  R.  82.  Q.  takes  R. 

33.  Q.  to  K.  B.  6th,  check.     33.  Q.  takes  Q. 

84.  R.  takes  Q.  34.  R.  to  Q.  Kt.  sq.  (p) 

85.  K.  B.  P.  one.  85.  B.  to  Q.  4th. 

86.  Q.  R.  P.  one.  36.  R.  to  Kt.  3d.  {q) 

37.  R.  takes  R.  37.  P.  takes  R. 

38.  K.  to  B.  2d.  38.  K.  to  Kt.  2d. 
89.  K.  to  his  3d.  39.  K.  to  B.  3d. 

40.  K.  to  B.  4th.  40.  B.  to  Q.  B.  3d. 

41.  K.  to  Kt.  4th.  41.  B.  to  K.  sq. 

42.  K.  to  B.  4th.  42.  B.  to  K.  Kt.  3d. 

43.  K.  to  Kt.  4th.  43.  K.  R.  P.  two,  check. 

44.  K.  to  B.  4th.  44.  B.  to  K.  B.  4th. 

45.  K.  Kt.  P.  two.  45.  B.  to  K.  Kt.  3d. 

46.  P.  takes  P.  46.  B.  takes  P. 

47.  Q.  R.  P.  one.  (r)  47.  B.  to  K.  sq. 

48.  Q.  R.  P.  one.  48.  P.  takes  P.  (s) 

49.  K.  to  his  3d,  and  the  game  was  resigned  as  a  drawn 
battle. 

NOTES. 

(a)  The  question  whether  B.  to  Q.  Kt.  5tb  or  to  Q.  B.  4th  is  the 
better  move  at  this  point  for  the  first  player,  is  nearly  as  old  as  the 
present  mode  of  playing  chess.  Lopez  considered  Q.  Kt.  to  B.  3d, 
as  reconmiended  by  his  predecessor  Damiano  for  the  2d  move  of  the 
defence,  a  bad  one,  on  account  of  this  very  move  of  EL  B.  to  Q.  Kt. 
6th.  His  variations  show,  however,  that  he  had  but  imperfectly  ana- 
lyzed the  consequences.  The  Italian  players,  and  with  them  the 
succeeding  German,  English,  and  French  authors,  considered  K.  B. 
to  Q.  Kt.  5th,  a  weak  move,  and  unanimously  declared  for  K.  B.  to 
Q.  B.  4th ;  many  players  of  the  present  time,  and  some  of  the  most 
recent  works — amongst  others  Le  Palamdde,  for  March,  1846 — join 
in  this  opinion.  The  analyses  of  the  authors  are,  however,  very  in- 
ccmplete ;  and  we  are  indebted  to  the  labors  of  Mr.  Mayet  in  Bilgoer's 
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irark,  and  the  mote  modem  inveBtigatioQsof  Jaeniflch,  for  the  better 
appieciation  of  this  move.  Those  writen  consider  the  best  defence 
not  satisfactory,  and  believe  K.  B.  to  Q.  Kt.  6th  at  least  equal  in 
strength  to  K.  B.  to  Q.  B.  4th. 

(b)  Stronger  than  Q.  Kt  to  B.  3d,  as  affording  a  more  lasting 
attack. 

(c)  Black  may  here  play  K.  Kt  to  his  3d,  which  White  would 
foQow  with — 

10.  P.  takes  Q.  B.  P.  10.  Q.  or  B.  takes  P. 

11.  Q.  Kt.  to  B.  3d,  with  a  superior  game. 

(d)  At  this  point,  Jaenisch  leaves  the  game,  considering  White's 
position  ae  the  better.  Q.  P.  two,  Black's  reply  to  the  11th  move  of 
White,  with  correct  play,  would  most  likely  lead  to  a  drawn  game. 
A  much  stronger  move,  although  it  may  not  appear  so  theoretically^ 
would  be  Q.  to  her  R.'s  third.  For  in  that  case  Black  could  not 
advance  his  Q.  P.  two,  as  White  would  gain  an  advantage  by  an- 
swering with  K.  R.  to  Q.  sq.,  which  would  give  to  Black  a  very  con- 
fined position.  Indeed  it  is  not  difficult  to  see,  that  after  the  move 
recommended,  of  Q.  to  her  R.  third.  Black's  game  affords  no  satisfac* 
toiy  defence  for  a  length  of  time ;  and  we  must  repeat  that  the 
playing  K.  B.  to  Q.  B.  4th  by  the  second  player  as  his  3d  move,  is 
not  to  be  commended. 

(e)  U  the  Kt.  takes  this  P.,  Black  gains  an  advantage  by  Q.  B* 
to  K.  B.  4th. 

(/)  To  separate  the  Pawns  on  the  Q.  side. 

(g)  If  the  Rook  take  the  P.,  the  Q.  gives  mate ;  and  if,  instead 
of  playing  the  Bishop  to  K.'s  third,  he  were  played  to  K.  B.  4th, 
Black  might  exchange  Bishops,  and  then  support  his  Q.'s  P.  by  mov* 
ing  B.  to  K.  third. 

(h)  A  bold  sacrifice  to  be  ventured  in  an  actual  game. 

(i)  The  only  saving  move,  and  one  which  at  the  same  time  im- 
perils Kack. 

(k)  This  is  the  best  movp,  K.  R.  takes  K.  B.  P.  would  perhaps 
have  been  good,  but  K.  B.  takes  Kt.  would  have  lost  the  game,  e.  g.— > 

27.  Q.  to  her  B.  6th.  27.  B.  takes  Kt 

28.  Q.  takes  R.,  check.  28.  K.  to  Kt  2d  (best.) 

29.  R.  to  B.  7th,  check.  29.  K.  to  R.  3d.  (Interposing 

B.  would  cost  a  piece.) 
!!♦ 
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80.  Q.  to  K.  B.  8th,  cheek.       30.  K.  to  R.  4tii. 

81.  Q.  to  K.  B.  3d,  check.        31.  K.  takes  P.  (or  mate  Mom 
32.  K.  R.  takes  B.,  ch.  &c.  in  two  moves.) 

(I)  Interposing  the  B.  would  lead  to  perpetual  check. 

(m)  Q.  R.  to  B.  4th,  would  also  have  been  good,  but  the  move 
in  the  text  is  more  beautiful,  as  it  involved  a  snare,  into  which  Black 
fell,  and  enabled  White  to  save  the  game. 

(n)  Black  could  not  resist  the  temptation  of  winning  the  R.  for 
B.,  and  thus  overlooked  the  perpetual  check.  The  strongest  move 
for  him  was  Q.  R.  to  Q.  sq. 

(o)  If  the  other  B.  takes  the  R.,  White  gives  perpetual  checL 

(p)  We  recommend  the  study  of  the  terminating  moves,  which 
were  exremely  difficult  for  both  parties.  They  prove  the  possibility 
of  positions  occurring  where  two  Pawns  not  even  moved  can  draw 
the  game  against  a  Bishop. 

(q)  Black  Would  have  had  a  better  chance  of  winning  by  not 
exchanging  Rooks. 

(r)  Most  important,  because  the  B.  might  otherwise  have  prevent' 
ed  the  P.  advancing  to  compel  the  Black  P.  to  take. 

(s)  If  Black  does  not  take  P.,  White  would  win.  (?)  As  it  is, 
the  game  must  be  drawn,  even  if  White  had  no  Pawns,  since  the  P. 
on  Rook's  file  can  never  reach  the  eighth  sq. 

To  the  young  student  it  may  be  profitable  to  point  out  that  Kin  g, 
Bishop,  and  Rook's  Pawn  cannot  win  against  single  E.  in  front  of  P. 
unless  the  Bishop  be  of  a  color  to  command  the  8th  or  Queening  sq. 
of  that  Rook's  file  on  which  the  P.  marches.  This  axiom  is  well 
exemplified  by  the  position  from  Carrera  on  the  following  page  : 

In  this  situation  Black  draws  the  game,  the  result  depending, 
however,  upon  his  playing  his  3d  move  correctly,  e.  g. 
White  has  the  move  and  plays  as  follows : 

White,  Black. 

1.  P.  two  sq.  1.  K.  to  Q.  sq. 

2.  P.  on.  2.  E.  tohissq. 

3.  P.  on,  or  A.  3.  E.  to  E.  B.  sq. 

4.  B.  to  Q.  6th,  and 
afterwards  advances  the  P.  to 
Queen,  Black  being  compelled  to 
move  away  from  Pawn. 
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The  game  may,  however,  be  easily  drawn,  if  Black  jixy  the  8d 
move  properly.  Instead  of  moving  K.  to  his  B.  sq.,  he  uoght  to  play 
K.  to  B.  Sdsq.,  and  if  the  B.  check  at  Q.  5th  eq..  Slack  will  (day  K. 
to  K.  Et  3d  sq.,  and  will  gain  the  Pawn. 


3.  B.  to  Q.  ah  fl(^  3.  IfBlaokplayK.toK.  B.Bq., 

White  will  advance  the  P.  and  win  the  game;  lie  most  play  E.  to 
hia  2d  sq.,  then  to  E.  B.  3d  sq,,  aecnre  of  capturing  Pawn  or  gaining 
and  keeping  the  comer,  in  which  case  the  P.  cannot  win.  It  is  an- 
perflnoos  to  repeat,  that  when  the  Bishop  oommandB  the  8th  sq., 
the  game  is  Bpeedily  forced.  If  Wtiite  in  the  above  position,  and 
others  onalagous,  had  even  several  Pawns  behind  each  other  cm  the 
Book'sfile,  the  adverse  single  E.,  being  in  front,  would  equally  draw 
•a  againat  one,  on  account  of  the  Bishop's  not  commanding  the  ez- 
treme  square  of  the  file. 
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LESSON   IV. 

THE  QUEEN'S  PAWN  TWO  OPENING. 

LEADING  MOVES — IN  ACTUAL  FLAY  :  GAMES  I.,  II.,  AND  III., 
IN  CORRESPONDENCE  BETWEEN  THE  LONDON  AND  EDIN- 
BURGH   CHESS-CLUBS. GAME     IV.    COCHRANE    AND   POPERT, 

—GAME  V.  PERIGAL  AND  DANIELS.^-GAME  VI.  IN  CORRES- 
PONDENCE BETWEEN  THE  WASHINGTON  AND  NEW-YORK 
CHESS-CLUBS .— ^KJ 
IN  ACTUAL  PLAY. 


CHESS-CLUBS.— -GAME  VII.  FROM  WALKER's  THOUSAND  GAMES 


This  opening  springing  out  of  the  Knight's  Game  may 
be  classed  as  a  variation  of  the  Giuoco  Piano.  It  receives  its 
name  from  the  third  move  of  the  second  player  who  sacrifices 
his  Q.  P.  by  playing  it  two  sq.  on  his  third  move.  It  is 
known  also  as  the  "Scottish  Opening,"  from  the  circum- 
stance of  its  having  been  brought  into  vogue  by  its  adoption 
in  three  out  of  the  five  games  played  between  the  years  1824 
and  1828,  by  correspondence,  between  the  clubs  of  London 
and  Ekiinburgh.     See  first  three  games  in  actual  play. 

Of  this  method  of  commencing  the  game,  Walker,  in  Mb 
Art  of  Chess-Play,  remarks — "  It  is  alike  fertile  in  resource 
and  safe  in  its  results ;  since  if  even  the  best  moves  are  op- 
posed on  the  part  of  the  defence,  the  Pawn  first  given  is  re- 
gained ;  and  the  game  in  its  more  forward  stages  becomes  of 
an  even  character.  The  Queen's  P.  Two  Opening  thus  pre- 
sents both  shield  and  spear,  and  in  this  respect  has  the  ad- 
vantage over  the  Evans  Game*  and  similar  dihUs ;  in 
which,  should  the  attack  fail,  ultimate  loss  is  assured  to 
the  first  player,  through  the  weight  of  the  sacrificed  Pawn, 


'  For  detailed  analysis  of  the  Evans  Game,  or  the  Evans  Grambit  bm 
it  is  more  generally  termed,  consnlt  Walker's  "  Art  of  Chess-Flay,  4th 
Bd.  1846,  and  Staunton's  Chess-Player's  Handbook,  London,  1847. 
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which  he   never  regains."    The  feUowing  ocmstitute,  fi>r 
both  sides>  the  safest : 

LEADING  MOVES. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  Kt.  to  B.  Zd.  2.  Q.  Kt.  to  B.  Sd. 

3.  Q.  P.  two. — This  move  con- 
stitutes the  Q.  P.  Two  Opening. 
Its  effect  is  to  open  the  board  at 

pnce  to  the  range  of  the  Bishops.  3.  P.  takes  P.  (best). 

4.  K.  B.  to  Q.  B.  Ath.  4.  K.  B.  to  Q.  B.  4th. 

5.  Q.  B.  P.  one. — In  reply  to  this  move,  authors  have 
generally  recommended  as  best  to  advance  P.  to  Q.  6th,  giv- 
ing it  up  altogether.  We  are  indebted  to  Jaenisch  for  the 
discovery  that  at  this  stage  Black  can  acquire  a  strict  equal- 
ity of  position  by  resolving  the  game  into  a  familiar  variation 
of  the  Giuoco  Piano.     He  therefore  plays : 

5.  K.  Kt.  to  B.  Sd. 

The  position  will  now  be  found  identical  with  that  result- 
ing  from  the  following  first  five  moves  of  the  leading  game 
in  the  Giuoco  Piano  Opening,  the  ultimate  result  of  which  is 
perfect  equality : 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  Kt.  to  B.  M.  2.  Q.  Kt.  to  B.  Zd. 

3.  K.  B.  to  Q.  B.  4th.  3.  The  same. 

4.  Q.  B.  P.  one.  4.  K.  Kt.  to  B.  Sd  (best). 

5.  Q.  P.  two.  5.  Pi  takes  P. 

Deviation  from  this  orthodox  course  of  play  gives  rise  to 

much  beautiful  combination,  of  which  many  examples  will 
be  found  in  the  following  games  in  actual  play : 

GAME  I. 

In  eorretpondence,  bettoeen  the  London  and  Edinburgh  Chess-  Clubs. 
Begun  by  the  Edinburgh  Club,  6ih  of  Oct.,  1826. 

White  (Edinburgh).  Black  (London). 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  Kt.  to  B.  Sd.  2.  Q.  Kt.  to  B.  9d. 

8.  Q.  P.  two.  3.  Q.  Kt.  takes  P.  (a) 
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Whiie. 

4.  Kt.  takes  Kt.  4. 

5.  Q.  takes  P.  5. 

6.  K.  B.  to  Q.  B.  4th.  (h)       6. 

7.  Q.  to  her  5th.  (c)  7. 

8.  Kt.  toQ.  B.  3d.  (d)  8. 

9.  Q.  B.  to  Q.  2d.  9. 
JO.  K.  B.  to  Q.  Kt.  5th.  10. 

11.  Q.  to  her  B.  4th.  11. 

12.  Castles  on  K.  side.  12. 

13.  Q.  to  her  3d.  (e)  13. 

14.  Q.  to  K.  Kt.  3d.  14. 

15.  Kt.  takes  B.  15. 

16.  Kt.  to  Q.  B.  3d.  16. 

17.  B.  to  K.  Kt.  5th.  17. 

18.  Q.  Kt.  P.  one.  18. 

19.  B.  to  Q.  B.  sq.  19. 

20.  K.  R.  P.  takes  Q.  20. 

21.  P.  takes  Kt.  (/)  21. 

22.  Q.  R.  to  Q.  Kt.  sq.  22. 

23.  K.  R.  to  Q.  sq.  (g)  23. 

24.  Q.  R.  to  Q.  Kt.  3d.  24. 

25.  K.  B.  P.  one.  25. 

26.  K.  P.  takes  P.  26. 

27.  P.  to  K.  Kt.  4th.  27. 

28.  B.  to  K.  B.  4th.  28. 

29.  B.  takes  Q.  P.  29. 

30.  Q.  R.  to  his  3d.  (i)  30. 

31.  B.  to  Q.  B.  7th.  31. 

32.  K.  R.  to  Q.  8th,  check.     32. 

33.  R.  to  Q.  B.  8th.  33. 

34.  K.  to  his  R.  2d.  34. 

35.  K.  to  his  R.  3d.  35. 

36.  B.  to  K.  R.  2d.  36. 

37.  P.  to  K.  B.  4th.  (n)  37. 
88.  P.  to  K.  Kt.  3d.  38. 

39.  Q.  R.  to  K.  3d.  (q)  39. 

40.  P.  to  K.  Kt.  5th.  40. 

41.  K.tohisKt.  4th.  41. 

42.  K.  to  his  B.  3d.  42. 

43.  E.  to  his  4th.  43. 


Black. 

P.  takes  Kt. 

K.  Kt.  to  K.  2d. 

Kt.  to  Q.  B.  3d. 

Q.  to  K.  B.  3d. 

K.  B.  to  Q.  Kt.  5th. 

Q..   P.  one. 

Q.  B.  to  Q.  2d. 

K.  B.  to  Q.  B.  4th. 

Castles  on  K.  side. 

Kt.  to  K.  4th. 

B.  takes  B. 

Q.  B.  P.  one. 

Kt.  to  Q.  B.  5th. 

Q.  to  K.  Kt.  3d. 

K.  B.  P.  one. 

Q.  takes  Q. 

B.  to  Q.  5th. 

B.  takes  Kt. 

Q.  Kt.  P.  one. 

Q.  R.  to  K.  sq. 

B.  to  Q.  R.  4th. 

K.  B.  P.  one. 

Q.  R.  to  K.  7th.  (h) 

R.  takes  Q.  B.  P. 

R.  takes  P.  at  Q.  B.  5th. 

K.  R.  to  K.  sq. 

K.  R.  P.  one. 

R.  to   K.  2d.  (k) 

K.  to  his  R.  2d. 

Q.  R.  to  Q.  B.  8th,  ch. 

K.  R.  to  K.  8th.  (l) 

R.  to  K.  R.  8th,  check. 

B.  to  Q.  B.  6th.  (w) 

B.  to  Q.  7th.  (o) 

B.  to  Q.  R.  4th.  Cp) 

Q.  R.  to  Q.  B.  7th. 

K.  R.  takes  B.,  check. 

K.  R.  P.  one,  check,  (r) 

K.  R.  to  K.  B.  7th,  ch. 

K.  Kt.  P.  one.  (*) 
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WMU.  Black. 

44.  K.  R.  to  Q.  B.  7th,  ch.  44.  K.  to  hisKt.  sq. 

45.  K.  to  his  5th.  45.  Q.  R.  to  Q.  B.  4th,  ch.  {t) 

46.  K.  to  his  B.  6th.  46.  Q.  R.  takes  P.,  check. 

47.  K.  takes  K.  Kt.  P.  47.  R.  to  K.  B.  sq. 

48.  K.  R.  to  K.  Kt.  7th,  ch.  48.  K.  to  his  R.  sq. 

49.  K.  to  his  R.  6th.  (m)  49.  B.  to  Q.  Kt.  5th.  («) 

50.  Q.  R.  to  K.  6th.  50.  Q.  R.  to  K.  B.  4th.  (w) 

51.  K.  R.  to  K.  R.  7th,  ch.  51.  K.  to  his  Kt.  sq. 

52.  Q.  R.  to  K.  Kt.  6th,  ch.  52.  K.  to  his  B.  sq. 

53.  Q:  R.  takes  Q.  B.  P.  53    Q.  R.  to  Q.  B.  4th.  («) 

54.  Q.  R.  to  K.  B.  6th,  ch.  54.  K.  to  his  sq. 

55.  P.  to  K.  Kt.  6th.  55.  Q.  R.  to  Q.  B.  6th.  (y) 

56.  P.  to  K.  Kt.  4th.  56.  B.  to  K.  B.  sq.,  check. 

57.  R.  takes  B.,  check.  57.  K.  takes  R. 

58.  P.  to  K.  Kt.  7th,  ch.  {%)  58.  K.  to  his  B.  2d. 

59.  R.  to  K.  R.  8th.  59.  Q.  R.  to  Q.  B.  3d.  ch. 

60.  K.  to  his  R.  7th,  and  Lon- 
don resigned. 

NOTES  TO  GAME  I. 

(a)  Inferior  to  taking  P.  with  P.  Cochrane,  in  his  treatise,  has 
the  following  remarks  on  this  move : — ^''I  object  to  this  move,  (i.  e., 
3  Black :  Q.  Kt.  takes  P.,)  not  because  it  can  be  actually  provV  to 
entul  defeat,  but  because  White,  by  taking  the  adverse  Knight  with 
his  King's  Knight,  and  afterwards  placing  his  Q.  at  her  4th  sq.,  will 
(if  the  situation  of  the  game  be  considered)  remain  with  a  much  bet- 
ter position  than  his  adversary.  In  the  first  place,  White  has  the 
Q.  and  his  K.  P.  in  the  middle  of  the  board,  the  former  of  which 
cannot  be  displaced  unless  the  second  player  make  a  feeble  move, 
viz.,  Q.  B.  P.  two  sq.  Secondly,  the  power  of  action,  i.  e.,  the  num« 
ber  of  squares  which  the  pieces  of  the  White  command,  is  in  favor 
of  the  first  player;  and  lastly.  White  can  castle,  and  secure  his 
game  sooner  than  his  adversary.  There  is  nothing  in  Chess  so  ex- 
tiemely  difficult  as  the  proving  from  any  weak  move  of  your  oppo- 
nent, the  absolute  loss  of  a  game,  more  especially  when  one  or  two 
minor  pieces  have  been  exchanged,  the  great  force  of  the  Q.  fre- 
quently rendering  any  determinate  calculation  next  to  impossible; 
the  only  method  we  can  have  of  approaching  demonstration^  is  to 
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Acfw  that  the  one  player  has  apparendy  a  more  canfined  game  than 
Ua  adversary."  For  modem  coontermove,  see  Note  (a)  Game  VIL 
(5)  Much  better  than  playing  Q.  B.  to  K.  Kt  6th,  as,  in  that 
case,  second  player  may  move  his  K.  Kt  to  Q.  B.  3d,  and  speedSy 
faring  his  other  forces  into  the  field. 

(c)  Perhaps  this  attack  is  premature. 

(d)  This  move  allows  Black  to  post  his  K.  B.  advantageously  * 
castling  would  have  been  better  play. 

(e)  Mr.  Lewi4  has  shown  that  Edinburgh  would  have  played  ill 
in  moving  Knight  to  Q.  6th. 

(/)  The  doubling  of  the  Pawns  is  in  some  respects  a  disadvaa* 
tage ;  but  it  is  here  more  than  compensated  by  the  opening  given  for 
the  action  of  the  Ed.  pieces. 

(g)  This  move  is  made  with  the  view  of  driving  the  Lond.  B. 
to  his  Q.  R.  4th  sq.,  where  he  vnll  be  found  to  remain  for  a  long 
time  very  much  out  of  play. 

(h)  Lewis,  in  his  edition  of  these  games,  remarks  that  Black 
should  have  taken  the  P.  at  their  K.  B.  4th,  and  they  then  would 
have  had  the  best  of  the  game,  adding  that  it  will  be  seen  that  the 
cluster  of  Pawns  on  the  K.  side  ultimately  won  the  game.  De  La 
Bourdonnais,  who  has  published  these  games  in  his  treatise,  gives  as 
hi^lpinion,  that  even  had  Black  taken  the  P.,  White  would  still  have 
remained  with  a  superior  position. 

(i)  This  move  is  made  for  the  purpose  of  still  confining  the  B. 

(k)  This  seems  to  be  a  lost  move ;  in  fact,  it  forwards  the  attack 
meditated  by  Ed. 

(2)  This  attack  is  rendered  nugatory  by  Ed.  advancing  K.  to  K. 
R.  3d,  and  after  being  checked  with  the  R.,  interposing  B. 

(m)  The  following  variation  proves  that  playing  B.  to  Q.  7th 
WQuld  have  been  of  no  avail. 

White.  Blade. 

36.  B.  to  Q.  7th. 

37.  Q.  R.  to  Q.  R.  4th.  37.  B.  to  E.  6tii. 

38.  Q.  R.  to  K.  4th.  38.  B.  to  K.  Kt.  8th. 

39.  Q.  R.  to  K.  8th,  winning. 

(n)  Had  Ed.  captured  Q.  R.  P.,  tliey  would  have  lost  the  game ; 
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White.  BUuk. 

87.  R.  takes  Q.  R.  P.  37.  B  to  K.  4th  sq. 

38.  If£d.playE.Et.P.oneBq., 
Lcmd.  should  play  R.  to  Q. 
B.'7th;hutifP.toK.B.4th,  38.  Must  not  take  P.,  beeaiue 

it  would  end  in  a  drawn 

ne.   The  proper  move  ist 
[>  Q.  B.  6th,  check. 

39.  P.  to  K.  Et.  3d.  39.  R.  to  Q.  B.  7th. 

40.  P.  to  E.  Et.  5th.  40.  R.  at  E.  R.  8th  takes  B.  and 

checks. 

41.  E.  to  E.  Et.  4th.  41.  E.  R.  P.  checks. 

42.  E.  to  E.  B.  3d.  42.  R.  to  Q.  R  6th,  check. 

43.  E.  to  his  4th.  43.  R.  to  E.  7th,  mate. 

(o)  The  move  expected  by  Ed.  was  Q.  R.  P.  two  sq.,  which 
seems  by  far  the  best  move  that  Lond.  could  have  played ;  although 
it  would  not  have  been  sufficient  to  save  the  game.  When  Lond. 
played  their  B.  to  Q.  7th  sq.,  they  must  have  imagined  that  Ed.  would 
not  venture  to  push  their  P:  to  E.  Et.  3d. 

(p)  R.  to  Q.  B.  7th,  though  apparently  a  good  move,  would  have 
lost  the  game  by  Ed.  playing  P.  to  E.  Et.  5th.  If  Lond.  take  the 
P.,  Ed.  takes  Q.  R.  P.,  &c. ;  but  if,  instead  of  taking  the  P.,  Lond. 
take  the  B.,  Ed.  should  play  E.  to  Et.  4th,  having  a  forced  won  game, 

(g)  This  is  an  excellent  move,  and  the  remainder  of  the  game  is 
admirably  conducted  by  the  Ed.  club. 

(r)  If  Lond.  had  taken  the  P.,  Ed.  would  have  played  Q.  R.  to 
K.  8th,  threatening  checkmate. 

(5)  If  Lond.  had  played  R.  to  Q.  B.  5th,  checking,  the  game 
would  have  been  brought  at  the  47th  move  into  precisely  the  same 
dtuaticm  with  that  into  which  it  is  brought  at  the  46th  move  of  the 
text  game. 

(t)  If  Lond.  had  played  R.  from  Q.  B.  7th  to  Q.  7th,  they  would 
stiJl  have  lost;  and  had  they  checked  with  B.,  Ed.  would  have 
captured  it  with  R.,  and  then  have  played  E.  to  his  B.  6th,  winnmg. 

(u)  This  is  an  important  move,  though  at  fn^  sight  its  impor- 
tance  may  not  be  very  obvious.  It  opens  up  E.  Et.  6th  sq.  for  R. 
to  be  played  into ;  and  by  keeping  Q.  R.  still  at  E.  3d  sq.,  the  lond. 
B.  is  prevented  from  being  played  to  his  Q.  B.  6th,  which  would 
have  proved  fatal  to  the  attack  made  by  the  Ed.  club. 
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(v)  If  Lond.  had  played  K.  R.  to  Q.  7th,  they  would  stiU  have 
lost  the  game ;  e.  g. 

White.  Black, 

49.  K.  R.  to  Q.  7th. 

60.  Q.  R.  to  K.  6th.  50.  Q.  R.  to  Q.  sq. 

61.  K.  R.  to  K.  R.  7th,  check.         61.  K.  to  K.  Kt.  sq. 

62.  Q.  R.  to  K.  Kt.  6th,  check.       62.  K.  to  K.  B.  sq. 

63.  Q.  R.  to  K.  Kt.  7th,  and  must  wm. 

And  if  Rook  from  K.  B.  sq.  to  Q.  sq.,  the  resnlt  wonld  have 
been  as  follows : 

49.  R.  to  Q.  sq. 

60.  R.  from  K.  3d  to  K.  7th.  60.  If  Black  double  the  Rook, 
he  is  checkmated  in  three  moves.  If  he  check  with  the  R.,  White 
interposes  R.  or  P.    If  B.  to  Q.  B.  6th. 

61.  R.  to  K.  Kt.  6th,  and  Black  cannot  avoid  checkmate. 

(w)  Had  Lond.  played  Q.  R.  to  Q.  sq.,  they  would  still  have  lost. 
(as)  Had  Lond.  played  K.  to  Kt.  sq.,  they  would  have  lost ;  e.  g. 

White.  Black. 

63.  K.  to  K.  Kt.  sq. 
64.  P.  to  K.  Kt.  6th.  54.  B.  to  K.  B.  sq.,  ch. 

66.  P.  to  Kt.  7th.  55.  If  Lond.  play  K.  to  K.  B.  2d, 

Ed.  takes  B.  with  P.,  Queening  and  checking ;  and  on  the  Q.  bein^ 
taken  by  K.,  Q.  R.  gives  checkmate :  therefore 

B.  takes  P.,  checking. 
66.  K.  R.  takes  B.,  (check,)  and  Lond.  must  lose. 

(y)  Had  Lond.  played  B.  to  Q.  B.  6th,  Ed.  would  have  played 
P.  to  Kt.  7th,  and  afterwards  to  Queen,  giving  checkmate. 

(z)  Had  Ed.  checked  with  R.,  and  afterwards  advanced  the  P.  to 
Kt.  7th,  Lond.  would  have  drawn  the  game. 


GAME  n. 

Tn  the  same  match.     Begun  by  the  Ed.  Club.  20th  of  Dec.,  1824. 

White  (Edinburgh).  Black  (London). 

1.  K.  P.  two.  1.  Same. 

2.  K.  Kt.  to  B.  M.  2.  Q.  Kt.  to  B.  Sd. 

3.  Q.  P.  two.  3.  K  P.  takes  P. 

4.  K.  B.  to  Q.  B.  Ath.  4.  K.  B.  checks,  (a) 

5.  Q.  B.  P.  one.  5.  P.  takes  P. 
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White.  Black. 

6.  Castles,  (h)  6.  Q.  P.  one. 

7.  Q.  R.  P.  one.  7.  K.  B.  to  Q.  B.  4th. 

8.  Q.  Kt.  P.  two.  8.  K.  B.  to  Q.  Kt.  3d. 

9.  Q.  to  her  Kt.  3(1.  9.  Q.  to  K.  B.  3d. 

10.  Q.  Kt.  takes  P.  10.  Q.  B.  to  K.  3d. 

11.  Q.  Kt.  toQ.  5th.  11.  Q.  B.  takes  Kt.  (c) 

12.  B.  takes  B.  12.  K.  Kt.  to  K.  2d.  (d) 

13.  Q.  B.  to  K.  Kt.  5th.  13.  Q.  to  K.  Kt.  3d. 

14.  Q.  B.  takes  K.  Kt.  14.  K.  takes  Q.  B. 

15.  Q.  R.  P.  one.  15.  Q.  R.  P.  two. 

16.  Q.  Kt.  P.  one.  16.  Q.  R.  to  Q.  Kt.  sq. 

17.  Kt.  to  K.  R,  4th.  (e)  17.  Q,  to  K.  B.  3d. 

18.  Kt.  to  K.  B.  5th,  check.    18.  K.  to  his  B.  sq. 

19.  Q.  R.  to  Q.  B.  sq.  (/)  19.  Kt.  to  K.  4th. 

20.  K.  to  his  R.  sq.  20.  K.  R.  P.  two. 

21.  K.  Kt.  P.  one.  (g)  21.  K.  Kt.  P.  one. 

22.  Kt.  to  K.  R.  4th.  22.  Kt.  to  K.  Kt.  5th. 

23.  K.  R.  P.  one.  23.  K.  Kt.  P.  one. 

24.  Kt.  to  K.  B.  3d.  (h)  24.  Q.  B.  P.  one. 

25.  B.  to  Q.  B.  4th.  25.  K.  R.  to  his  2d. 

26.  K.  to  his  Kt.  2d.  26.  K.  to  his  Kt.  2d. 

27.  B.  to  K.  2d.  (i)  27.  Kt.  to  K.  4th. 

28.  Kt.  takes  K.  Kt.  P.  28.  Q.  takes  Kt. 

29.  K.  B.  P.  two.  29.  Q.  to  K.  Kt.  3d. 

30.  K.  B.  P.  takes  Kt.  30.  Q.  takes  K.  P.,  check. 

31.  B.  to  K.  B.  3d.  31.  Q.  to  K.  6th. 

32.  Q.  to  Q.  Kt.  sq.  32.  K.  to  his  R.  sq. 

33.  Q.  R.  to  K.  sq.  33.  Q.  to  K.  Kt.  4th. 

34.  K.  R.  P.  one.  34.  Q.  to  K.  Kt.  2d. 

35.  B.  to  K.  4th.  35.  K.  R.  to  his  3d. 

36.  K.  R.  to  K.  B.  5th.  36.  Q.  P.  takes  P. 

37.  K.  R.  to  K.  Kt.  5th.  37.  Q.  to  K.  B.  sq. 

38.  Q.  to  her  B.  sq.  38.  B.  to  Q.  sq.  (k) 

39.  K.  R.  takes  P.  atK.  5th.  39.  B.  to  K.  B.  3d. 

40.  K.  R.  to  K.  B.  5th.  40.  Q.  R.  to  K.  sq. 

41.  Q.  Kt.  P.  takes  Q.  B.  P.  41.  Q.  Kt.  P.  takes  P. 

42.  K.  R.  takes  Q.  R.  P.  42.  K.  to  K.  Kt.  2d.  (I) 

43.  K.  R.  to  Q.  B.  5th.  43.  Q.  R.  to  K.  3d. 

44.  Q.  to  Q.  B.  4th.  44.  Q.  to  K.  2d. 

45.  Q.  R.  to  K.  3d.  (m)  45.  Q.  to  Q.  R.  2d. 
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Wkae.  Black. 

46.  R.  to  K.  2d.  46.  R.  to  Q.  3d. 

47.  Q.  R.  P.  <me.  47.  R.  to  Q.  8th. 

48.  B.  to  K.  B.  3d.  (n)  48.  B.  to  Q.  5th. 

49.  K.  R.  to  K.  Kt.  5th,  ch.  49.  R.  to  K.  Kt.  3d. 

50.  Q.  takes  P.  at  Q.  B.  6th.  50.  B.  to  K.  B.  3d. 

51.  R.  takes  R.,  check,  (o)  51.  P.  takes  R. 

52.  Q.  to  Q.  Kt.  6th.  52.  Q.  to  K.  B.  2d.  (p) 

53.  R.  to  Q.  B.  2d.  53.  R.  to  Q.  2d. 

54.  B.  to  Q.  B.  6th.  54.  Q.  to  K.  3d.  (q) 

55.  K.  to  his  R.  2d.  55.  R.  to  Q.  5th. 

56.  Q.  to  Q.  R.  7th,  check.  56.  E.  to  his  R.  3d. 

57.  B.  to  K.  B.  3d.  57.  Q.  to  K.  6th. 

58.  Q.  to  K.  B.  7th.  (r)  58.  R.  to  Q.  7th,  check,  (s) 

59.  R.  takes  R.  59.  Q.  takes  R.,  chedt. 

60.  K.  to  his  R.  3d.  60.  Q.  to  K.  B.  7th.  (t) 

61.  B.  to  K.  Kt.  2d.  (tt)  61.  B.  to  Q.  5th. 

62.  Q.  to  K.  B.  4th,  check.  62.  K.  to  his  Kt.  2d.  (v) 

63.  B.  to  K.  4th.  63.  B.  to  Q.  R.  2d. 

64.  B.  to  Q.  3d.  64.  B.  to  Q.  5th. 

65.  B.  to  Q.  B.  4th.  65.  K.  to  his  R.  2d. 

66.  Q.  R.  P.  one.  66.  K.  to  his  Kt.  2d. 

67.  Q.  to  K.  4th.  67.  Q.  to  K.  B.  3d. 

68.  Q.  to  K.  B.  4th.  68.  B.  to  Q.  Kt.  3d. 

69.  K.  to  K.  Kt.  2d.  69.  Bishop  to  Q.  5th. 

70.  B.  to  Q.  3d.  70.  B.  to  Q.  R.  2d. 

71 .  K.  to  R.  2d.  71.  Q.  to  Q.  Kt.  7lh,  check. 

72.  K.  to  his  R.  3d.  72.  Q.  to  K.  B.  3d. 

73.  Q.  to  K.  4th.  73.  B.  to  Q.  5th. 

74.  Q.  to  Q.  5th.  74.  B.  to  Q.  R.  2d. 

75.  B.  to  Q.  B.  4th.  75.  B.  to  Q.  5th. 

76.  Q.  to  K.  Kt.  8th,  check.  76.  K.  to  R.  3d. 

77.  B.  to  Q.  3d.  77.  B.  to  Q.  R.  2d. 

78.  B.  to  K.  4th.  78.  B.  to  Q.  5th. 

79.  Q.  to  her  B.  8th.  79.  K.  to  his  Kt.  2d. 

80.  Q.  to  her  7th,  check.  80.  K.  to  R.  3d. 

81.  B.  to  K.  Kt.  2d.  81.  Q.  to  K.  B.  7th. 

82.  Q.  to  her  Kt.  5th.  82.  K.  to  his  Kt.  2d. 

83.  B.  to  K.  4th.  83.  Q.  to  K.  B.  3d. 

84.  Q.  to  her  3d.  84.  Q.  to  K.  3d,  check. 

85.  K.  to  R.  2d.  85.  Q.  to  her  R.  7th»  oheek 
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WUte.  Black. 

86.  B.  to  K.  Kt.  2d.  86,  Q.  to  K.  B.  7th- 

87.  K.  to  his  R.  3d.  87.  Q.  to  K.  B.  3d. 

88.  B.  to  K.  B.  3d.  88.  Q.  to  K.  3d,  check. 

89.  K.  to  his  R.  2d.  89.  Q.  to  K.  6th. 

90.  Q.  to  her  sq.  90.  Q.  to  K.  B.  7th,  check, 

91.  B.  to  K.  Kt.  2d.  91.  B.  toK.  4th. 

92.  Q.  to  her  3d.  (a?)  92.  Q.  to  her  5th. 

93.  Q.  to  K.  4th.  93.  Q.  takes  Q. 

94.  B.  takes  Q.  94.  B.  to  Q.  Kt.  sq. 

95.  K.  to  his  Kt.  2d.  95.  K.  to  K.  B.  3d. 

96.  K.  to  his  B.  3d.  96.  B.  to  Q.  R.  2d. 

97.  B.  to  Q.  B.  6th.  97.  B.  to  Q.  Kt.  3d. 

98.  B.  to  K.  8th.  98.  B.  to  Q.  R.  2d. 

99.  K.  to  his  4th.  99.  B.  to  Q.  Kt.  3d. 

Drawn  game. 


NOTES  TO  GAME   n. 

(a)  This  check  is  dangerous,  but  not  really  unsound,  says 
Walker.  In  the  Palamdde,  Vol.  I.,  2d  Series,  p.  120,  St.  Amant  is 
far  from  deprecating  it;  while  the  Ed.  Conunittee  have  stated  in 
their  report,  that "  all  the  difficulties  of  the  London  side  may,  it  is 
thought,  be  traced  back  to  it." 

(5)  The  correct  move ;  which  should  have  been  answered  with 

6.  P.  to  Q.  B.  7th  (best). 

7.  Q.  takes  P.  7.  Q.  P.  one. 

8.  Q.  R.  P.  one.  8.  K.  B.  to  Q.  B.  4th. 

9.  Q.  Kt.  P.  two.  9.  K.  B.  to  Q.  Kt.  3d.— If  Black 
move  K.  B.  to  Q.  6th,  you  take  it,  and  play  Q.  to  Q.  B.  3d.  If  he 
now  move  Q.  Kt.  to  Q.  5th,  you  take  it,  and  then  play  B.  takes  P., 
checking. 

10.  Q.  B.  to  Q.  Kt.  2d.  10.  K.  Kt.  to  B.  3d. 

The  game  may  be  termed  even.  White's  superiority  in  position  being 
worth  about  the  extra  P. 

Cochrane  has  invented  a  pleasing  variation  at  move  6th  of  first 
player,  namely:  Capturing  P.  with  P.  instead  of  castling.     Sao 

Game  IV. 

(c)  A  necessary  move.  The  Lond.  game  would  have  been  CQm- 
pletely  broken  up  had  they  removed  Q. 
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(i)  U  Loud,  take  Q.  R.,  B.  attaeks  her  at  Q.  Et.  ad,  and  wins 
her  for  two  R. — ^Althoagh  abstractly  the  value  of  a  Q.  is  less  than 
that  of  two  R.,  yet,  in  the  particiilar  situation  of  this  game,  they  could 
not  have  safefy  given  up  their  Q.  for  the  two  R. 

(e)  Ed.  cannot  take  Kt  without  at  least  losing  the  B.  in  retain. 

(/)  It  would  still  be  bad  play  to  capture  the  Kt,  at  this  point, 
with  Q.  Et.  P. ;  e.  g. 

19.  Q.  Et.  P.  takes  Et.  19.  P.  takes  P. 

20.  Q.  R.  to  Q.  Et.  sq.  20.  Analysis  has  proved  that  if 
Black  take  E.  B.  P.  and  afterwards  Q.,  he  loses  the  game  (see  A.) ; 
therefore  P.  takes  E.  B. 

21.  Q.  takes  P.  21.  E.  Et.  P.  one. 

22.  Et.  to  E.  3d  sq.  22.  E.  to  E.   Et   2d  sq.,  and 

Lond.  has  the  best  of  the  game. 

(A.) 

20.  E.    B.    takes    K.    B.  P., 
(check.) 

21.  E.  R.  takes  E.  B.  21.  R.  takes  Q. 

22.  R.  takes  R.  22.  Q.  to  her  sq. 

23.  E.  R.  to  Q.  Et.  2d.  23.  Must  inevitably  lose ;  for  if 
you  move  E.  to  his  sq.,  he  will  take  the  P.  at  Q.  B.  3d,  checking, 
and  afterwards  play  R.  to  your  Q.  Et.  sq.  If  you  play  Q,  to  K.  sq., 
he  will  attack  her  with  the  R.    If  you  play 

P.  takes  E.  B. 

24.  R.  to  Q.  Et.  8th.  24.  E.  or  Q.  to  E.  sq. 

25.  R.  takes  Q.  25.  E.  takes  R. 

26.  R.  to  Q.  Et.  8th,  checks  and  wins  easily. 

(jg)  This  move  serves  three  purposes :  Istly,  It  prevents  the  fur- 
ther advance  of  the  adverse  E.  R.  P. ;  2dly,  It  secures  a  place  of 
retreat  (E.  R.  4th  sq.)  for  the  Et. ;  and,  3dly,  It  provides  an  addi- 
tional sq.  (E.  Et.  2d  sq.)  for  the  E.  to  go  into  if  necessary. 

(k)  It  would  have  been  bad  play  to  have  taken  Et  with  K.  R. 
P. ;  e.  g. 

24.  P.  takes  Et  24.  P.  takes  P. 

26.  E.  to  E.  Et.  2d.  25.  P.  takes  Et 

26.  P.  takes  P.  26.  Q.  takes  P. 

27.  Q.  to  E.  Et.  3d.  27.  Q.  to  E.  R.  6th,  check. 

28.  Q.  takes  Q.  28.  P.  takes  Q.,  check. 

29.  K.  to  E.  R.  2d  sq.  Black  ouglit  to  win. 

(i)  From  the  subjoined  variation,  it  is  evident  Ed.  would  have 
lost,  had  they  taken  Et  with  E.  R.  P. 
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in.  K.  R.  P.  takes  Kt  27.  P.  takes  P. 

28.  Et  to  E.  R.  ad  or  (A).  28.  E.  R.  takes  Et,  check. 

29.  E.  takes  R.  29.  Q.  to  E.  R.  3d,  check. 

30.  E.  to  his  Et.  sq.  30.  Q.  R.  to  E.  R.  sq.,  and  wins 

(A.) 

28.  Et  to  Q.  2d.  28.  E.  R.  to  E.  R.  7th,  check. 

29.  E.  takes  R.  29.  Q.  to  E.  R.  3d,  check. 

30.  E.  to  his  Et.  2d.  30.  Q.  to  E.  R.  6th,  check. 

31.  E.  to  his  Et.  sq.  31.  Q.  take»  E.  Et.  P.,  check. 

32.  E.  to  R.  sq.  32.  R.  to  E.  R.  sq.,  checbnate. 

(k)  B.  to  Q.  5th  would  perhaps  have  heen  stronger  play.  If  on 
this  move  Black  offer  to  exchange  Queens  hy  playing  Q.  to  Q.  B. 
4th,  White  replies  with  R.  to  E.  Et.  8th,  checking,  and  must  win. 

(T)  By  supporting  R.  with  E.,  Lond.  threatens  to  play  Q.  to  her 
Et.  dth,  attacking  hoth  R.  and  B. 

(m)  This  move  is  necessary  to  prevent  Lond.  from  taking  E.  R. 
P.  with  their  B.  while  supported  hy  Q.,  by  which  they  would  have 
been  enabled  to  make  an  even  game.    Suppose  White  to  play 

45.  Q.  R.  P.  one.  45.  B.  takes  E.  R.  P. 

46.  E.  Et  P.  takes  B.  46.  Q.  takes  E.  Et.  P. 

47.  Q.  to  Q.  B.  3d,  check.  47.  E.  to  E.  B.  sq. 

48.  E.  R.  to  Q.  B.  4th.  48.  E.  R.  to  E.  Et.  3d  sq.,  check. 

49.  B.  takes  R.  49.  R.  takes  B.,  check. 

50.  E.  to  E.  B.  sq.  50.  Q.  to  E.  R.  8th,  check. 

51.  E.  to  E.  2d.  51.  R.  to  E.  3d  sq.,  check. 

52.  E.  to  Q.  sq.  52.  R  takes  R.,  check. 

53.  Q.  takes  R.  53.  Q.  to  Q.  4th,  check. 

54.  Q.  to  Q.  2d  sq.  54.  Q.  takes  R. 

Lond.  has  at  least  an  equal  game. 

(n)  Lewis  has  shown  that  if  instead.  White  take  Q.  B.  P.  with 
R.,  Black  checks  with  Q.  at  E.  Et  8th,  and  draws  the  game. 

(o)  Ed.  would  have  materially  improved  their  position  by  playing 
here  Q.  to  her  Et  6th. 

(p)  It  would  be  bad  play  to  exchange  Queens.  ^% 

(q)  A  saving  move.  It  is  obvious,  that  if  B.  take  R.,  London 
would  check  with  Q.  at.E.  5th,  and  then  capture  R. 

(r)  R.  to  Q.  B.  7th,  threatening  mate  would  lose  the  game. 
This  the  student  will  easily  discover. 

(«)  Had  the  London  players  taken  B.  with  Q.,  they  would  have 
loit    Thus: 
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68.  Q.  takes  B. 
69.  Q.  to  K.  B.  8th,  check.        69.  To  avoid  heing  mated  wiA 

R.,  Bishop  must  interposo. 
90.  Q.  takes  Q.,  wuming  eamly. 

(0  From  this  position,  says  Lewis  in  his  report,  the  game  is 
decidedly  drawn,  and  without  much  diflSiculty.  Black  must,  however, 
be  careful  not  to  exchange  Queens  so  as  to  separate  either  his  own 
or  the  adversary's  Pawns :  the  Q.  and  B.  will  easily  prevent  the 
advance  of  Q.  R.  P.  to  Queen ;  and  though  after  the  exchange  of 
Queens,  White  may  win  the  B.  for  the  Q.  R.  P.,  yet  the  game  will 
still  be  drawn,  as  Black  will  always  be  able  to  exchange  his  two 
Pawns  for  at  least  the  adversary's  Et.  P. ;  and  as  a  King's  B. 
and  K.  R.  P.  cannot  win  against  a  K.,  the  game  is  of  course  drawn. 
For  illustration  of  the  latter  principle,  see  note  (s)  p.  260. 

(u)  If  Ed.  had  taken  B.  with  Q.,  Lond.  would  have  forced  a 
drawn  game,  by  giving  alternate  checks  with  their  Q.  at  K.  B.  Sdi 
and  7th  squares,  Ed.  not  being  able  to  interpose  B.  without  losing 
Queen. 

(v)  If  Lond.  exchange  Queens  at  this  point,  they  lose  the  game. 

(x)  If  at  this  point  Ed.  check  with  Q.  at  her  7th  sq.,  and  aftei^ 
wards  move  her  to  K.  R.  3d,  they  lose  the  game. 


GAME  m. 
In  the  same  match.    Begun  by  the  London  Club,  28f  A  of  ApiH,  1834. 

White  (London).  Black  (Edinburgh). 

1.  jr.  P.  two.  1.  Same. 

2.  K.  Kt.  to  B.  M.  2.  Q.  Kt.  to  B.  3d. 

3.  Q.  P.  two.  3.  K.  P.  takes  P. 

4.  K.  B.  to  Q.  B.  4kih.         4.  K.  B.  to  Q.  B.  Ath. 
6.  Q.  B.  P.  one.  5.  Q.  to  K.  2d.  (a) 

6.  Castles.  6.  P.  takes  P.  (b) 

7.  Q.  Kt.*llikes  P.  7.  Q.  P.  one. 

8.  Q.  Kt.  to  Q.  5th.  8.  Q.  to  her  2d.  (c) 

9.  Q.  Kt.  P.  two.  (d)  9.  Q.  Kt.  takes  P. 

10.  Q.  Kt.  takes  Kt,  10.  K.  B.  takes  Kt. 

11.  K.  Kt.  to  K.  Kt.  5th.  11.  K.  Kt.  to  K.  R.  3d. 

12.  Q.  B.  to  Q.  Kt.  2d.  12.  K.  to  K.  B.  sq.  (e) 
18.  Q.  to  her  Kt.  3d.  13.  Q.  to  K.  2d.  (/) 
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WhUe.  Black. 

14.  E.  Et.  takes  E.  B.  P.  14.  E.  Et.  takes  Et. 

15.  Q.  takes  E.  B.  15.  E.  Et.  to  E.  4th.  (g) 

16.  E.  B.  P.  two.  16.  Et.  takes  E.  B. 

17.  Q.  takes  Et.  17.  Q.  to  E.  B.  2d. 

18.  Q.  to  her  B.  3d.  18.  Q.  B.  to  E.  3d.  {h) 

19.  E.  B.  P.  one.  (i)  19.  Q.  B.  to  his  5th.  \k) 

20.  E.  R.  to  E.  B.  4th.  20.  Q.  Et.  P.  two.  (/) 

21.  E.  P.  one.  21.  P.  takes  P. 

22.  Q.  takes  P.  22.  E.  R.  P.  one. 

23.  Q.  R.  to  E.  sq.  23.  E.  R.  to  E.  R.  2d. 

24.  E.  B.  P.  one.  (m)  24.  E.  Et.  P.  two. 

25.  E.  R.  to  E.  B.  5th.  (n)  25.  Q.  R.  P.  two.  (o) 

26.  Q.  to  her  B.  5th,  eh.  {p)  26.  E.  to  his  Et.  sq. 

27.  E.  R.  takes  P.,  ch.  {q)  27.  P.  takes  R. 

28.  Q.  takes  P.,  check.  28.  E.  to  B.  sq.  (r) 

29.  B.  to  Q.  4th.  29.  B.  to  E.  3d. 

30.  Q.  to  her  B.  5th,  check.  30.  E.  to  his  Et.  sq. 

31.  Q.  to  E.  Et.  5th,  check.  31.  E.  to  B.  sq.  {s) 

32.  B.  checks.  32.  E.  to  his  sq. 

33.  Q.  to  her  5th.  33.  Q.  R.  to  his  3d. 
84.  Q.  to  her  Et.  7th.  34.  Q.  to  E.  R.  4th. 

35.  E.  B.  P.  one,  check,  {t)  35.  E.  takes  P. 

36.  R.  to  E.  B.  sq.,  check.  36.  E.  to  his  Et.  3d. 

37.  Q.  to  E.  4th,  check.         37.  B.  interposes. 

38.  Q.  to  E.  8th,  check.       38.  R.  to  E.  B.  2d. 

39.  Q.  to  E.  Et.  8th,  ch.       39.  E.  to  his  B.  3d. 

40.  E.  Et.  P.  two.  40.  Q.  R.  to  his  sq.  (u) 

41.  Q.  takes  Q.  R  41.  Q.  takes  E.  Et.  P.,  check. 

42.  E.  to  his  R.  sq.  {v)         42.  R.  to  Q.  2d. 

43.  B.  to  Q.  R.  3d.  43.  E.  to  his  B.  2d. 

44.  Q.  to  Q.  B.  6th.  (a?)        44.  R.  to  Q.  8th. 

45.  Q.  takes  Q.  Et.  P.  {y)  45.  Q.  to  E.  .5th,  check. 

46.  E.  to  his  Et.  sq.  46.  E.  to  his  Et.  3d. 

47.  Q.  to  her  Et.  2d.  {z)       47.  Q.  to  E.  Et.  5th,  ch.  (ofl) 

48.  Q.  to  E.  Et.  2d.  48.  Q.  takes  Q.,  check. 

49.  E.  takes  Q.  49.  B.  to  E.  R.  6th,  check. 

50.  E.  takes  B.  50.  R.  takes  R. 

61.  B.  to  E.  7th.  51.  Q.  R.  P.  one. 

62.  Q.  R.  P.  one.  52.  R.to  E.  B.  4th. 

And  London  surrendered. 
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NOTES  TO  GAMS  III. 

(a)  This  is  a  very  objectionable  move^  and  continned  for  a  long 
time  to  embarrass  the  play  of  the  Ed.  Club.  At  this  point  the  books 
have  generally  advised  Q.  P-  to  Q.  6th,  as  best  for  second  player ; 
modem  analysis  has  shown  that  Black  can  now  equalize  the  game 
by  resolving  the  position  into  a  well  known  variation  of  the  Ginooo 
Piano.    (See  leading  moves,  p.  253.) 

(b)  Also  an  objectionable  move,  inasmuch  as  it  enaUed  the  Loo- 
don  Club  to  bring  their  Q.  Kt  at  <Hice  into  powerful  action.  P.  to  Q. 
6th  would  have  been  better  play. 

(c)  The  Q.  played  to  this  sq.  blocks  up  the  Q.  B.  It  is  donbtfo], 
however,  whether  Ed.  had  a  better  move. 

(d)  Well  played.  Lond.  sacrifices  a  second  P.  to  give  mcnre  de- 
velo]Nnent  to  their  attack. 

(e)  Evidently  preferable  to  E.  B.  P.  one.  Had  Ed.  castled, 
Lond.  would  have  played  Q.  to  her  4th  sq.,  forcing  mate  in  a  few 
moves. 

(/)  Better  than  defending  E.  B.,  or  playing  it  to  Q.  R.  4th,  or  to 
Q.  B.  4th. 

(g)  Ed.  would  have  played  ill  in  taking  E.  P. ;  Lond.  would  have 
readied  with  Q.  R.  to  E.  sq.,  then  to  E.  3d,  with  the  view  to  play  it 
afterwards,  dther  to  E.  B.  3d  or  to  E.  Et.  3d. 

(K)  The  B.  is  played  into  this  sq.  preparatory  to  being  moved  to 
Q.  B.  6th,  where  he  will  be  found  to  be  very  useful. 

(t)  It  would  also  have  been  good  play  to  have  advanced  the  E.  P, 

(k)  Had  Ed.  captured  Q.  R.  P.,  they  would  have  lost  a  piece. 
Very  little  reflection  will  enable  the  student  to  discover  this. 

(J)  Ed.  is  compelled  either  to  remove  or  defend  B.,  Lond.  threat- 
ening to  advance  E.  P.  one  sq.,  attacking  B.  with  R. 

(m)  At  this  point  of  the  game  the  Lond.  players  seem  to  have 
overlooked  the  full  strength  of  their  position.  Instead  of  advancing 
P.  they  should  have  played : 

24.  Q.  to  her  B.  5th,  check.      24.  E.  to  his  Et.  sq. 

25.  Q.  R.  to  E.  7th.  25.  Q.  to  her  4th. 

26.  R.  takes  B.,  and  has  a  wiu- 
lung  position. 

(n)  Stall  LoQd.  must  have  won  by  checking  with  Q.  at  her  B. 
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(0)  An  important  and  indeed  a  saving  move,  inasmuch  as  it  ena^ 
Ued  Ed.  to  bring  Q.  R.  into  effective  play,  while  preventing  danger 
ten  the .  threatened  check  of  advene  B.,  and  defieating  the  [Jmi 
wiuidi  Land,  adopted  of  exchanging  their  R.  for  the  Pawns  on  the 
K.  eide  a;fter  the  check  with  Q. 

(p)  Mr.  Lewis  is  of  opinion  that  Lond.  should  have  moved  B.  to 
Q.  4th.  It  may  be  doubted,  says  the  Ed.  report,  whether  this  move 
would  have  enabled. the  Lond.  Club  to  do  more  than  draw  the  game. 

(q)  In  a  note  on  this  move,  Mr.  Lewis  remarks—*'  It  may  seem 
unaccountable  to  the  reader  how  the  committee  on  the  part  of  the 
Lond.  Club,  could  have  committed  so  great  an  error  as  sacrificing  the 
Rook." — ^He  then  states  that  discovering  their  error  soon  after  having 
mailed  their  letter  containing  the  27th  move,  the  Lond.  committee 
made  an  unsuccessful  effort  to  obtain  its  release,  and  were  in  conse* 
qnence  compelled  to  abide  by  the  move  forwarded,  in  accordance  with 
the  terms  of  the  match.  In  an  Appendix  accompanying  the  Report 
of  the  Ed.  Committee,  we  find  the  following  comment  on  this  move 
— .^  Even  supposing  that  the  Lond.  Club  had  been  allowed  to  retract 
their  27th  and  28th  moves,  it  is  denied  that  they  could  have  won  the 
game.  They  could  have  done  nothing  better  than  draw  the  game ; 
and  this  they  had  it  in  their  power  to  do,  with  more  certainty  and 
greater  elegance,  by  adhering  to  their  27th  move,  than  by  adopting 
any  other.  De  La  Bourdonnais  has  inserted  this  game  in  his  trea- 
tise, and  asserts  that  Lond.  would  now  have  had  a  fine  game  by 
pla3nng  Q.  R.  to  K.  7th,  attacking  Q. 

(r)  On  this  move  De  La  Bourdonnais  remarks,  that  had  Ed. 
played  E.  to  R.  sq.,  Lond.  would  have  won  by  playing  Q.  R.  to  E. 
7th. 

(s)  In  their  letter  transmitting  this  move,  the  Ed.  players  added, 
that  should  Lond.  play  for  their  32d  move,  Q.  to  Q.  B.  5th,  checking, 
Ed.  would  in  answer,  play  E.  to  E.  Et.  sq. — ^This  was  done  in  the 
expectation  that  Lond.  would  declare  the  game  drawn.  After  the 
sacrifice  of  the  R.  it  is  surprising  the  Lond.  players  did  not  avail 
themselves  of  the  present  opportunity  to  draw  the  game. 

(0  Levris  and  De  La  Bourdonnais  after  him  have  said,  that  by 
taking  Q.  R.  with  Q.,  Lond.  might  have  drawn  the  game.  The  Ed. 
players  doabt  this,  and  in  proof  give  a  back  game  with  variationi. 
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(ii)  A  masteriy  ^  Coup  de  ressource,^  Any  other  move  would 
have  krt  the  gsme. 

(v)  Interposing  Q.  or  playing  K.  to  B.  2d,  would  have  proved 

htaL 

(x)  Lond.  could  not  check  with  Q.  at  K.  B.  8th,  without  losoigy 

6.  g: 

44.  Q.  to  K.  B.  8th,  check.        44.  K.  to  K.  Kt  3d. 
46.  Q.  to  K.  Kt  8th,  check.     46.  R.  interposes. 

46.  Q.  to  K.  8th,  check.  46.  K.  to  K.  K.  2d  sq.,  andLond. 

cannot  avoid  checkmate. 

(y)  Had  Lond.  taken  Q.  B.  P.,  they  would  have  lost  in  a  few 
moves. 

(z)  Had  Lond.  taken  R.  with  R.  they  would  have  been  mated 
in  4  moves,  e.  g : 

47.  R.  takes  R.  47.  Q.  to  K.  6th,  check. 

48.  K.  to  K.  Kt.  2d.  48.  B.  to  K.  R.  6th,  check. 

49.  K.  to  K.  R.  sq.  49.  Q.  to  K.  B.  6th,  check. 
60.  K.  to  K.  Kt.  sq.  60.  Q.  mates. 

(ad)  This  and  the  next  four  moves  were  all  transmitted  in  one 

letter,  the  moves  of  the  Lond.  club,  to  which  they  were  the  answers 

respectively,  having  been  assumed  by  the  Ed.  committee. 

Note. — ^This  match  consisting  of  the  best  in  three  games,  (exdn- 
aive  of  drawn  games,)  and  the  stake  to  be  played  fi>r,  a  cup  of  the 
value  of  twenty-five  guineas,  was  won  by  the  Scotch  club.  Five 
games  were  played  in  all,  two  being  drawn,  and  of  the  remaining 
three,  Ed.  winning  two. 

The  Q.  P.  Two  Opening,  since  much  analyzed,  had  been  but 
little  treated  of  by  writers  on  Chess,  and  was  but  imperfectly  known 
when  brought  into  notice  by  its  adoption  in  this  match.  The  games 
we  select,  although  at  the  present  day  they  would  not  be  deemed 
models  of  the  Opening  under  consideration,  contain,  nevertheless, 
many  scientific  and  masterly  moves,  and  being  accompanied  with 
more  copious  notes  than  in  any  previous  work  on  Chess,  (excepting 
the  reports  of  the  respective  committees,)  they  will  be  found  highly 
instructive.  The  first  game  may  be  particularly  recommended  to 
the  amateur  as  an  excellent  subject  for  study.  The  dates  indicate 
we  have  not  given  the  games  in  the  order  they  were  played ;  our 
firrt  being  in  reality  the  fifth  and  deciding  game  in  the  match. 
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GAME  IV. 


Between  Cochrane  and  Fopert,    Flaifed 

London. 

White  (Cochrane). 

1.  jr.  p.  two.  1. 

2.  K.  Ku  to  B.  M.  2. 

8.  Q.  P.  two.  3. 

4.  K.  B.  to  Q.  B.  4t*.  4. 

5.  Q.  B.  P.  one.  5. 

6.  P.  takes  P.  (a)  6. 

7.  K.  P.  one.  7. 

8.  Q.  to  Q.  Kt.  3d.  8. 

9.  Castles.  9. 

10.  Q.  B.  to  R.  3d.  (c)  10. 

11.  Q.  Kt.toQ.  2d.  11. 

12.  K,  Kt.  takes  K.  P.  12. 

13.  Q.  to  Kt.  5th,  check.         13. 

14.  K.  R.  to  K.  sq.,  check.     14. 

15.  B.  takes  B.  15. 

16.  Q.  takes  Q.  Kt.  P.  16. 

17.  Q.  takes  Kt.,  check.  17. 

18.  Kt.  to  K.  4th.  18. 

19.  Kt.  to  K.  Kt.  5th,  check.  19. 

20.  Q.  takes  K.  P.,  checks 
and  wins. 


in  the  St.  George^e  Chese-CMf 

Black  (Popert). 

K,  P.  two. 

Q.  Kt.  to  B.  2d. 

P.  takes  P. 

K.  B.  checks. 

P.  takes  P. 

B.  to  Q.  R.  4th  (hest). 

Q.  P.  one.  (b) 

Q.  to  K.  2d. 

Q.  P.  takes  P. 

Q.  to  K.  B.  3d. 

Q.  B.  to  K.  B.  4th. 

Q.  Kt.  takes  Kt. 

Q.  Kt.  to  Q.  B.  3d. 

Q.  B.  to  K.  3d. 

K.  B.  P.  takes  B. 

R.  to  Q.  sq. 

K.  to  B.  2d. 

Kt.  to  K.  2d. 

Q.  takes  Kt. 


NOTES   TO   GAME   IV. 

(a)  This  move  constitating  Cochrane's  variation  has  been  ana* 
lyzed  at  great  length  in  the  Palamdde  by  St.  Amant.  The  result 
proves  it  to  be  more  brilliant  than  sound. 

(b)  A  weak  move.  At  this  poiut  Jaenisch  advises  K.  Kt  to  K« 
ad.    St.  Amant  prefers  Q.  P.  2  sq.    See  next  game. 

(c)  Stronger  than  Q.  B.  to  K.  Kt  6th. 


GAME  V. 

Between  Perigal  and  DanieU.    Played  in  the  London  Cheee-CM. 

White  (Daniels).  Black  (Perigal). 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  Kt.  to  B.  Zd.  2.  Q.  Kt.  to  B.  3d. 
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WhUe,  Black. 

3.  Q.  P.  two.  3.  P.  toXre*  P. 

4.  K.  B.  to  Q.  B.  4/A.  4.  K.  B.  checks. 

5.  K.  B.  P.  one.  5.  P.  takes  P. 

6.  P.  takes  P.  6.  B.  to  Q.  R.  4tk(l)est). 

7.  K.  P.  one.  7.  Q.  P.  two. 

8.  K.  P.  takes  P.,  en  pas- 
sant, (a)  8.  Q.  takes  P. 

9.  Q.  to  her  Kt.  3d.  9.  Q.  B.  to  K.  3d. 

10.  Castles.  10. .  B.  takes  B. 

11.  Q.  takes  B.  11.  K.  Kt.  to  K.  2d. 

12.  R.  to  K.  sq.  12.  Castles  on  K.  side 

13.  B.  to  Q.  R.  3d.  13.  Q.  to  K.  B.  3d. 

14.  Q.  Kt.  to  Q.  2d.  14.  K.  R.  to  K.  sq. 

15.  Q.  Kt.  to  K.  4th.  15.  Q.  to  K.  Kt.  3d. 

16.  Q.  R.  to  Q.  sq.  16.  Q.  R.  to  Q.  sq. 

17.  Q.  Kt.  to  K.  Kt.  5th.  17.  R.  takes  R. 

18.  R.  takes  R.  18.  K.  Kt.  to  K.    B.  4th. 

19.  R.  to  Q.  7th.  19.  K.  Kt.  to  K.  R.  3d. 

20.  K.  R.  P.  one.  20.  B.  to  Q.  Kt.  3d. 

21.  Q.  to  her  5th.  21.  Q.  to  K.  B.  3d. 

22.  Q.  B.  P.  one.  22.  Q.  K.  to  K.  4th. 

23.  Kt.  takes  Kt. 

And  Black  gave  mate  in  6  moves,  (h) 


NOTES    TO   GAME   V. 

(a)  Should  you  now  play  K.  B.  to  K.  Kt.  5th,  attacking  Q.,  He 
moves  K.  Kt.  to  K.  2d,  and  if  you  then  pin  Q.  Kt.  with  K.  B.,  he 
replies  with  Q.  B.  to  Q.  2d.    If 

8.  Q.  takes  P.  8.  Q.  takes  Q. 

9.  K.  B.  takes  Q.  9.  K.  Kt.  to  K.  2d. 

10.  K.  B.  takes  Kt,  check.  10.  Kt  takes  K.  B. 

11.  Q.  B.  to  K.  B.  4th.  11.  Castles. 

12.  Castles.  12.  K.  R.  to  K.  sq. 

13.  K.  R.  P.  one. — ^Even. 

(p)  Easy  of  solution  as  the  student  will  readily  discover. 
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GAME  VI. 

In  evff^tpondence  between  the  Washington  and  New-York  C%Mt-CMfc 

FUmed  in  the  year  1839. 
(Hitherto  nnpablUwd.) 


WMie  (Washington). 

1.  K.  P.  two. 

2.  K.  Kt.  to  K.  B.  Sd. 

3.  Q.  P.  two, 

4.  K.  B.  to  Q.  B.  Ath. 

5.  Castles. 

6.  Q.  B.  P.  one. 

7.  K.  Kt.  to  K.  Kt.  5th.  (b) 

8.  K.  B.  to  Q.  Kt.  5th,  ch. 

9.  K.  B.  P.  two. 

10.  K.  B.  to  Q.  B.  4th. 

11.  K.  P.  one. 

12.  B.  takes  P.  at  Q.  3d. 

13.  P.  retakes. 

14.  K.  Kt.  to  K.  4th. 

15.  Q.  B.  to  K.  B.  4th. 

16.  Q.  to  K.  B.  3cl. 

17.  K.  to  K.  R.  sq. 

18.  Q.  Kt.  to  Q.  2d. 

19.  Q.  Kt.  to  Q.  B.  4th. 

20.  B.  takes  B. 

21.  B.  takes  Kt.  (c) 

22.  B.  takes  K.  B.  P. 

23.  Q.  Kt.  P.  two. 

24.  B.  checks. 

25.  Kt.  to  K.  B.  6th. 

26.  Q.  R.  P.  two. 

27.  Q.  R.  P.  one. 

28.  Q.  to  K.  3d. 

29.  Q.  takes  K.  Kt.  P. 

30.  Q.  to  K.  Kt.  7th. 


Black  (New- York). 

1.  The  same. 

2.  Q.  Kt,  to  Q.  B.  Zd. 

3.  P.  takes  P. 

4.  Q.  to  K.  B.  3d.  (a) 

5.  Q.  P.  one. 

6.  P.  .to  Q.  6th. 

7.  Q.  Kt.  to  K.  4th. 

8.  Q.  B.  P.  one. 

9.  Q.  Kt.  to  K.  Kt.  5th. 

10.  Q.  Kt.  to  K.  R.  3d. 

11.  Q.  home. 

12.  Q.  P.  takes  K.  P. 

13.  K.  B.  to  K.  2d. 

14.  Q.  Kt.  to  K.  Kt.  5th. 

15.  K.  R.  P.  two. 

16.  Q.  to  Q.  Kt.  3d,  check. 

17.  Q.  B.  to  K.  3d. 

18.  Castles. 

19.  B.  takes  Kt. 

20.  K.  Kt.  to  K.  R.  3d. 

21.  Q.  Kt.  takes  B. 

22.  K.  R.  P.  one. 

23.  K.  Kt.  P.  two. 

24.  K.  to  Q.  Kt.  sq. 

25.  K.  to  R.  sq. 

26.  Q.  R.  to  Q.  7th. 

27.  Q.  to  Q.  Kt.  4th. 

28.  Q.  R.  to  K.  7th. 

29.  Q.  takes  K.  P. 

30.  K.  R.  to  K.  Kt.  sq. 


31.  Q.  takes  B.  (d) 

And  New. York  gave  mate  in  four  moves. 

NOTES  TO  GAME  VI. 

(a)  The  N.  Y.  players  adopt  here  a  defence  invented  by  MeDoD- 
nel,  and  considered  sound  both  by  that  celebrated  player  and  Mi 
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competitor  De  La  Bomdonnais.     Modem  analyBifl  has 

pronoimced  it  dangezous,  and  inferior  to  replying  with  K.  B.  to  Q. 

B.  4th.— Walker,  in  his  Art  of  Chess-Play,  analyzes  this  move  aa 

fdUows: 

4.  Q.  to  K.  B.  3d. 
6.  Castles. 

First  Drfence. 

6.  Q.  P.  one. 

6.  If  yon  move  Q.  to  Q.  3d,  he  must  not  play  Q.  Kt  to  K.  4di, 
but  lather  Q.  B.  to  Et  6th,  and  has  a  good  defence. 

Q.  B.  P.  one.  6.  P.  to  Q.  6th  (best).    K  he 

take  P.  with  P.,  he  allows  you  to  bring  out  Q.  Kt  with  a  good 
attack. 

7.  Q.  takes  P.  7.  Q.  to  K.  Kt.  3d. 

8.  Q.  B.  to  K.  B.  4th.  8.  K.  B.  to  K.  2d. 

9.  Q.  Kt.  to  Q.  2d.  9.  K.  Et.  to  R.  3d. 
10.  Q.  R.  to  K.  sq.                     10.  Castles. 

The  game  is  so  far  in  your  favor,  that  Black  is  rather  crowded ;  but 
no  further  disadvantage  can  be  proved.  Black's  defence  seems  more 
simple  and  easy  to  follow,  if  he  play  K.  B.  to  Q.  B.  4th  at  move  4th. 

Second  Defence, 

6.  K.  B.  to  Q.  B.  4th. 

6.  Q.  B.  P.  1  (best). — ^If  you  advance  K.  P.,  he  moves  Q.  to  E. 
B.4th. 

6.  P.  to  Q.  6th  (best).— If  P. 
takes  P.,  you  retake  with  Q.  Et.  If  he  play  Q.  P.  one,  you  move 
E.  B.  to  Q.  Et.  6th.  If  he  move  Q.  Et.  to  E.  4th,  you  change 
Enights,  and  at  once  push  E.  B.  P.  two. 

7.  Q.  takes  P.  You  have  the  better  position,  his  men  being 
crowded. 

(h)  This  and  White's  subsequent  move  seem  premature. 

(c)  If  Washington  now  attack  Et  with  E.  R.  P.,  New-York 
plays  E.  Et.  to  E.  B.  4th,  and  Washington  cannot  take  Et.  without 
losing  Q. 

(d)  Washington  cannot  take  the  proffered  Bishop  without  losing 
the  game.  One  would  naturally  expect  to  find  games  by  correspond- 
ence exempt  from  flaws  of  this  kind.  As  in  the  case  of  London 
against  Edinburgh  (see  Game  m.,  note  (q),  p.  267,)  the  Washington 
players  discovered  their  error  very  soon  after  transmitting  their 
move,  but  were  too  late  to  retract 
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GAME  Vn. 
(Ftim.  WiUmt's  ThooMoid  Gmnos  Mtutty  pUy«d.) 


White. 

1.  K.  P.  two* 

2.  K.  Kt.  to  B.  3d. 

3.  Q.  P.  two. 

4.  E.  Et.  takes  P.  (a) 

5.  Q.  to  Q.  dd. 

6.  Q.  B.  to  E.  8d. 

7.  Q.  to  Q.  B.  3d. 

8.  E.  B.  to  Q.  3d. 

9.  Q.  Et.  to  Q.  2d. 

10.  E.  Et.  P.  one. 

11.  E.  Et.  to  Q.  Et.  5th. 

12.  B.  takes  B. 

13.  Q.  Et.  takes  Et. 

14.  Q.  B.  takes  Q.  P. 

15.  E.  R.  to  B.  sq. 

16.  Et.  takes  Q.  P. 

17.  E.  P.  one. 

18.  P.  takes  R. 
IQ.  E.  to  Q.  2d. 


Black. 

1.  The  same. 

2.  Q.  Ki.  to  B.  2d. 

3.  P.  takes  P. 

4.  Q.  to  E.  R.  5th. 

5.  E.  B.  to  Q.  B.  4th.  (») 

6.  Q.  Et.  to  E.  4th. 

7.  Q.  P.  one. 

8.  E.  Et.  to  B.  3d. 

9.  Q.  B.  to  E.  Et.  5th. 

10.  Q.  to  E.  R.  4th. 

11.  Castles  on  E.'s  side. 

12.  Et.  to  E.  B.  6th,  check. 

13.  B.  takes  Q.  Et. 

14.  Q.  B.  P.  takes  B. 

15.  Q.  takes  E.  R.  P. 

16.  Q.  R.  toQ.  sq. 

17.  Q.  R.  takes  Et. 

18.  Rook  checks. 

19.  Queen  mates. 


NOTBS  TO  GAME  Vn. 

(a)  It  is  Datural  to  suppose  that  in  reply  yon  should  take  P.  with 

Et,  which  was  in  effect  the  continuation  frequently  played.    Pursn^ 

ingit, 

4.  Et  takes  Et 
6.  Q.  takes  Et,  &c. 

Recenlly,  however,  it  has  heen  discovered  that  taking  P.  with  Kt 

loses  first  player  at  least  the  move,  Black  replying  as  in  the  present 

game  with  Q.  to  E.  R.  6th,  a  move  invented  hy  Mr.  Pulling,  of  the 

London  Chess  Club,  and  first  noticed  in  Walker's  treatise,  Ed.  1841. 

The  following  analysis  is  from  his  more  recent  publication,  '*  The 

Art  of  Chess-Play." 

White.  Blade. 

I.  K.  P.  two.  1.  The  same. 

3.  K.  Et  to  B.  3d.  a.  Q.  Et  to  B.  3d. 

8.  Q.  P.  two.  3.  P  takes  P^ 

12* 
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4.  Kt  takes  P.  (bad).  Black  may  answer  with  K.  B.  to  Q.  B. 
4tii,  and  an  your  then  j^^^mg  Kt  to  E.  B.  5th ;  or  taking  Q.  Kt  unth 
Kt,  may  move  Q.  to  K.  B.  8d.  Or  he  may  get  the  better  game  by 
moving  as  follows : 

4.  Q.  to  K.  R.  6th  (Polling's 
move.) 
6.  If  yon  take  Kt,  he  takes  P.,  checking,  and  then  Q.  taxes  Kt 

First  Drfence, 

5.  Q.  Kt  to  B.  3d.  6.  K.  B.  to  Q.  Kt  6th. 

6.  Q.  to  her  dd.  6.  B.  takes  Kt«,  check  (best). 

7.  P.  takes  B.  7.  K.  Kt  to  B.  3d. 

Black  has  the  advantage* 

Second  Defence. 

6.  Q.  to  Q.  3d.  6.  Q.  Kt  to  K.  4th.-- This  move 

is  advised  as  best  by  Jaenisch.    Von  Der  Lasa  and  Lewis  prefer  K, 

Kt  to  B.  3d ;  see  variation. 

6.  Hyon  now  play  Q.  to K.  3d,  he  does  not  play,  as  tax^ht  by 
Lewis,  K.  Kt.  to  B.  3d,  but  rather  K.  B.  to  Q.  B.  4th,  as  suggested 
hv  Jaenisch 

Q.  to  K.  2d  (best).  6.  K.  Kt  to  B.  3d. 

7.  Q.  Kt  to  Q.  2d.  7.  K.  B.  to  Q.  B.  4th. 

8.  K.  Kt  to  K.  B.  6th.  8.  Q.  to  K.  Kt  6th. 

9.  K.  B.  P.  one.  9.  Q.  to  K.  Kt  3d. 

Black  has  the  better  game. 

Variation  from  Second  Defence. 

6.  K.  Kt  to  B.  3d. 

In  the  first  place, 

6.  Q.  Kt.  to  B.  3d.  6.  K.  B.  to  Q.  Kt  6th. 

7.  Q.  B.  to  Q.  2d.  7.  B.  takes  Kt 

8.  B  takes  B.  8.  Q.  takes  P.,  checking,  &c 

In  the  second  place, 

6.  Kt  takes  Kt  6.  Q.  P.  takes  Kt 

7.  K.  P.  advances.  7.  K.  B.  to  Q.  B.  4th  (best). 

8.  Q.  B.  to  K:  3d.— Yon  dare  8.  B.  takes  B. 
not  take  Kt 

9.  Q.  takes  B.  9.  Kt  to  Kt  6th. 

10.  Q.toK.  2d.  10.  Q.  to  K.  2d;  havmg  the 

better  game,  for  if  you  move  K.  B.  P.  two,  he  checks  with  Q.  at  Q. 
Kt  6th. 

(5)  For  correct  move  at  this  point,  see  Analyds  above. 


FOURTEEN    PROBLEMS 


IR 


THREE    MOVES. 


BY   HERR   ELTSACH. 


White  to  play  and  mate  in  thiee  morefl. 


1  MK  wnftn  I 


BT  THE  EDITOR. 


White  to  ^y  and  nute  in  three  n 


3S0.3. 

BT  THE  EDITOE. 


Wtile  to  play  and  mats  in  three  moTes. 


MO  oHsas  FOB  wnmn  ktehtkos. 


Wo.  4. 

FROM  THE  CHESS  PLATEB'S  CHEONICLB. 


Whits  to  plfty  and  mate  id  three  n 


nOBUHS  Of  THEBX  HOTBS, 


FROM  THE  FALAHfeDE. 


Wiai»  to  plfty  and  mate  in  three  mofna. 


I  TOS  WBrm  1 


3X0.9. 


BY  W. BOWE. 
(Pnn  Wi«u>>i  PklUtriM.} 


W-tiile  to  move  and  n 


■Ko.?. 

BY  A  NATIVE  Ca&38  PLATER  OF  INDIA 


White  to  pUyond  mate  in  tbiea  iiiotm. 


VSOBLSKS  m  THBBS  XOVS. 

IXaA. 

BY   HERR   BLTSACH. 

BLiCX. 


White  to  play  and  mate  in  three  moTea. 


9fo.S; 

BT  THE  EDITOR. 


Wfake  to  ii».y  and  mate  in  thne  u 


nK»UnU  IR  XBIBK  KOTS. 


BT  THE  EDITOE. 


WMte  to  play  and  mate  in  three  mores. 


ORSH  FOB    WIMTUK  BVKNIHOS. 


FROM  THE  CHEBS  PLATER'S  CHRONICLE. 


White  to  play  and  mate  in  three  mores. 


nOBUKS  IN  TBRBI  KOTBB. 

FROM  THE  FALAH&DE. 

BLACK. 


White  to  play  and  mate  in  three  moves. 


BY   THE   EDITOR. 


White  to  play,  and  compels  Black  to  mate  him  in  three  m 


r»^" 


CHXSB   FOX  WHfTBB  BVBNIMSS. 


No.U 

BY  THE  EDITOR. 


n 


White  to  play,  and  oompels  Block  to  mate  him  in  three  idotm 


1)    \V   '.  S    Vv  i 


V, 


HOW  A  WORLD  WAS  WON; 

OB, 

A  GAME  OF  CHESS  IN  1492. 

» 

For  CMtiDa  j  por  Leon 
KoBTo  mnrndo  1ibU6  C(rf<m. 

It  may  be  said  of  the  immortal  work  of  Cervmites,  and  with 
mach  truth,  that  it  is  a  complete  compendimn.  Yes,  reader,  in 
Don  Quixote  you  will  find  matter  both  grave  and  Ught,  philosophic 
^ssertations,  and  occasionally  even  a  pun. 

In  Part  I.  Chi^».  XXII.,  which  treats  "  of  the  manner  in  which 
the  great  Hidalgo  set  at  liberty  several  unfortunate  peiwHis  who, 
mnch  against  their  will,  were  being  conveyed  where  they  did  not 
wish  to  go,"  known  also  as  the  *'  adventure  of  the  galley  skves,"  we 
have  the  following  passage  :— 

**  SeHor  CabaUero  si  tiene  aJgo  que  damoSy  denosloffOyy  vaya eon 
DioSy  que ya enfada con  tanto querer  saber  vidas agenas ;  y  sila nUq 
qukre  sabefy  sepa  que  yo  soy  QinBs  de  Pasamontey  cuya  vida  eM 
escriia  por  estos  puJgares" 

"  Signor  cavalier,  if  you  have  any  tlung  to  give  us,"  said  one  of 
the  gallay  slaves,  "  let  us  have  it  now,  and  God  be  with  you,  for  yon 
tire  us  with  inquiring  so  much  after  other  men's  lives.  If  you  would 
know  mine,  I  am  Gines  de  Pasamonte,  whose  life  is  written  by  these 
ihumbs  (por  estos  pulgares),*^  There  is  here  a  play  upon  words 
that  does  not  admit  of  translaticHi,  pulgar  signifying  the  finger  that 
directs  the  pen,  and  PvJgar  being  also  the  name  of  the  celebrated 
historian,  sumamed  by  his  countr3naien  "  the  Spanish  Plutarch." 

That  author,  in  his  Chronicle  of  Ferdinand  and  Isabella,  informs 
us  that  the  conqueror  of  Grranada  and  the  extirpator  of  the  Moslem 
faith  from  the  Spanish  realm,  was  passionately  fond  of  Chess.  *'  Era 
el  rey  Fernando  muy  afecto  al  deHeitable  juego  del  axedrezJ*^  He 
moreover  tells  us,  that  between  this  noble  game  and  the  excite- 
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meat  of  the  chase,  Fer^linand  divided  the  few  leisnie  momenfei 
he  could  snatch  from  the  cares  of  govenunent  or  the  sterner  duties 
of  war.  But  Fernando  del  Pulgar  limits  himself  to  this  ample  indi- 
cation, and  upon  this  subject  we  should  know  nothing  more,  were 
the  Chronicle  the  onlj  work  left  by  him.  This,  fortunately,  is  not 
the  case.  There  exists  in  print  a  collection  of  his  letters,  all  highly 
curious ;  and,  independently  of  the  published  letters,  there  is  pre- 
served in  the  archives  of  Cordova  a  manuscript  collection,  to  wluch 
it  has  been  our  good  fortune  to  have  had  access.  We  have  con- 
Buhed  the  latter  with  great  interest,  authentic  or  not ;  for  we  are 
bound  to  say  there  is  much  disagreement  among  writers  concerning 
the  circumstances  of  this  author's  life.  Some  even  confound  him 
with  another  Hernando  del  Pulgar,  who  was  Alcaid  of  Saiar,  and 
who  distinguished  himself  by  certain  valorous  feats  in  the  vega  of 
Granada.  This  Hernando,  it  would  appear,  having  made  a  vow  to 
enter  the  city  and  take  possession  of  a  mosque,  actually  made  good 
his  way  into  the  capital  of  Boabdil,  and  sealed  the  daring  deed  by 
leaving,  nailed  with  his  dagger  on  the  very  door  of  the  Moslem  temple, 
a  parchment  upon  which  was  transcribed  a  copy  of  the  ^  Ave  Ma- 
ria." In  order  to  distinguish  the  chronicler  from  the  warrior,  the 
latter  is  generally  known  by  the  cognomen  of  ^^  Eldelas  haxdHas,^ 
or,  the  Pulgar  of  high  deeds.  Thus  the  question  arises.  To  whom 
are  we  to  attribute  these  unpublished  letters  ? — to  Hernando  the  his- 
torian, or  to  Hernando  the  soldier  ?  Or,  may  they  not  be  the  prcH 
duction  of  sonie  other  contemporary  writer)  such  as  Anglerius  Marfyr 
ot  Bemaldez  7  This  remains  a  mystery ;  but,  as  far  as  we  can  judge 
by  the  paper  upon  which  they  are  written,  and  the  style  of  the  hand, 
we  should  certainly  deem  them  traceaUe  to  the  commencement  of  die 
sixteenth  century* 

Having  once  fairly  commenced  diving  into  these  ancient  manu- 
scripts, we  were  greatly  interested,  as  we  have  already  said.  «We 
must  candidly  confess,  however,  that  we  were  not  a  litde  deterred  at 
first  by  their  illegible  appearance,  and  the  idea*of  their  dubious  authen- 
ticity ;  but  the,  for  us,  ttdismanic  word  "  axedrez  "  *  having  caught  our 
eye,  a  new  incentive  was  added  to  our  somewhat  lagging  curiosity, 
uid  recollecting  a  maxim  of  this  very  Pulgar,  ^*  Mah  es  no  saber,  peof 

f  The  Spanish  for  «  Chesi.'* 
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d  no  querer  sdber,^*  we  shook  off  all  lawnflfus  set  dOigendy  to  work, 
and  wore  well  rewarded  ib  the  tnmdadon  of  some  of  these  cnriooa 
manuscripts. 

In  the  following  epistles,  Henuindo  addresses  familiarly  a  friendy 
ai^parently  some  learned  doctor.  The  letter  is  dated  from  the  cele- 
hnted  camp  before  Granada. 

Santa  JF^,  February  2dy  1492. 
,  Fbiehd  and  Well-beloved  :  K  I  mistake  not»  yon  must  have 
seen,  during  your  last  visit  at  court,  a  certain  CristOval  Colon,  a 
Genoese ;  if  not,  you  have  of  course  heard  of  him,  for  his  name  has 
become  of  late  as  familiar  as  the  sayings  of  Martin  Revulgo.  Some 
look  upon  him  as  a  downright  madman,  and  very  few  grant  him  any 
genius  at  all.  He  pretends  the  earth  is  round,  and  that  necessarily 
there  must  exist,  beyond  the  ocean,  a  world  to  act  as  a  counterpoise 
to  the  world  we  inhabit ;  that,  at  all  events,  if  there  do  not  exist  be- 
yond the  ocean,countries  entirely  distinct  from  our  continent,  he  still 
asserts  that  by  steering  west  a  vessel  must  sail  completely  round  the 
world,  and  reach  the  eastern  shores  of  Asia  and  the  golden-roofed  city 
of  Cipango,  described  by  Marco  Polo.  He  came  here  whilst  we  were 
campaigning  it  against  the  Moors  in  Granada,  submitted  his  project 
to  the  sovereigns,  but  met  with  no  encouragement.  Their  answer 
vnuB,  that  the  expenses  of  the  war  had  drained  the  public  treasury. 
After  the  taking  of  Granada  this  Colon  renewed  his  petition,  and  was 
referred  to  a  council  of  learned  doctors  and  theologians,  who  assemr- 
bled  lately  at  Salamanca  for  the  purpose  of  considering  his  extraor- 
dinary proposals.  Before  these  he  dc^fended  his  opinions ;  but  the 
doctors  have  decided  that  the  earth  is  not  round,  and  that  a  belief  in 
antipodes  is  an  act  of  heresy.  Our  good  Queen  Isabella,  however, 
who  has  no  great  pretensions  to  physical,  or  geometrical  lore,  seems 
to  care  very  little  for  the  decision  of  her  grave  counsellors.  Her 
opinion  is,  that  the  conquest  of  the  golden  Cipango  will  afford  riches 
enough  to  rescue  the  Holy  Sepulchre  from  the  power  of  the  infidels, 
and  that,  at  any  rate,  the  attempt  is  worth  making.  Indeed,  she  has 
been  expressly  heard  to  say  that  it  was  her  desire  the  Genoese  should 
prosecute  what  he  has  projected ;  that  if  funds  were  wanting,  she 
would  undertake  the  enterprise  for  her  own  crown  of  Castile,  and 
pledge  her  private  jewels  to  raise  the  necessary  surh.    She  has  not^ 
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how8V«r,  been  tinder  the  necMsity  of  haviiig  reecHD^ 
meuiue.  Lois  de  San  Angel,  rec^rer  of  the  ecclesiaflticaljrefilBifeB^ 
in  Aragon,  has  advanced  the  funds,  and  the  Queen  haa  ^taSf.  m> 
capted  his  offer*  But  another  difilealfy  has.  wisen*..  The  Genoese 
will  not  take  chaige  oi  the  expedition  onlese  he  be  creatod  adminl 
and  viceroy  over  the  countries  he  may  discover.  This  title  has  beaa 
lef osed  him ;  and  to-monow,  it  is  said,  he  takes  his  departure  on  his 
return  to  Palos  de  Moguer.  It  is  thought  his  intention  is  to  aS&t  his 
services  to  some  other  sovereign.    -   ■ 

Santa  Fi^  February  44h^  1492*. .. 

Fbiekd  jlsd  Weu^beloved  ;  I  have  never  forgotten  what  Apia- 
mo  de  Lebrixa  said  to  us  in  one  of  his  last  leseons :,  *'  Tdce  hc^  bjpr 
you  despise  incidental  circumstances,  though  trifling  in .  appearance^ 
fat  they  often  lead  to  most  important  results."  At  court,  more  e^[w- 
cially,  should  this  nuudm  be  ever  borne  in  mind,  as  there  <^portani- 
ties  for  its  application  are  constantly  occurring.  In  t}iis  lett^  I  will 
give  you  a  striking  instance  of  the  truth  of  good  Antonio's  mazim ; 
and,if  I  mistake  not,  the  world  may  ere  long  behold  a  most  wooden* 
ful  exemplification  of  it 

The  King's  fondness  for  the  game  of  chess,  as  you  know,  is  very 
great,  and,  like  all  earnest  players,  he  attaches  the  greatest  impcxrtanoe 
to  the  winning  of  a  game,  never  forgiving  himself  for  losing  one. 
His  artifice  and  cunning  devices  over  the  checquered  field  are  wily 
in  the  extreme,  and  were  I  not  speaking  of  his  "  AUe%a^^*  I  should 
say  they  almost  amount  to  perfidy.  He  will  often  leave  a  piece 
unprotected  and  apparently  within  the  grasp  of  his  adversary ;  but  ere 
his  hand  extend  to  seize  it,  let  him  be  very  sure  the  prey  is  certain, 
for  never  is  the  King  better  pleased  than  when  his  deep-laid  plots  are 
crowned  with  success. 

Yesterday  during  the  noontide  heat,  instead  of  indulging  in  his 
usual  siesta,  bidding  us  follow  him  to  the  Queen's  apartments,  he 
challenged  Fonseca,  one  of  his  daily  victims,  to  a  Game  of  Chess,  we 
of  course  assisting  as  judges  of  the  tournament  The  Count  de 
Tendilla,  Ponce  de  Leon,  and  Gronsalvo  of  Cordova,  were  present 

*  "  Alteza"  Highness.  Charles  V.  was  the  first  Spanish  monaiab 
who  assumed  the  title  of  Majesty. 
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The  Queen's  maida  oC  honor,  eeated  mnrnd  a  iiame,  were  at  wori^ 
wpBm  a^Biagnificeat  pieee  of  embroidery  intaided  as  an  afleiiiig  toow 
kdf  ''M  PBsT." 

The  aged  lady  Beatrix  Galmdez,  so  deefdy  versed  in  ancient  love 
llMi^ahe'has  been  snmamed  ^  Latma,"  was  seated  near  the  Queen, 
with  whom  she  was  conversing  in  Latin  in  a  subdued  tone ;  whilst 
tile  King,  entirdy  4d)sorM  in  the  game,  was  entani^ing  poor  Foo- 
eeai  m  one  of  his  deeply  laid  schemes. 

Suddenly  the  hangings  were  raised,  and  a  page  amiouneed  Hie, 
Eneellency  the  AichbiBhop  of  Toledo,  Dtm  Pedro  Gonaeales  de  Men- 
doea,  Gnnd  Cardinal  of  Spain.  After  the  holy  {Helate  had  made  hia 
obeisance  to  the  King,  he  approached  the  Queen,  and  respectfully 
h||hired  what  it  had  been  her  pleasure  to  decide  finally  with  regard 
to  the  Genoese,  CrMML  Colon.  At  the  same  time  he  announced 
ttat  the  latter,  sad  and  disappointed^  had  taken  leave  of  his  friends,  and 
was  on  his  way  to  the  Convent  of  la  R^Unda,  at  Palos  de  Moguer. 
In  my  opinion,  said  Beatrix  Galindez,  after  the  Archbishop  had  pro^ 
fered  Ms  request,  were  the  demand  simi^y  a  sum  of  money,  I  should 
advocate  its  being  granted ;  for,  as  Dionysius  Cato  has  it  in  one  of 
Ms  distiefas, 

"  Ne  dubite9  cum  magna  petat,  impendert  parMi* 

But  diis  is  not  a  question  of  money.  A  title  is  demanded ;  and  dig<- 
inties  and  titles  are  not  to  be  lavished  thus  on  all  comers.  Indeed, 
mf  opinion  of  the  absurdity  of  his  doctrine  has  of  late  been  strength* 
ened,  and  I  uphold  it  is  most  extravagant  to  maintain  that  there  oan 
exist  countries  in  a  straight  line  under  our  very  feet,  where  men 
walk  with  thdr  heads  downward,  as  we  see  flies  upon  the  fretted  roof.** 
As  she  spoke,  in  her  exdtemeut,  Latina's  tone  had  gradually  become 
more  elevated.  She  had  forgotten  that  Chess-players  must  not  be 
disturbed.  Her  voice  had  struck  thefa*  ear. ' 
'  The  Game  was  decidedly  in  the  Ehig's  &vor,  and  Fonseea,  with 
tome  eagerness,  seized  the  opportunity'  of  interrupting  the  silence  in 
which'  the  Khig  had  hitherto  played,  in  the  hope,  perhaps,  of  diverting 
tibe  attention  of  his  nnrelenting  antagonist. 

«  For  my  part,"  said  be,  <<  I  incHne  to  the  theoiy  of  Coemae  hA 
eopleii8taB:-^The  wodd  is  square,  and,  like  this  Chess-hoard,  it  is 

18* 
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termiiMUe.  It  is  moraofver  flit,  BmnHmded  with  wmler  on  aU  aitey 
and  beyond  the  water  is  an  abyss.  Thus  it  is  that  Arabian  Geogne 
phera  rofoscnt  on  their  maps  and  chaxts,  at  the  eztiemi^  of  die 
great  ocean,  a  black  and  skinny  hand,  emblematic  of  the  Demon's 
daw,  ready  to  drag  into  the  golf  bek>w,  the  rash  moitab  dazing  tt 
approach  its  hmits. 

**  Strange  doctrine  this,  ^gnor  Fonseca,"  replied  the  Archbishop^ 
**  strange  doctrine  to  oppose  to  the  truly  scientific  deductions  of  the 
worthy  Cidon.  Indeed,  I  sm  almost  tempted  to  repeat  to  yon  what 
Alphonso  the  Lesmed  was  formerly  wont  to  say  on  similar  occasions, 
*If  the  world  be  thus  moulded,  without  impiety,  I  can  say  that,  poor 
mortal  as  I  am,  I  could  have  imagined  a  better  form.'  " 

In  the  mean  time  our  good  Queen  had  drawn  near  the  King.  ^  My 
Lord,"  said  she,  **  shall  we  not  accord  this  intrepid  man  the  title  he  de- 
mands ?  .  .  there  can  be  no  risk,  I  think,  in  granting  it  him  for  the 
countries  he  promises  to  discover.  Let  him  point  the  way  to  a  new 
worid,  and  any  dignity  we  may  c(mfer  willbe  more  than  merited.  .  • 
Should  his  project  prove  a  dream  .  .  What  then?  Hla  title,  having 
no  basis  to  rest  upon,  will  become  an  empty  name." 

**  We  will  think  of  it»"  said  Ferdinand,  pressing  his  brow,  and  in 
spite  of  himself  his  attention  was  much  diverted  from  the  game. 

Fonseca,  adroitly  taking  advantage  of  the  King's  abstractian,  had 
rapidly  retrieved  his  game  and  even  gained  a  preponderance  of  force. 
.  .  .  **  Your  Highness's  Queen  has  followed  the  example  of  the  rash 
navigators  .  .  the  black  hand  is  upon  her.  .  .  .  Your  Hi^mess's 
Queen  is  forced." 

"  Speak  to  me  no  more  of  this  Genoese,"  rejoined  the  King,  "  I 
shafl  lose  a  splendid  game  "...  and  with  a  frown  he  proceeded—- 
"  Admiral !  know  you  not  the  word  signifies  *  EmtT'dlrma '  or  jmnoe 
of  the  wave  ?  Too  noble  a  title  this  to  be  bestowed  onan  adventurer. 
Your  Genoese  shall  not  be  an  Admiral." 

The  King  played  a  few  moves  more,  but  at  every  move  his  posi- 
tion became  more  critical  and  his  brow  more  overcast.  Meanwhilfl 
the  game  seemed  fast  reaching  a  crisis.    I  send  you  the  situation. 

**  The  battle  wUl  soon  be  decided  now,"  said  Fonseca,  rnbixng 
his  hands.  ^  Your  Highness  will  double  the  Rooks  to  avoid  check- 
mate .  .  I  shall  then  check  at  your  Ifighness's  Q.  R.  sq. ;  I  may 


HOW  A  WORLD  WAS  WDH. 


FERsntAMD  V.  (White). 
■fterwarda  win  the  Bishop,  and  if  I  mistake  not,  this  game  at  least  ia 

Ferdinand  bit  Mb  Hp,  and,  unaccuBtomed  to  diacomfitara,  he  sat 
moody,  under  what  seemed  to  all  inevitable  defeat. 

At  this  moment  I  examined  the  position  more  attentively,  and 
■nddenly  it  BaHh«d  npon  me  that  Ferdinand's  game  was  not  as  des- 
perate aa  it  appeared  to  the  bystanders  and  even  to  himself.  In  a 
nppneeed  tone  I  wluspered  to  Queen  Isabella :  "  If  his  Hi^iness 
play  correctly,  be  wins,  and  Fonseca  cannot  ontlive  fooi'  moves." 

Isabella  drew  nearer  the  King,  and  leaning  on  his  shotddec  she 
widiheld  his  ann,  when  after  limg  meditation  he  was  about  to  taisa 
his  band  to  play  his  Rook  to  Q.  R.  6th  sq. 

—  "Do  you  not  win,  my  Lord  I"  said  she. 

—  "  Win }"  .  .  repeated  Ferdinand,  and  the  nphfled  baud  n- 
toimng  to  its  fonnec  position,  the  King  resumed  his  maditationB  .  . 
but  the  threatened  mate  seemed  lOill  to  veil  the  podtion  to  Ids  feaaon- 
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ing  ftcvltiefl.  At  this  janctttm  his  efe  oftti||it  mine,  and  most  prob- 
ably rigbtly  reading  my  expression,  he  again  began  to  calcidate  ,  .  . 
then  suddenly  a  smile  played  over  his  lips. 

-—  **  Fooaeca,  my  fifirad,  *  Estds  mab:  "♦ 

-^'<*  Think  you,  my  Lord,"  interrupted  the  Queen,  "  there  can 
be  wrong  in  granting  this  title  to  the  Genoese  7" 

•—  **  What  think  you  of  the  matter,  Latina  ?"  said  Ferdinand, 
half  ironically,  "  do  you  still  persist  in  your  opinion  ?" 

**  None  can  boast  of  infallibility,"  rejoined  Beatrix  Oalindeas,  aivl 
Pliny  has  said, '  Nemo  martalium  omnibus  horis  sapetJ  " 

—  *'  After  all,"  added  his  Highness,  "little  harm  caii  come  from 
appomting  him  Admiral  of  the  new  seas  to  be  navigated." 

Hardly  had  the  rojral  sanction  escaped  the  King's  lips,  when  the 
Queen  beckoning  a  page—"  Isidro,"  said  she,  "  to  horse  instantly 
— CTist6val  Colon  is  on  the  road  to  Palos  de  Moguer,  he  cannot  haye 
joum^ed  much  farther  than  the  bridge  of  Finos  .  .  make  all 
speed,  overtake  him,  and  tell  him  we  create  him  Admiral  of  die 
Ocean-sea." 

And  now,  dear  Doctor,  may  we  not  repeat  what  Antonio  de  Le- 
brixa  has  so  often  said  to  us,  ''  The  most  trifling  causes  very  fire- 
qnently  exercise  a  wonderful  influence  over  the  greatest  events." 
If  Crist6val  Colon  discover  a  new  world,  as  indeed  I  trust  he  may, 
yirfn.  it  not  come  from  the  pushing  of  a  Pawn  at  the  proper  time.  7 

•  Anglic*—"  Thou  art  ack." 


BOOK  IV. 


STAUNTON'S  ANALYSIS  OF  THE  KING'S  GAMBIT  BOTH 
ACCEPTED  AND  DECLINED.— GAMES  IN  ACTUAL 
PLAY— FOURTEEN  PROBLEMS.— THE  MID- 
NIGHT CHALLENGE,  OR  CHRISTMAS 
IN  RUSSIA. 


THE  KING'S  GAMBIT. 

THE  king's  knight's  GAMBIT. — THE  CTTNNINGHAM  GAMBIT.— 
THE  SALVIO  AND  COCHRANE  GAMBITS. — THE  M17ZI0  GAMBIT. 
THE  ALLGAIEB  GAMBIT.^THE  KING's  ROOK'S  PAWN  GAM- 
BIT.— THE  king's  bishop's  GAMBIT.— THE  GAMBIT  DECLINED. 

We  are  now  about  to  introduce  the  student  to  a  favor- 
ite and  brilliant  style  of  play,  altogether  different  from  the 
specimens  given  in  the  previous  lessons.  The  King's  Gram- 
bit  ofiers  greater  variety  than  is  to  be  found  in  the  other 
openings,  and  therefore  requires  greater  knowledge  and  prac- 
tice to  conduct  it  with  success :  hence  an  experienced  player^ 
wnen  he  gives  the  odds  of  Q.'s  Rook  or  Q.'s  Knight  to  an 
inferior  antagonist,  often  prefers  this  mode  of  play. 

The  word  Gambit  is  derived  from  an  Italian  phrase  used 
in  wrestling,  and  signifies  a  peculiar  movement  by  which  the 
adversary  is  tripped  up.  In  Chess,  the  "  peculiar  move- 
ment" is,  fi>r  the  first  player,  early  in  the  game,  to  sacrifice 
a  Pawn  for  the  sake  of  gaining  an  attack. 

The  varieties  of  the  King's  Grambit  are  often  known  by 
the  names  of  the  players  who  invented,  or  first  introduced 
them.  Other  varieties  obtain  their  names  from  one  of  the 
early  moves  of  the  first  player. 

The  term  Gumhit  Pawn  b  applied  sometimes  to  the  Pawn 
you  sacrifice  on  the  second  move,  but  more  commonly  to  the 
Pawn  of  your  adversary  which  captures  your  Pawn.  Thus, 
in  the  King's  Gambit,  when  each  party  having  pushed  K.  P. 
two  sq.,  the  first  player  moves  K.  B.  P.  two,  and  the  second 
player  takes  it  with  K.  P. ;  the  latter  is  styled,  while  remain- 
ing on  the  board,  the  Grambit  Pawn. 

Your  design  in  sacrificing  a  Pawn  at  the  second  move,  if 
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to  weaken  the  enemy's  centre,  by  drawing  his  E.  P.  away 
firom  the  middle  of  the  board.  Philidor  was  of  opinion,  that 
the  adrantages  of  position  acquired  in  return  for  the  Pawn, 
were  fully  remunerative,  and  that  the  legitimate  result  of 
the  Grambit  ought  to  be  a  drawn  game.  That  eminent  player, 
however,  stands  alone  in  this  doctrine,  the  general -opinion 
now  being,  that  if  the  best  moves  are  subsequently  played  on 
both  sides,  Black  ought  to  win  the  game  through  the  Pawn 
given.  The  Gambits  are  the  most  brilliant  and  animated  of 
all  the  openings,  full  of  hair-breadth  'scapes  and  perilous  vi- 
cissitudes, but  afibrding  an  infinitude  of  beautiful  and  daring^ 
combinati<ms. 

We  extract  the  following  analyses  with  the  accompany- 
ing games  in  actual  play  from  Mr.  Staunton's  valuable 
work,  «  The  Chess  Player's  Handbook,  London,  1847." 

STAUNTON'S  ANALYSIS  OF  THE  KING'S  GAMBIT. 

This  admirable  opening,  in  which  is  comprehended 
every  variety  of  the  game,  beginning  with  1.  j^p  ^ 
2.  iJklJSB,  gives  birth  to  the  most  intricate  and  beautiftil 
combinations  of  which  the  chess-men  are  susceptible,  and 
their  investigation  will  afford  you  an  inexhaustible  fund  of 
entertainment  and  instruction.  To  render  the  examination 
of  them  as  intelligible  as  our  limited  space  will  admit,  it  may 
be  well  to  classify  the  ramifications  of  this  gambit  under  dif- 
ferent heads.  For  this  purpose  I  propose  to  divide  the  varia- 
tions into  four  separate  sections.  The  first  will  contain  the 
manifold  d^biUs  which  spring  from  the  King's  Gambit  Pro- 
per, or  King's  Knight's  Gambit,  as  it  is  sometimes  called, 

IX.  p.  two    n    g.  B.  P.  two     o    K.  Kt.  toB.  8d        rr»»  ^      j      "ii  * 

•  K.  p.'two>  *•  p.takwp.  >  ^*  ■ '     ^^^  second  will  treat 

of  the  modification  of  this  opening  which  is  generally  known 
««  the  Allgaier  Gambit,  1. 1||^:,  2.  f^^^,  3.  ^M^> 
4.  Si^JLlHS,  including  also  an  attack  called  the  King's 
Robk'a  Pawn  Gambit,  1.  H^^,  2.  f^^,  3.  ^^^'^. 
The  third  will  embrace  the  varied  methods  of  attack  and 
defence  in  the  favorite  King's  Bishop's  Gambit,  1.  g;^;^ 
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to  ihe  undefinable  class  of  moves  which  the  second  player 
may  adopt  in  refusing  the  gambit. 


LBSSON  I. 

THE  king's  knight's  GAMBIT. 


GAME  THE  FIRST. 
While.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

Black's  third  move  is  considered  the  best  he  can  adopt  after 
he  has  accepted  the  gambit ;  but  he  has  other  modes  of  play, 
which,  if  not  equally  satisfactory,  may  be  made  without  dis- 
advantage ;  for  instance,  he  can  play  3.  Q.  P.  two,  or  3.  K. 
B.  P.  two,  and  obtain  an  even  game.  (For  3.  B.  to  K.'s  2d9 
see  Lesson  II.,  The  Cunningham  Gambit.) 

In  the  first  place, 

3.  Q.  P.  two.    • 

4.  P.  takes  P.  4.  K.  B.  to  Q.'s  3d. 

rif  he  play  4.  K.  Kt.  P.  two,  yon  answer  with  5.  K.  B.  to  Q.  B.'s  4th.) 

5.  Q.  P.  two.  5.  K.  Kt.  P.  two. 

6.  Q.  B.  P.  two.  6.  Q.  B.  P.  one. 

7.  K.  B.  to  Q/8  3d. 

The  game  is  eqaal. 

In  the  second  place, 

3.  K.  B.  P.  two. 

4.  P.  takes  P  4.  Q.  P.  two. 

5.  Q.  P.  two.  5.  Q.  B.  takes  P. 

6.  Q.  B.  takes  P.  6.  K.  Kt.  to  B.'s  3d. 

Even  game. 

4.  E.  B.  to  Q.  B.'s  4th.      4.  B.  to  K.  Kt.'s  2d  (best) 

In  Victor  K&fer's  "  Complete  Guide  to  the  Game  of  Chess," 
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(Grfttz,  1842,)  the  move  of  4.  Q.  B.  P.  one,  is  recommended 
in  place  of  4.  K.  B.  to  Q.  B.'s  4th ;  hut  if  Black  reply  with 
4.  K.  B.  to  K.  Et.'s  2d,  you  appear  to  gain  nothing.  (For 
the  consequences  of  4.  K.  R.  P.  two,  see  The  Allgaier  Gram- 
hit.)  At  the  present  stage  of  our  game  Black  has  a  variety 
of  moves  at  command.  He  may  play  4.  K.  B.  P.  one,  which 
is  ohviously  had,  on  account  of  5.  Kt.  takes  Kt.  P.,  &c.  He 
may  also  play  4.  Q.  P.  one,  hut  without  henefit,  or  4.  P.  to 
K.  Kt.'s  5th,  the  result  of  which  will  he  shown  in  Lesscxis 
III.  and  IV.,  The  Salvio  and  Cochrane  Gamhits,  and  Lesson 
v.,  The  Muzio  Gamhit.  If,  instead  of  any  one  of  these,  he 
prefer  4.  K.  R.  P.  one,  the  game  will  probably  he  carried  on 
as  follows : — 

4.  K.  R.  P.  one. 

5.  Kt.  to  K.'8  5th.  5.  K.  R.  to  his  2d. 

6.  Q.  P.  two.  6.  Q.  P.  one. 

(If  he  play  6.  Q.  to  K.'8  2d,  yon  can  move  7.  Q.  to  her  Sd.") 

7.  Kt.  takes  K.  B.  P.  7.  R.  takes  Kt. 

8.  B.  takes  R.  (ch.)  8.  K.  takes  B. 

9.  K.  R.  P.  two.  9.  K.  Kt.  to  B.'s  3d  (best). 

10.  P.  takes  P.  10.  P.  takes  P. 

11.  K.  Kt.  P.  one.  11.  Q.  B.  to  K.  Kt'sSth. 

12.  Q.  to  her  3d.  12.  Q.  to  K/s  2d. 

Toior  attack  will  hardly  compensate  for  the  lost  piece.    It  would  haTe 
been  safer,  therefore,  to  return  the  Kt.  to  Q.'s  3d  on  yonr  7th  move. 

5.  Q.  P.  two.  5.  Q.  P.  one. 

It  is  of  very  little  importance  whether  you  castle  at  the 
5th  move  (see  Game  the  Third),  and  then  play  6.  Q.  P.  two, 
or  move  as  in  the  text,  and  afterwards  castle.  As  is  observed 
in  the  German  "Handbuch,"  "the  transposition  of  moves 
here  produces  the  same  result."  You  can,  however,  at  this 
stage  commence  an  interesting  variation  by  playing  5.  K.  R.  P, 
two  (see  Gartie  the  Second).  If  you  move  instead  5.  Q.  B.  P. 
one,  Black  may  answer  with  5.  P.  to  K.  Kt.'s  5th,  and  have  the 
better  game.  In  place  of  replying  to  your  move  5.  Q.  P. 
two  with  5.  Q.  P.  one,  he  may  play  5.  K.  R.  P.  one,  sfiiely, 
or  5.  P.  to  K.  Kt.'s  5th,  but  the  latter  would  forward  your 
game ;  for  example : — 

5.  P.  to  K.  Kt.'s  5di. 
6.  Castles.                             6.  P.  takes  Kt. 

(Ton  can  also  adyantageoosly  play  6.  Q.  B.  takes  P.) 
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7.  a  takes  P.  7.  B.  takes  Q.  P.  (ch.) 

8.  K.  to  R/s  sq.  8.  Q.  P.  one. 

(Sioold  he  move  8.  Q.  to  K.  B.'s  3d,  you  reply  with  9.  Q.  B.  takes  P.) 

9.  Q.  B.  takes  P.  9.  K  B.  to  his  3d. 

10.  P.  to  K/s  5th.  10.  P.  takes  P. 

11.  Q.  B.  takes  P.  11.  Q.  Kt.  to  Q.'s  2d. 

12.  Q.  B.  to  his  3d.  12.  Q.  to  K/s  2d. 
.13.  R.  to  K/s  sq.  13.  B.  to  K.'s  4th. 

14.  B.  takes  B.  14.  Kt.  takes  B. 

15.  Q.  to  K.  R.'s  5th.  15.  K.  Kt.  to  B.'s  3d. 

16.  Q.  takes  Q.  Kt. 

Ton  have  a  saperior  game. 

6.  Q.  B.  P.  one.  6.  P.  to  K.  Kt.'s  5th  (best). 

Black  can  now  attack  the  Kt.  with  advantage,  and  by  do- 
ing so  he  gets  the  better  game.  He  may  with  almost  equal 
benefit  play  6.  K.  R.  P.  one ;  e.  g. 

6.  K.  R.  P.  one. 

7.  Q.  to  her  Kt.'s  3d.  7.  Q.  to  K.'s  2d. 

(If  you  castle  instead  of  moving  the  Q.  thus,  he  answers  with  7.  K.  Kt.  to 
K.'s  2d,  and  if  then  yon  attempt  to  open  an  attack  by  8.  K.  Kt.  P.  one, 
he  will  play  8.  P.  to  K.  Kt.'s  5th,  having  a  hetter  game.) 

8.  Castles.  8.  Q.  Kt.  to  Q/s  2d. 

9.  K.  Kt.  P.  one.  9.  P.  to  K.  Kt.'s  5th. 

(If  yon  play  9.  K.  R.  P.  tw6«  he  can  retort  with  9.  Q.  Kt.  to  his  3d.) 

10.  Q.  B.  takes  P.  10.  P.  takes  Kt. 

11.  R.  takes  P.  11.  K.  Kt.  to  B.'s  3d. 

12.  P.  to  K.'s  5th.  12.  P.  takes  P. 

(Should  you  move  13.  Q.  Kt.  to  Q.'s  2d,  he  castles. 

13.  P.  takes  P.  13.  K.  Kt.  to  his  5th. 

14.  B.  takes  K.  B.  P.  (ch.)  14.  Q.  takes  B. 

15.  P.  to  K.'s  6th.  15.  Q.  to  K.  B.'s  4th. 

16.  P.  takes  Kt.  (ch.)  16.  Q.  B.  takes  P. 

17.  K.  R.  P.  two.  17.  Castles  on  Q.'s  side. 

He  has  a  much  better  game  than  you  have. 

7.  Kt.  to  his  sq.  7.  Q.  to  K.  R.'s  5th.  (ch.) 

If  you  sacrifice  the  Kt.  by  playing  7.  Q.  to  her  Kt.'s  3d,  or 
7.  Q.  B.  takes  P.,  you  must  equally  lose. 

8.  K.  to  B.'s  sq.  8.  K.  B.  to  K.  R.'s  3d. 

9.  Q.  to  her  Kt.'s  3d.  9.  Q.  to  K.  R.'s  4th. 

Tou  can  bring  no  piece  into  action  with  advantage,  while  the 
field  is  all  before  him  where  to  choose. 
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GAME  THE  SECOND. 
WhUe.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.*s  4th.  4.  B.  to  K.  Kt.'s  2d. 

5.  K.  R.  P.  two.  5.  K.  R.  P.  one  (best). 

Here  Black  plays  his  best  move  ;  if  he  adopt  instead  of  5.  E. 
R.  P.  one,  5.  P.  to  K.  K.  Kt.'s  6th,  the  utmost  he  can  obtain 
will  be  an  even  game ;  e.  g. 

5.  P.  to  K.  Kt.'B  5th. 

6.  Kt.  to  his  5th.  6.  K.  Kt.  to  R.'s  dd. 

7.  Q.  P.  two.  7,  K.  B.  P.  one. 

.  .        .    ^4  Jit  ♦ 

(If  he  iday7.^Q;  Kt.  to  B/8'3d,<yoa  >anBwer  whh  8.  Q.  B.  P.  onc^  and 

afterwards  with  (^.  B,. takes  P. 

8.  Q.  B.  takes  P.     '  8.  P.  takes  Kt. 

I      J 

(He  may  also  play  8.  Q.  P.  one,  whereupon  you  move  9.  Kt.  to  K/s  6th, 
having  an  advantage  ;  or  he  may  play  8.  Q.  P.  two,  which  you  take 
with  K.  B.y  and  in  a  few  moves  the  game  will  be  equal.) 

9.  B.  takes  P.  9.  B.  to  K.  B/s  3d. 

10.  B.  takes  Kt.  10.  B.  takes  K.  R.  P.  (ch.) 

11.  K.  to  Q/s  Sd.  11.  B.  to  K.  Kt.'s  4th  (ch.) 

12.  K.  to  Q.'s  3d. 

Yoa  have  no  disadvantage.  , 

6.  Q.  P.  two.  6.  Q.  P.  one. 

If  he  play  here  6,  P.  to  K.  Kt.'s  5th,  you.mav  leave  the  Et« 
to  be  captured,  and  take  P.  with  Q,  B. 

7.  Q.  B.  P.  phev  .  7.  P.  to  K.  Kt.'s  5th. 

You  may  also  play  7.  Q.  Kt.  to  B.'s  3d,  for  the  result  of 
which  see  Var.  I.  Black,  instead  of  7.  P.  to  K.  Kt.'s  5th, 
may  now  play  7.  Q.  Kt.  to.Q.'s  2d,  with  advantage  ;  but  if 
he  attempt  7.  Q.  B.  to  K.  Kt.'s  5th,  or  7.  K.  Kt.  to  B.'s  3d, 
the  game  will  be  less  favorable  for  him.     For  example : 

In  the  first  place, 

7.  Q.  B.  to  K.  Kt/s  5th. 

8.  Q.  to  her  Kt/s  3d.  8.  Q.  B.  to  K.  R.'s  4th. 

9.  P.  takes  K.  Kt.  P.  9.  P.  takesP. 
K).  R.  takes  B. 

And  yen  win. 


TSB  Kora's  kniobt's  gaxbit.  809 

In  the  aeooad  place, 

7.  K  Kt.  to  B.'8  3d. 

8.  P.  takes  Et.  P.  8.  Kt.  takes  E.  P. 

(If  in  place  of  taking  the  P.  yon  play  8.  P.  to  K/s  5th,  Black  replies 
with  8.  Kt.  to  K.'b  5thj  and  has  an  adyantage.) 

9.  Q.  to  K.'8  2d.  9.  Q.  to  K.'s  Sd. 

The  game  is  even. 

8.  Q.  B.  takes  P.  8.  P.  takes  Et. 

If  you  retreat  the  Et.,  Black  may  play  either  8.  Q.  to  K.'s 
2d,  or  B.  to  E.  B's  Sd,  having  a  fine  game.  By  the  sacri- 
fice of  the  Et.  you  obtain  a  strong  attack,  but  care  on  the 
part  of  your  opponent  will  enable  him  to  defend  himself. 

9.  Q.  takes  P.  9.  Q.  B.  to  E.'s  8d. 

If  instead  he  play  9.  E.  Et.  to  B.'s  3d,  you  may  regain  the 
advantage ;  for  instance^-— 

9.  K.  Kt.  to  B.'s  3d. 

10.  Castles.  10.  Q.  Kt.  to  B.'s  3d. 

11.  P.  to  K.'s  5th.  11.  P.  takes  P. 

(If  11.  K.  Kt.  to  Q/s  2d,  yon  answer  with  12.  Q.  B.  to  E.  Et's  5th. 

12.  Q.  B.  takes  P.  12.  Kt.  takes  B. 

13.  P.  takes  Kt.  13.  Q.  B.  to  K.  Kt.'s  5th. 

14.  Q.  to  K.  B/s  4th.  14.  P.  to  K.  R.'s  4th. 

15.  P.  takes  Kt. 

,  You  have  a  much  better  gfuoie. 

10.  Q.  Et.  to  Q.'s  2d.  10.  E.  Et.  to  E.'s  2d. 

11.  P.  to  E.  R.'s  5th.  11.  B.  takes  B. 

12.  Et.  takes  B.  12.  Q.  Et.  P.  two. 

13.  Et.  to  E.'s  dd.  13.  Q.  Et.  to  B.'s  dd. 

You  have  no  adequate  compensation  for  the  piece  you  axe 
minus* 

Variation  L  hegininng  at  Whitens  7th  move* 
White.  Black. 

1.  E.  P.  two.  ■    '  1.  E.  P.  two. 

2.  E.  B.  P.  two.  2.  P.  takes  P. 

8-  E.  Et.  to  B.'s  3d.  3.  E.  Et.  P.  two. 

4.  E.  B.  to  Q.  B.'s  4th.  4.  B.  to  E.  Et.'s  2d. 

6.  E.  R.  P,  two.  5.  E.  R.  P.  one. 

6.  Q.  P.  two.  6.  Q.  P.  one, 

7.  Q.  Et.  to  B.'s  dd.  7.  Q.  B.  P.  one. 
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If  he  attack  your  Kt.  with  the  K.  Kt.  P.,  you  must  retreat 
him  to  his  own  sq.  again. 

8.  P.  takes  K.  Kt.  P.  8.  P.  takes  P. 

9.  R.  takes  R.  9.  B.  takes  R. 

10.  E.  Kt.  to  K.'s  5th.  10.  P.  takes  Kt. 

You  might  also  play  10.  K«  to  B.'s  2d,  and  the  following 
moves  occur : — 

10.  K.  to  B.'8  2d.  10.  P.  to  E.  Kt.'8  5th. 

(Black  coold  likewise  play  with  advantage  10.  B.  to  K.  Kt.'B  2d,  or  10. 

K.  Kt.  to  B.*s  3d.) 

11.  Q.  to  K.  R/8  sq.  11.  B.  to  K.  Kt/s  2d. 

(His  best  move.    11.  Q.  to  E.  B.'s  3d,  or  11.  P.  takes  E.  Kt.,  woold  be 

in  yonr  fitvor.) 

12.  Q.  to  K.  K.'s  5th.  12.  P.  to  Q.'s  4th. 

13.  Q.  Kt.  takes  P.  13.  P.  takes  Kt. 

(If  at  this  crisis  you  play  13.  P.  takes  Q.  P.,  Black  takes  your  K.  Kl* 
with  P.,  and  then  moves  K.  Kt.  to  B.'s  3d.) 

14.  K.  B.  takes  Q.  P.         14.  Q.  to  K's  2d. 

15.  Kt.  to  his  5th.  15.  K.  Kt.  to  B.'s  3d. 

16.  B.  takes  K.  B.  P.  (ch.)  16.  K.  to  B.'s  sq. 

17.  Q.  to  K.  Kt.'s  6th.        17.  Kt.  takes  K.  P.  (ch.) 

He  now  forces  the  exchange  of  Qaeens,  and  having  a  Piece  saperioii^ 

must  win.) 

11.  Q.  to  K.  R.'s  5th.  11.  Q.  to  K.  B.'s  3d.  • 

12.  P.  takes  K.  P.  12.  Q.  to  K.  Kt.'s  2d. 

13.  P.  to  K.'s  6th.  13.  B.  takes  P.  (best). 

He  may  with  almost  equal  advantage  play  13.  K.  Kt.  to  B.'a 
3d.  (e.  g,) 

13.  E.  Kt.  to  B.'s  3d. 

14.  P.  takes  P.  (ch.)  14.  K.  to  his  2d. 

(If  he  venture  14.  K.  to  Q.'s  sq.,yon  play  15.  Q.  takes  E.  Et.  P.»  and 
win  ;  80  also,  if  he  move  14.  K.  to  B.'s  sq.,  you  may  take  P.  with  Q.  B.^ 
leaving  your  Queen  en  prufe,  and  if  he  capture  either  Q.  or  B.>  you  mate 
him  next  move.) 

15.  Q.  to  K.'s  2d.  15.  Q.  "B.  to  K.  Kt.'s  5th. 

(Should  he  risk  15.  Q.  B.  to  K.'s  3d,  you  (exchange  Bishc^,  then  check 
with  your  Q.  at  her  B.'s  4th,  and  afterwards,  by  playing  her  to  Kt.'a 
4th,  you  must  gain  the  advantage.) 

16.  Q.  to  her  3d.  16.  Q.  Kt.  to  Q.'s  2d. 

17.  Q.  to  her  4th.  17.  E.  Et.  to  R.'8  4th. 

He  ought  to  win* 
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14.  B.  takes  B.  14.  K.  Kt.  to  B.'a  ad. 

15.  B.  takes  K.  B.  P.  (ch.)  15.  K.  to  his  ad. 

16.  a.  to  K.  Kt.'a  6th.  16.  Q.  takes  B. 

The  advantage  is  all  on  Black's  side. 

GAME  THE  THIRD. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B.'s  4th.  4.  S.  to  K.  Kt.'s  3d. 
6.  Castles.  5.  Q.  P.  one.  (beet). 

5.  Castling  or  6.  Q.  P.  two,  may  be  played  indifferently.  If 
Black,  in  reply  to  your  present  move,  play  5.  P.  to  K.  Kt.'s 
6th,  you  may  retreat  the  Kt.  to  K.'s  aq.,  and  thus  ensure  the 
winning  of  the  gambit  Pawn,  or  you  can  leave  the  Kt.  to  be 
taken,  as  in  the  following  variation  : — 

3.  P.  to  K.  Kt'f  Sib. 

6.  q  6.  P.  i«k«  Kt. 

7.  «  7.  B.  toK  R'aaa. 

8.  Q  e.  Q.  toS/sSd. 

9.  Q  9.  B.  takM  B. 
10.  Q                         .       to.  Q.  P.  ^ne. 

H.  B  (ph.)  11.    K.loft.'8  8q. 

12.  B 

6.  Q.  P.  two.  6.  K.  R.  P.  one. 

But  for  this  precautionary  move  of  his,  you  might  get  a  lirely 
but  somewhat  hazardous  attack,  by  sacrificing  the  Kt.  for  the 
two  Pawn  a. 

7.  Q.  B.  P.  one.  7.  Q.  B.  to  K.  ad. 

If  you  play  7.  K.  Kt.  P.  one.  Black  replies  with  7.  P.  to  K. 
Kt.'s  Sth,  and  gets  the  better  game.     Should  he,  in  answer 
to  your  present  move,  play  7.  Q.   B.  P.  one,  you  can  then 
advantageously  move  8.  K.  Kt.  P.  one  ;  for  example  : — 
7.  Q.  B.  P.  one. 
.  P.  one.  8.  P.  to  Kt.;B  5th.' 

takes  P.  9.  P.  takes  Kt. 

Lcs  P.  10.  Q.  to  K.  B.'B  3d. 

(Vke  10  K.'i  3d,  yon  exchange  Biahopa,  and  then  tike  Q.  P. 

If  he  play  10.  K.  Kt.  to  B.'i  3d.  yonmar  alw  laks 
■    *  ta  play  P.  to  K.'«  Sth.) 


312  CHESS  Foa  wnrrsB  svenincs. 

11.  Q.  to  K.  R.'8  5th.        11.  Q.  to  K.  Kt/s  dd. 

(You  euk  ikn  obtain  a  poweifol  attack  by  11.  P.  to  K.'8  5tfa,  followed  hf 
Q*  to  K.'b  3d ;  the  moves  in  the  text  are  from  the  Gennan  *'  Handbuch.") 

12.  Q.  takes  Q.  12.  P.  takes  Q. 

13.  Q.  B.  takes  P.  13.  K.  Et.  to  B.'s  3d. 

14.  Q.  Kt.  to  Q.'s  2d. 

Your  two  central  Pawns  and  superiority  of  general  position  are  eqQi?a^ 

lent  to  the  Piece  he  has  gained. 

8.  B.  takes  B.  8.  P.  takes  B. 

You  may  here  perhaps  more  advantageously  play  8.  Q.  Et. 
to  R.'s  3d. 

9.  Q.  to  her  Kt.'s  3d.  8.  Q.  to  her  B.'s  sq. 

10.  K.  R.  P.  two.  10.  P.  to  K.  Kt.'s  5th. 

11.  Et.  to  E.  R.'s  2d.  11.  P.  to  E.  Et.'s  6th. 

He  has  a  Pawn  more  and  a  strong  position. 
GAMES  m  ACTUAL  PLAY. 

ILLUSTBATIVE  OF  THE  FOREGODTO  ASALYSSS. 

(AvM  the  Clke»9'Plaifer*»  Okromeh.) 

GAME  I. 

J^eftoeen  V.  JET.  der  Laxa  and  Dr»  Bledow. 

White  (V.  H.  d.  L.)  Black  (Dr.  B.) 

1.  K.  P.  two.  1,  The  same. 

2.  K.  B.'s  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th  4.  K.  B.  to  Kt.'s  2d. 

5.  Q.  P.  two.  5.  Q.  to  K.'s  2d.  (a) 

6.  Castles.  6.  K.  R.  P.  one. 

7.  Q.  Kt.  to  B.'s  3d.  7.  Q.  B.  Pi  one. 

8.  P.  to  K.'s  5th.  8.  Q.  to  her  Kt.'s  5th. 

9.  Q.  Kt.  to  K.  4th.  9.  K  B.  to  his  sq. 

10.  Q.  to  K.'s  2d.  (5)  10.  P.  to  K.  Kt.'s  5th. 

11.  Kt.  to  Q.'8  6th  <ch.>  11.  B.  takes  Kt. 

12.  P.  takes  B.  (dis.  ch.)  12.  K.  to  Q.'s  sq. 

13.  Kt.  to  K's  5th.  13.  R.  to  R.'s  2d. 

14.  Q.  B.  P.  one.  14.  P.  to  K.  B.'s  6th. 

15.  Q.  to  K.'s  4th.  15.  K.  Kt.  to  B.'s  3d. 

16.  Q.  takes  R.  16.  Kt.  takes  Q, 

And  White  gave  checkmate  in  six  moves. 

NOTES  TO   GAME  I. 

{a)  The  proper  more,  as  is  seen  in  the  foiegoing  vatiationSf  is  5.  Q. 
P.  <«e» 

th)  This  little  game  is  ezoellantlsr  plajFed  by  White. 
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GAME  n. 
Between  V.  H.  der  Laxa  and  Mr.  H,  of  BerUm, 

White  (V.  H.  d.  L.)  BUek  (Mr.  H.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  E.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'8  4th.  4.  B.  to  Kt/s  2d. 

5.  Castlfis.  5.  K.  R.  P.  one. 

6.  Q.  P.  two.  6.  Q.  P.  one. 

7.  Q.  B.  P.  one.  7.  Q.  B.  P.  one. 

8.  Q.  to  her  Kt.'8  Sd.  (a)  8.  Q.  to  K.'a  2d. 

9.  K.  Kt.  P.  one.  9.  P.  to  K.  Kt.'a  5th. 

10.  Q.  B.  takes  P.  10.  P.  takes  Kt. 

11.  R.  takes  P.  11.  Q.  B.  to  K's  3d. 

12.  P.  to  Q.'8  5th.  12.  Q.  B.  to  K.  Kt.'s  5th. 

13.  P.  takes  Q.  B.  P.  13.  B.  takes  R. 

14.  P.  takes  Kt.  P.  14.  Q.  takes  K.  P. 

15.  P.  takes  R.  (becoming  a  Q.)         15.  Q.  takes  Q. 

16.  B.  takes  K.  B.  P.  (ch.)  16.  K.  to  B.'s  sq. 

17.  B.  takes  Kt.  17.  R.  takes  B. 

18.  B.  takes  Q.  P.  (ch.)  1«.  K.  to  K.'s  sq. 

White  mates  in  three  moves.* 

NOTE   TO   GAME   II. 

(a)  Having  now  yonr  Q.  P.  protected,  and  an  opening  for  your  Qneen, 
yoa  can  advantageously  advance  the  K.  Kt.  P.,  and  sacrifice  your  Kt.yai 
in  the  Muzio  Gambit. 

*  A  brilliant  and  amosing  little  skirmish. 


GAME  m. 
Between  Mr,  Popert  and  an  eminent  Polish  player. 

White  (Mr.  Z.)  Black  (Mr.  P.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B.'s  4th.  4.  B.  to  Q.  Kt.'s  2d. 

5.  Q.  P.  two.  5.  Q.  P.  one. 

6.  Castles.  6.  K.  R.  P.  one. 

7.  K.  Kt.  P.  one.  7.  P.  to  K.  Kt.'s  5th. 

8.  K.  Kt.  to  R/s  4th.  8.  P.  to  K.  B.*s  6th. 

9.  Q.  B.  to  K.'s  3d.  9.  Q  Kt.  to  B.'s  3d. 

10.  Q.  B.  P.  one.  10.  K.  B.  to  B.'s  3d. 

11.  K.  Kt.  to  K.  B.'s  5th.  11.  Q.  B.  takes  Kt. 

12.  P.  takes  B.  12.  K.  Kt.  to  K.'s  2d. 

13.  Q.  to  her  Kt.'s  3d.  13.  P.  to  Q.'s  4th. 

14 
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14  K.  B.  to  Q.'fl  3d.  14.  Q.  to  her  Sd. 

15.  Q.  to  her  B/a  2d.  15.  P.  to  K.  R-'s  4th. 

16.  Kt.  to  Q.'s  2d.  16.  P.  to  K.  R.'8  5th. 

17.  Q.  B.  to  K.  B.'fl  4th.  17.  Castles  on  Q.*8  side. 

18.  Q.  R.  P.  two.  18.  P.  takes  K.  Kt.  P. 

19.  Q.  B.  takes  K.  Kt.  P.  19.  K.  R.  to  his  4th. 

20.  Q.  Kt.  P.  two.  20.  K.  Kt,  takes  K,  B.  P. 

21.  B.  takes  Kt.  21.  Q.  takes  B. 

22.  Q.  to  her  Kt-'s  2d.  22.  B.  to  K.  R.'8  5th. 

23.  B.  takes  B.  23.  R.  takes  B. 

24.  P.  to  Q.  R.'fl  5th.  24.  R.  takes  K.  R.  P. 
35.  K.  takes  R. 

Bhick  mates  in  three  moves. 

GAME  IV. 

WMU,  Black, 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  K.  B.  to  Kt.'8  2d. 

5.  K.  R.  P.  two.  5.  K.  R.  P.  one. 

6.  P.  takes  P.  6.  P.  takes  P. 

7.  R.  takes  R.  7.  B.  takes  R. 

8.  Q.  P.  two.  8.  Q.  P.  one. 

9.  Q.  Kt.  to  B.  3d.  9.  Q:  B.  P.  one. 

10.  K.  Kt.  to  K.'s  5th.  (a)  10.  P.  takes  IJIt. 

11.  <i.  to  K.  R.'s  5th.  11.  Q.  to  K.  B.'s  3d. 

12.  Q.  P.  takes  P.  12.  Q.  to  K.  Kt.'s  2d. 

13.  P.  to  K.'s  6th.  13.  K.  Kt.  to  B.'s  3d.  (b) 

14.  P.  takes  P.  (ch.)  14.  K.  to  H.'s  sq.  (c) 

15.  Q.  B.  takes  P.  15.  K-  to  his  2d.  {d) 

16.  Q.  B.  takes  K.  Kt.  P.  16.  Q.  Kt.  to  Q.'s  2d. 

17.  Q.  R.  to  Q.'s  sq.  (c)  IT.  Q.  Kt.  to  K.'s  4th. 

18.  Q.  to  K.  R.'s-IJd.  18.  Q.  takes  B.  (/) 

19.  P.  to  K.  B.'s  8th,  becoming  a        19.  K.  takes  Q. 

Q.  (ch.) 

20.  Q.  takes  B.  (ch.)  20.  K.  Kt.  to  his  sq. 

21.  R.  to  Q.'s  8th  (ch.)  21.  Q.  takes'R.* 

22.  Q.  talipes  K.  Kt.  (ch.)  22.  K.  to  his  2d. 

23.  Q.  to  K.  Kt.'s  7th  (ch.)  23.  K.  to  Q.'s  3d. 

24.  Q.  to  R.'s  6th  (ch.)  24,  K.  to  B.'s  2d. 

25.  Q.  to  K.  Kt.'s  7th  (ch.)  25.  Kt.  to  Q.'s  2d. 

26.  Q.  to  K.  Kt.'s  3d.  26.  K.  to  Q.  Kt.'s  3d. 

"^ .  White  mates  in  five  moves. 

?!I0TES  TO   GAME   IV. 

(a)  This  has  been  shown  to  be  an  extremely  hazardous  mode  of  phTi 
Wid  one  which  can  ou^y  be  irentiired  ftgainpt  ati  ixilerior  oj^nent. 
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(5)  Q.  B.  takes  P.  is  a  better  more. 

(e)  This  is  an  error  which  should  cost  the  game.    He  dionld  mor* 
die  K.  to  K.'s  2d. 

(d)  He  would  be  mated  directly  on  taking  either  Q.  or  B. 

(e)  Better,  as  the  after  play  shows,  than  castling. 

(/)  If  White  had  castled  on  the  previous  move,  this  B.  would  hare 
been  taken  with  a  check. 


LESSON  II. 

THE  CUNNINGHAM  GAMBIT. 

This  sparkling  variation  in  the  defence  of  the  King's  Gam« 
bit  was  brought  into  general  notice  from  its  adoption  by  Mr. 
Cunningham,  the  historian,  one  of  the  most  eminent  chess- 
players of  his  day  in  Europe.  It  differs  from  all  other  vari- 
ations of  the  same  opening,  inasmuch  that  Black,  instead  of 
attempting  to  sustain  the  Pawn  he  has  gained,  by  the  cus- 
tomary move  of  3.  K.  Kt.  P.  two,  plays  his  K.  B.  to  K.'s  2d, 
with  the  intention  of  checking  at  K.  R.'s  5th,  and  either  com- 
pelling White  to  move  his  King,  or  by  interposing  a  Pawn, 
enable  Black  not  only  to  break  up  the  Pawns  on  the  King's 
side,  but  to  exchange  his  doubled  P.  for  another  of  greater 
value  and  importance.  The  leading  works  to  be  consulted 
on  this  lively  method  of  opposing  the  gambit  are — ^Bertin 
(London,  1735) ;  Stamma ;  Philidor  (1782) ;  Allgaier ;  Sar- 
ratt(1808);  Lewis  (1844);  Walker  (1846) ;  and  the  Ger- 
man "  Handbuch." 

GAME  THE  FIRST. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt  to  B.'s  3d.  3.  K.  B.  to  K.'s  2d. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  B.  to  R.'s  5th  (ch.) 

Your  move  of  B.  to  Q.  B.'s  4th  is  the  best  at  your  command ; 
it  enables  you  either  to  play  the  K.  to  B.'s  sq.,  when  he  is 
checked,  or  to  castle  at  the  first  convenient  opportunity. 
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6.  K.  to  B.'s  sq.  5l  K.  B.  to  his  3d. 

Instead  of  5.  K.  to  B.'s  sq.,  which  is  the  best  move  you  cpMk 
make,  you  may  also  play  5.  K.  Kt.  P.  one,  as  in  the  next 
game.  If  Black,  in  lieu  of  retreating  his  B.  to  B.'s  3d,  play 
6.  B.  to  K.  Kt.'s  4th,  you  answer  with  6.  Q.  P.  two,  then 
take  the  K.  B.,  and  finally  play  Q.  to  K.  B.'s  3d,  with  a  fine 
game.  He  may,  however,  move  5.  K.  Kt.  to  R.'s  3d,  and 
then  the  following  variation  is  probable : — 

5.  K.  Kt.  to  R/8  3d.  f 

6.  Q.  P.  two.  6.  K.  Kt.  to  his  5th. 

7.  Q.  to  K.'8  2d.  7.  K.  Kt.  to  B.'b  7th. 

8.  K.  Kt.  takes  B.  8.  Kt.  takes  R. 

9.  Kt.  to  K.  B.'s  3d.  9.  Kt.  to  his  6th  (ch.) 

10.  P.  takes  Kt.  10.  P.  takes  P. 

11.  Q.  B.  to  K.  B.'s  4th. 

You  have  a  manifest  advantage. 

6.  P.  to  K.'s  5th.  6.  B.  to  K.'s  2d. 

7.  Q.  P.  two.  7.  Q.  P.  two. 

8.  K.  B.  to  K.'s  2d.  8.  K.  Kt.  P.  two. 

9.  K.  R.  P.  two.  9.  P.  to  K.  Kt.'s  5th. 

10.  K.  Kt.  to  K.  R.'s  2d.  10.  K.  R.  P.  two. 

He  can  also  attack  the  Kt.  by  advancing  the  Kt.  P.  another 
sq.,  but  the  result  would  still  be  in  your  favor. 

11.  Q.  B.  takes  P.  11.  K.  B.  takes  K.  R.  P. 

12.  K.  Kt.  P.  one.  12.  B.  to  K.  Kt.'s  4th. 

13.  Kt.  takes  K.  Kt.  P. 

You  must  win. 

GAME  THE  SECOND. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  B.  to  K.'s  2d. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  B.  to  K.  R.'s  5th  (ch.) 

5.  K.  Kt.  P.  one.  5.  P.  takes  P. 

Your  present  move  is  not  so  prudent  as  5.  K.  to  B.'s  sq.,  but 
it  is  one  very  frequently  adopted,  and  with  which  you  ought 
to  be  conversant. 

If  instead  of  taking  the  P.,  Black  retire  his  B.  to  Kt.'s  4th, 
you  castle,  and  have  a  good  position.     If  he  play  5.  Q.  Kt. 
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P.  two,  you  may  take  the  K.  B.  P.,  checking,  and  afterwaids 
capture  his  B.  with  K.  Kt. 

6.  Castles.  6.  P.  takes  P.  (ch.) 

7.  K.  to  R.'s  sq.  7.  K.  B.  to  his  3d. 

The  situation  here  is  remarkable,  and  it  is  scarcely  possible 
to  conceive,  at  first  sight,  how  such  a  position  could  occur  at 
the  sixth  move  of  the  game. 

Black  has  all  his  Pawns,  while  on  your  side  there  is  a 
startling  deficiency ;  it  was  from  this  circumstance  that  Ber- 
tin  and  Stamma  distinguished  the  opening  as  the  "  Three 
Pawns'  Gambit."  At  this  point  Philidor  observes  that  Black 
must  win,  and  in  this  opinion  he  is  seconded  by  Ercole  Del 
Rio  (Lolli,  p.  369) ;  but  Allgaier,  on  the  other  hand,  re- 
marks,— "With  equally  good  players,  however,  White's 
game  is  not  so  irredeemably  lost  as  Philidor  makes  it."  In- 
stead of  7.  B.  to  K.  B.'s  3d,  Black  may  play  7.  Q.  P.  two, 
or  7.  B.  to  K.'s  2d,  for  the  result  of  which  see  the  Variation. 

8.  K.  Kt.  to  K.'s  5th.  8.  B.  takes  Kt.  (best). 

For  your  8th  move,  Philidor  gives  P.  to  K.'s  5th,  pursuing 
the  game  as  follows : — 

8.  P.  to  K/8  5th.  8.  Q.  P.  two. 

9.  P.  takes  B.  9.  K.  Kt.  takes  P. 

10.  B.  to  Q.  Kt/s  3d.  10.  Q.  B.  to  K.'s  3d. 

11.  Q.  P.  two.  11.  Kt.  to  K.'s  5th. 

12.  Q.  B.  to  K.  B.'s  4th.  12.  K.  B.  P.  two. 

13.  Q.  Kt.  to  Q/8  2d.  13.  Q.  to  K.'s  2d. 

14.  Q.  B.  P.  two.  14.  Q.  B.  P.  one. 

15.  P.  takes  Q.  P.  15.  P.  takes  P. 

16.  Q.  R.  to  Q.  B.'s  sq.  16.  Q.  Kt.  to  B.'s3d. 

17.  Q.  Kr.  takes  K.  Kt.  17.  K.  B.  P.  takes  Kt. 

18.  Kt.  takes  K.  R.  P.  18.  Castles  on  King's  side. 

(Kt.  to  K.'8  5th,  for  your  18th  move,  seems  to  be  at  least  as  good  as  tak- 
ing the  Pawn.) 

19.  Q.  to  her  2d. 

Philidor  now  makes  Black  play  19.  K.  R.  P.  one,  and  White  answers  with 
20.  Q.  R.  to  Q.  B.'s  5th  ;  but,  as  the  "  Handbuch"  remarks,  he  over- 
looks the  fact  that  White  might  win  by  20.  B.  takes  K.  R.  P. 

9.  Q.  to  K.  R,'s  5th.  9.  Q.  to  K.'s  2d  (best). 

10.  R.  takes  K.  B.  P.  10.  Q.  to  her  B.'s  4th. 

11.  R.  to  K.  B.'s  8th  (d'ble  ch.)  11.  K.  to  his  2d. 

12.  Q.  P.  two.  12.  Q.  takes  P.  (best). 

If  he  play  12.  Q.  takes  B.,  you  proceed  thus :— 
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U.  Q.  »  K.'a  8lh  (cik.)        13.  K.  to  Q.'i  3d. 
14.  Q.  Ukei  B.  (ch ) 

Folkn«ed  bf  Q.  Ki.  to  R.'b  3d,  uid  Q.  B.  to  Q.>  Sd,  &«. 
18.  a-  B.  checks.  13.  K.  to  Q.'s  3d  (best). 

14.  Q.  Kt.  to  Q-'s  2d.  14.  K.  Kt.  to  B.'a  3d. 

15.  Q.  to  K.  B.'a  7lh.  15.  Kt.  takes  K.  P. 

16.  Q.  B.  to  K.'s  3d.  16.  K.  Kt.  to  his  6th  {as 

17.  K.  to  Kt.'s2d.  17.  Q.  takes  B. 

18.  Q.  to  her  5th  <ch.)  18.  K.  to  his  2d. 

19.  Q.  to  K.  B.'s  7th  (ch.)      19.  K.  to  Q.'s  3d. 

DraWQ  game. 


Variaiiim,  btgimting  at  Black's  7th  b 

BLACK. 


At  this  stage  Black  has  at  his  disposal  several  mo 
beude  the  one  of  7.  B.  to  his  3d,  adapted  in  the  preced 
game.    The  moat  impoi1.ftnt  of  these  are  7.  Q.  P.  two,  i 
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7.  B*  to  K.'s  2d.  Iq  the- first  place  let  us  see  Ae  eAct  of  7. 
Q.  P.  two. 

7.  Q.  P.two. 

8.  B.  takes  P.  8.  K.  Kt.  to  B.'s  3d. 

If  you  take  the  P.  with  P.,  Rack  retires  his  B.  to  B.'s  dd  and 
has  a  safe  position. 

9.  B.  takes  K.  B.  P.  (ch.)        9.  K.  takes  B. 

If  instead  of  so  playing  you  take  B.  with  Kt.,  he  also  takes 
B.  with  Kt.,  but  you  may  play  9.  K.  B.  to  Q.  Kt.'s  Zd,  with 
the  following  result : 

9.  B.  to  Q.  Et/s3d.  9.  Kt.  takes  K.  P. 

10.  Q.  to  K.'8  2d.  10.  Q.  to  K'sdcl. 

11.  B.  takes  B.  P.  (oh.)  11.  K.  to  B.'s  sq. 

12.  Q.  takes  K.  R.  P.  12.  Kt.  to  Kt.'s  6th  (ch.) 

13.  K.  to  Kt.'6  2d.  13.  Kt.  takes  K.  R. 

14.  Q.  takes  K.  B,  14.  Q.  takes  Q. 

15.  Kt.  takes  Q.  15.  K.  takes  B. 

16.  K.  takes  Kt. 

BladL  has  obviously  the  advantage. 

10.  Kt.  takes  K.  B.  10.  K.  R.  to  B.'s  sq. 

11.  Q.  P.  two.  11.  K.  toKt.'s  sq. 

If,  thinking  to  win  a  Piece,  you  advance  the  K.  P.  to  K.'s  5thy 
Black  will  check  atQ.'s4th,  and,  on  your  interposing  the  Kt. 
as  your  best  move,  he  will  play  Kt.  to  K.  R.'s4th. 

12.  Q.  B.  to  K.  Kt.'s  5th.  12.  K.  Kt.  takes  K.  P. 

13.  B.  takes  Q.  13.  R.  takes  R.  (ch.) 

14.  Q.  takes  R.  14.  Kt.  to  his  6th  (ch.) 
16.  K.  takes  P.  15.  Kt.  takes  Q.  (ch.) 

He  has  the  better  game. 

Referring  again  to  the  diagram,  let  us  now  see  the  proba- 
ble consequences  of  Black's  playing  7.  B.  to  K.'s  2d. 

7.  B.  to  K.'s  2d. 
8.  B.  takes  B.  P.  (ch.)  8.  K.  takes  B. 

He  may  decline  taking  the  Bishop,  and  then  you  puraue 

the  game  thus, — 

8.  K.toB.'ssq. 

9.  Kt.  to  K.'s  5th.  9.  K.  Kt.  to  B.'s  3d. 

10.  K.  B.  to  Q.  Kt.'8  3d.  10.  Q.  to  K-'s  sq. 

11.  K.  Kt.  to  B.*s  7th.  11.  K.  R.  to  Kt.'s  sq. 

12.  P.  to  K.'s  5th.  12.  Q.  P.  two. 

13.  P.  takes  Kt.  13.  P.  takes  P. 

14.  B.  takes  Q.  P. 

Yoa  have  a  winxung  position. 
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0.  Et.  to  K.'s  5tfa  (d'ble  ch.)    9.  E.  to  his  3d  (best). 

10.  Q.  to  K.  Kt.'s  4th  (ch.)     10.  E.  takes  Et. 

11.  Q.  to  E.  B.'8  &th  (ch.)        11.  E.  to  Q.'s  3d. 

12.  Q  to  her  5th. 

And  wins. 


GAMES  IN  ACTUAL  PLAY. 

ILLUSTBATIVE  OF  THE  CmnONGHAtt  GAMBIT. 

GAME  L 
Between  f  too  metnbere  of  the  Berlin  Cheee  Clvh. 

White  (V.  H.  d.  L.)  Black  (M.  J.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  B.  to  K-'s  2d. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  B.  to  K.  R.'s  5th  (ch.) 

5.  K.  Kt.  P.  oDe.  (a)  5.  P.  takes  P. 

6.  Castles.  6.  P.  takes  P.  (ch.) 

7.  K.  to  R.'s  sq.  7.  K.  B.  to  B.'s  3d. 
,8.  Kt.  to  K.'s  5th.  8.  B.  takes  Kt. 

9.  Q.  to  K.  R.'s  5th.  9.  Q.  to  K.*s  2d. 

10.  R.  takes  K.  B.  P.  10.  Q.  to  her  B/s  4t3i. 

11.  R.  to  K.  a's  8th  (d'ble  ch.)        11.  K.  to  his  2d. 

12.  Q.  P.  two.  12.  Q.  takes  P.  (b) 

13.  B.  to  K.  Kt.'s  5th  (ch.)  13.  K.  Kt.  to  B.'s  3d.  (c) 

14.  B.  takes  Kt.  (ch.)  14.  P.  takes  B. 

15.  Q.  to  K.  B.'s  7th  (ch.)  15.  K.  to  Q.'s  3d. 

16.  Q.  Kt.  to  B.'s  3d.  16.  R.  takes  R. 

17.  Q.  takes  R.  (ch.)  17.  K.  to  B.*s3d. 

18.  Q.  to  her  Kt.'s  4th.  18.  Q.  P.  two. 

19.  B.  to  Kt.'s  5th  (ch.)  19.  K.  to.  Kt.'s  3d. 

20.  Kt.  mates. 

NOTES  TO  GAME  I. 

{a)  The  correct  reply  is  5.  K.  to  B.'s  sq.,  as  shown  in  the  preceding 
TariatioDS. 

(ft)  The  best  move. 

(e)  K.  to  Q.'s  3d  is  the  proper  play. 


GAME  n. 

Between  V, 

Bilguer  and  Mr,  Mayet, 

White  (V.  B.) 

Black  (Mr.  M.) 

1. 

2. 
3. 
4. 

K.  P.  two. 
K.  B.  P.  two. 
K.  Kt.  to  B.'s  3d. 
K  B.  to  Q.  B.'B  4th. 

1.  K.  P.  two. 

2.  P.  takes  P. 

3.  K.  B.  to  K.'s  2d. 

4.  B.  checks. 
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5.  K.  Kt.  P.  one.  5.  P.  ttlces  P. 

6.  Castles.  6.  P.  takes  P.  (ch.) 

7.  K.  to  R.'s  sq.  7.  Q.  P.  one.(a) 

8.  B.  takes  K.  B.  P.  (ch.)  8.  K.  takes  B. 

9.  Kt.  takes  B.  (dis.  ch.)  9.  K.  Kt.  to  R's  3d. 

10.  Q.  P.  two.  (b)  10.  Q.  B.  to  K.  IL's  6th. 

11.  R.  to  K.  K'B  3d.  11.  B.  to  K.  Kt.'8  5th  (e) 

12.  R.  takes  Kt.  (ch.)  12.  Q.  takes  R. 

13.  Q.  takes  B.  13.  Q.  to  K  B.'s  8th  (ch.) 

14.  K.  takes  P.  14.  Q.  takes  Q.  B. 

15.  Q.  Kt.  to  B.'s  3d.  15.  Q.  takes  R. 

16.  Q.  to  K.  B.'s  5th  (ch.)  16.  K.  to  his  sq.  (d) 

17.  Q.  to  Q.  B.'s  8th  (ch.)  17.  K.  to  his  2d. 

18.  Q.  takes  P.  (ch.)  18.  K.  to  his  sq. 

19.  Q.  to  B.'8  8th  (ch.)  19.  K.  to  B.'s  2d. 

20.  Q.  takes  P.  (ch.)  20.  K.  to  his  sq. 

21.  Kt.  to  K.  B.'s  5th. 

And  must  win. 


NOTES  TO   GAME   U. 

(a)  Q.  P.  two  is  fkr  better. 

(ft)  If  White  checks  at  K.  R.'s  5th>  Black's  answer  is  K.  to  Kt.'8  sq. 

(c)  Q.  to  her  2d  is  a  better  move. 

(d)  He  must  lose  equally  if  the  K.  goes  to  his  2d.  (e.  g.) 

16.  K.  to  his  2d. 

17.  Kt.  to  Q.*8  5th  (ch.)       17.  K.  to  Q.'s  sq. 

18.  Q.  to  K.  Kt.'s  5th  (ch.)  18.  K.  to  B.'s  sq.,  or  (A.) 

19.  Q.  takes  Kt.  P.  19.  Q.  Kt.  to  R  's  3d. 

20.  Q.  takes  R.  (ch.)  20.  K.  to  Q.'s2d. 

21.  Q.  takes  R.,  and  wins. 

(A.) 

18.  K.  to  Q.'s  2d. 

19.  Q.  to  K.'s  7th  (ch.)        19.  K.  to  B.'s  3d. 

20.  Q.  takes  P.  (ch.)  and  winA. 


LESSON  III. 

THE   SALVIO   GAMBIT. 


So  called  from  having  first  appeared  in  the  Treatise  of 
Salvio,  1604,  is,  properly  speaking,  like  the  Cochrane  Gam- 
bit,  a  variation  of  the  defence  of  the  King's  Gambit,  which 

Springs  from  the  second  player  advancing  his  K.  Kt.  P.  to 
t.'s  5th,  at  the  4th  move,  in  place  of  posting  the  K.'a  Bishop 

14* 
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Bl  E.  Kt/s  2d.  This  method  of  defending  the  Gambit  I  hare 
always  regarded  as  somewhat  hazardous,  because  it  permits 
the  first  player  to  adopt  the  Muzio  attack  ;  but  the  situations 
arising  from  it  are  of  singular  interest  and  instruction. 

The  principal  works  which  have  treated  of  this  opening 
are  Salvio ;  Cozio  (1st  vol.  p.  35) ;  Ponziani  (1782),  p.  126  ; 
Cochrane  (1822),  pp.  171—175 ;  Silberschmidt  (1845),  pp. 
7»— 98  ;  Lewis  (1844),  pp.  338—343  ;  Kassim  (1829)  ; 
Jaenisch,  vol.  ii.  p.  238;  Walker  (1846),  p.  205;  and  the 
German  "  Handbuch.^' 

GAME  THE  FIRST. 
White.  Black, 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  .    2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'s  5th. 

5.  Kt.  to  K.'s  5th.  5.  Q.  to  K.  R.'s  5th  (cb.) 

If,  at  your  5th  move,  instead  of  so  playing,  you  leave  the  Kt. 
to  be  taken,  the  opening  becomes  the  celebrated  Muzio 
Gambit,  which,  with  5.  B.  takes  K.  B.  P.  (ch.),  will  form 
the  subject  of  a  separate  Lesson.  It  would  be  bad  play  for 
Black  to  move  Kt.  to  R.'s  3d,  before  checking  with  his  Q., 
because  you  could  at  once  castiR,  and  regain  the  given  Pawn. 

6.  K.  to  B.'s  sq.  6.  K.  Kt.  to  B.'s  3d. 

It  is  this  move  of  Black  that  constitutes  the  Salvio  defence, 
of  which,  however,  Salvio  was  not  the  originator,  he  having 
taken  the  variation  from  some  Portuguese  work,  now  un- 
known. It  is  not  considered  so  advantageous  a  mode  of 
defending  the  game  as  playing  6.  Kt.  to  K.  R.'s  3d,  a  move  like- 
wise indicated  by  Salvio,  and  the  consequences  of  which 
shall  be  examined  in  the  next  game. 

7.  Q.  to  K.'s  sq.  (beat).  7.  Q.  takes  Q.  (ch.;  best). 

If  you  venture  to  take  the  K,  B.  P.  at  your  7th  move  with 
the  Kt.,  Black  replies  with  7.  Q.  P.  two,  and  gains  two 
Pieces  for  his  Rook.  If  you  take  it  with  the  Bishop,  the 
following  variation  proves  that  the  game  will  be  also  in  hit 
fiivour: — 

'7.  B.  takes  K.  B.  P.  (ch.)    7.'  K.  to  hlsSd  (beit). 
::        8;  B.  to  Q.  Kt.'B  3d.  8.  Q.  P.  one. 


9.  Kt.  toii:B  34.  9.  Kt.  to  K.  R/s  4t}k 

10.  Q.  to  K/s  sq  10.  P.  to  K.  Kt.'B  6th. 

11.  K.  to  Kt.'8  sq.  11.  K.  B.  to  K.  Kc.'s  Sd. 
IS.  Q.  B.  P.  one.  12.  Q.  to  K.  Kjt.'8  4tlt. 

Black  has  tlie  better  gtone. 

8.  K.  takes  Q.  8.  Et.  takes  E.  P. 

He  may  also  play  8.  Q.  P.  one,  as  fellows : — 

8.  Q.  P.  one. 
9.  Kt.  takes  B.  P.  9.  P.  to  Q/a  4th. 

10.  B.  takes  Q.  P.  10.  Kt.  takes  B. 

11.  Kt.  takes  K.  £.  11.  Kt.  to  K.  B/s  3d. 

12.  Q.  P.  one.  12.  B.  to  K.  Kt.'s  2d. 

13.  Q.  B.  P.  one.  13.  B.  takes  Kt. 

14.  B.  takes  P.  14.  Q.  B.  P.  one. 

15.  Q.  Kt.  to  Q/s  2d. 

The  game  is  about  equal. 

9l  B.  takes  E.  B.  P.  (eh.)        9.  E.  to  his  2d  (best). 

10.  B.  to  E.  R.'s  5th.  10.  P.  to  E.  Et.'s  Oth. 

Philidor  makes  you  play  10.  B.  to  Q.  Et.'s  3d,  but  the  more 
in  the  text,  which  is  Ponziani's,  is  acknowledged  to  be  better. 

11.  E,  R.  P.  one.  11.  Q.  P.  one. 

12.  E.-  Et.  to  Q.'s  3d.  12.  E,  B.  to  R.'s  3d. 

13.  Q.  Et.  to  B.'s  3d  13.  Et.  takes  Et. 

If  he  retire  his  Et.,  you  play  B.  to  E.  B.'s  3d,  and  if  he  then 
move  Q.  B.  P>  one,  liy  moving  Q.  Et.lDE[.'s  2d,  you  recover 
the  P.  with  a' better  position. 

14.  Q.  P.  takes  Et.  14.  R.  to  E.  B.'s  sq. 

15.  R.  to  E.  B.'s  sq.  15.  Q.  B.  to  E.  B.'s  4th. 

16.  Et.  takes  P.  16.  B.  takes  Et. 

17.  B.  takes  B.  17.  E.  R.  to  E.  Et.'s  sq. 

18.  B.  takes  Q.  P.  (ch.)  18.  P.  takes  B. 

19.  R.  takes  B.  19.  E.  R.  to  Et.'s  2d. 

You  have  a  Pawn  more  and  an  advantage  in  position. 

GA:]*fi\THE  SECOND. 
WhUe.  Blaek. 

I.E.  P.  two:  1.  E.  Prtwo. 

2.  E.  B.,P.  two.  2.  -ft',  takes  P. 

3.  E.  KUX^B.'8  3d.  3.  E.  Et.  P.  two. 

4.  B.  to  Q.^B.'8  4th.  4.  P.  to  E.  Et.'s  5th. 
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5.  Kt.  to  K.'s  5th.  5.  Q.  to  K.  R.'s  5th  (eh.) 

6.  K.  to  B.'s  sq.  6.  K.  Kt.  to  R.'s  3d. 

Black's  present  move  is  decidedly  superior  to  that  of  Kt.  to 
K.  B.'s  3d.  If  in  lieu  of  playing  so>  or  6.  Kt.  to  K.  B.'s  3d, 
he  move  6.  P.  to  K.  B.'s  6th,  we  have  the  Cochrane  GramlMt, 
which  see. 

7.  Q.  P.  two.  7.  P.  to  K.  B.'s  6th. 

This  is  Black's  best  move  ;  if  he  play  instead  7.  Q.  P.  one, 
you  have  the  advantage,  for  example— 

7.  Q.  P.  one. 

8.  Kt.  to  Q.'s3d.  8.  P.  to  K.  B/s  6th. 

9.  K.  Kt.  P.  one.  9.  Q.  to  K.'s  2d  (best). 

10.  Q.  Kt.  to  B.'s  3d.  10.  Q.  B.  P.  one. 

11.  K.  R.  P.  one.  11.  K.  B.  P.  two. 

12.  Q.  B.  takes  Kt.  12.  B.  takes  B. 

13.  P.  takes  K.  B.  P  13.  Q.  B.  takes  P. 

14.  P.  takes  K.  Kt.  P.'  14.  Q.  B.  takes  Kt  (dk) 

15.  Q.tt4(eB^.  . 

•  Yon  rnnst  yfin, 

8.  P.  takes  P.  8.  Q.  P.  one. 

Instead  of  taking  the  Pawn  here,  you  may  move  8.  Q.  B.  to 
K.  B.'s  4th,  or  8.  B.  takes  K.  Kt.  For  the  resuh  of  these 
moves,  see  Variation,  and  you  can  pl^y  likewise  8.  K.  Kt. 
P.  one,  or  8.  Q.  to  K.'s  sq.,  as  shown  in  the  following  ex- 
amples.    In  the  first  place — 

8.  K.  Kt.  P.  one.  8.  Q^  to  K.  R.'s  6th  (ch.) 

9.  K.  to  B.'s  2d.     4  9.  Q.  to  K.  Kt.'s  7di  (ch.) 

10.  K.  to  his  3d.    ^  10.  K.  B.  P.  two. 

(Tliis  more  of  Black's  we  find,  in  Silberschmiclt ;  Salvio,  Cozio»  and  Fon- 
ziani,  play  10.  K.  B.  P.  one,  which  is  mach  inferior.) 

11.  K.  to,Q.'s  3d.  ^  11.  P.  takes  P.  (ch.) 

(If  yon  play  11.  P.  takes  K.  B.  P.,  he  first  dislodges  yonr  Kt.  with  tho 
Q.  P.,  and  then  takes  P^  with  Kt.,  checking ;  and  if  you  more  11. 
Q.  Kt.  to  B.'s  3d,  he  answers  with  11:  Q.  B.  P.  one,  and  afterwards 
12.  Q.  P.  one.) 

12.  K.  takes  P.  12.  Q.  P.  two  (ch.) 

13.  B.  takes  Q.  P.  13.  P.  to  K.  B.'s  7di  (dis.  ch.) 

He  has  the  better  game. 

In  the  second  place — 

8.  Q.  to  K.'s  sq.  8.  Q.  takes  Q.  (ch.) 

.  9.  K.  takes  Q.  9.  P.  takes  K.  Kt.  P. 

10.  R.  to  K.  Kt.'B  sq.  lO.  Q.  P.  one. 
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Hii  gmu  is  topcrior  to  ronm. 
9.  Kt.  to  Q.'s  3d.  0.  K.  Kt.  P.  takes  P. 

If  in  lieu  of  retreating  the  Et.,  you  take  his  Kt.  with  Q.  B., 
he  takes  your  Kt.  with  Q.  P. 

10.  K.  Et.  to  K.  B.'a  2d.  10.  Q.  B.  to  E.   R.'s  6th 

(ch.) 

11.  Kt.  takes  B.  11.  Q.  takes  Kt.  (ch.) 
IS.  E.  to  B.'s  3d.                      12.  Q.  to  Kt.'a  Ttb  (ch.) 

13.  K.  to  his  3d.  13.  Kt.  to  his  5th  (ch.) 

14.  E.  to  B.'s  4th.  14.  B.  la  R.'s  ad  (oh.) 

And  he  mates  you  in  two  moves. 

Variation,  b^fimngfrom  WhUe't  8tk  motw. 

BLACC. 
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8.  Q.  B.  to  K.  B.'s  4th.  8.  P.  takesr  P.  (di.) 

It  was  before  observed  that  you  could  also  play  8.  Q.  B. 
takes  K.  Kt. ;  let  us  suppose  this  moye— 

8.  B.  takes  K.  Ku  8.  P.  takes  P.  (<A.) 

9.  K.  takes  P.  9.  B.  takes  B. 

10.  Kt.  takes  K.  B.  P.        10.  R.  to  K.  B.'s  sq. 

Black  will  wia. 

^  ytm  take  the  B.  P.  with  B.,  checking,  instead  of  with  the  Kl,  ha 
moves  K.  to  his  2d,  and  soon  gets  the  better  game.) 

9.  K.  takes  P.  9.  P.  to  Q.'s  3d. 

10.  B.  takes  K.  Kt.  10.  B.  takes  B. 

11.  Kt.  to  Q.'s  3d.  11.  Q.  to  R.'s  6th  (ch.) 

12.  K.  to  B.'s  2d.  12.  Q.  to  K.'s  6th  (ch.) 

13.  K.  to  B.'s  sq.  13.  P.  to  Et.'s  6th. 

He  has  a  fine  attack. 


LESSON  IV. 

THE   COCHRANE   GAMBIT. 

This  is  a  modification  of  the  defence  introduced  hy  Salvio, 
which  we  have  just  examined,  and  consists  in  the  second 
player's  advancing  the  P.  to  K.  B.'s  6th,  before  playing  out 
the  K.  Kt.  either  to  B.'d  3d,  or  to  R.'s  3d.  The  most  im- 
portant  authorities  upon  these  Gambits  are  Cochrane  (1822), 
pp.  268 — 276  ;  Lewis,  in  whose  valuable  treatise  are  incor- 
porated the  chief  variations  of  Ghulam  Kassim  (1844),  pp. 
808—343  ;  Calvi,  in  "  Le  Palamede"  (1844)  ;  Jaenisch,  voL 
ii.,  pp.  233 — 239 ;  and  the  German  *^  Handbuch."  See  also 
an  interesting  article  on  the  Cochrane  Gambit,  by  V.  H.  der 
Laza,  in  the  "  Chess-Player's  Chronicle,"  vol.  v.,  pp.  317 — 
339. 

GAME  THE  FIRST. 
White,  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K,  Kt.  P.  two. 
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4.  B.  to  Q.  B.'8  4th.  4.  P.  to  K.  Kt/s  5di. 

5.  Kt.  to  K.'s  5th.  6.  Q.  to  K.  R.'s  6th  (ch.) 

6.  K.  to  B.'s  sq.  6.  P.  to  K.  B.'s  6th. 

In  the  previous  Gambit  you  will  remember  Salvio  advances 
this  P.  one  move  later,  that  is,  after  his  K.  Kt.  is  moved  to 
B.'s  3d,  or  R.'s  3d  sq. 

7.  Q.  P.  two.  7.  P.  takes  K.  Kt.  P.  (ch.i 

best.) 

Instead  of  7.  Q.  P.  two,  you  have  the  choice  of  several  moves. 
You  may  play  B.  takes  K.  B.  P.  (ch.) ;  K.  Kt.  P.  one ;  and 
Kt.  P.  takes  P. ;  each  of  which  will  form  the  subject  of  a 
separate  game.     (See  Games  Second,  Third,  and  Fourth.) 

If  instead  of  any  one  of  these  you  play  7.  Q.  to  K.'s  sq., 
he  takes  P.  with  P.  (ch.),  and  then  moves  Q.  to  K.  R.'s  6th, 
with  a  better  game  than  you  have.  There  is  another  move 
too  at  your  command,  viz.,  7.  Kt.  takes  K.  B.  P.  the  conse- 
quences of  which  it  may  be  well  to  show  at  once.  Suppose^ 
tiien, — 

7.  Kt.  takes  K.  B.  P.  7.  K.  Kt.  to  B.'s  3d. 

8.  Kt.  takes  R.  8.  Kt.  takes  K.  P. 

9.  Q.  to  K.'8  sq.  9.  P.  takes  Kt.  P.  (ch.) 

10.  K.  takes  P.  10.  Q.  to  R.'s  6th  (ch.) 

11.  K.  to  Kt.'8  sq.  11.  B.  to  Q.  B.'s  4th  (ch.) 

And  he  must  win. 

When  at  your  7th  move  you  advance  the  Q.  P.,  Black, 
instead  of  taking  the  Kt.  P.  (ch.),  may  play  7.  K.  Kt.  to  B.'s 
8d,  to  which  you  can  reply  8.  Q.  Kt.  to  B.'s  3d,  and  if  he 
attempt  to  dislodge  your  Kt.  by  8.  Q.  P.  one,  you  may  play 
9.  Kt.  takes  takes  K.  B.  P.,  without  danger.  For  the  conse- 
quences of  his  playing  at  his  7th  move  K.  Kt.  to  R.'s  3d,  his 
best  move  in  the  opinion  of  Jaenisch,  see  Game  the  Second 
of  the  Salvio  Gambit,  in  which  the  same  position  is  more 
safely  brought  about  by — 


1.  K.  P.  two. 

1.  K.  P.  two. 

2.  K.  B.  P.  two 

2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d. 

3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th. 

4.  P.  to  K.  Kt.'s  5th 

5.  Kt.  to  K's  5th. 

5.  Q.  checks. 

6.  K.  to  B.'s  sq. 

6.  K.  Kt.  to  R.'s  3d. 

7.  Q.  P.  two. 

7.  P.  to  K.  B.*s  6th. 

8. 

K.  takes  P. 

8.  Q.  to  R.'s  6th  (ch.) 

9. 

K.  to  Kt.'s  sq. 

9.  K.  Kt.  to  R.'s  dd. 
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9.  K.  Kt.  to  B.'s  Sd  would  be  less  advantageous  lor  him: 

fcr  example— 

9.  K.  Kt.  to  B/s  3d. 
10.  Kt.  takes  K.  B.  P.        10.  Q.  P.  two. 

(If  he  play  instead,  10.  R.  to  Kt.'s  sq.,  70a  move  Kt.  to  his  5th  ;  if  10. 
Kt.  takes  K.  P.,  you  answer  with  Q.  tc  K.'s  2d  ;  and  finally,  if  he  play 
10.  P.  to  K.  Kt 's  6th,  you  can  reply  with  Kt.  to  his  5th,  or  K.  B.  to  his 
8q.»  haying  the  better  game.) 

11.  K.  B.  to  his  sq.  11.  Q.  to  K.  R.'s  5th. 

12.  Kt.  takes  R.  12.  Kt.  takes  K.  P. 

13.  Q.  to  K.'8  2d.  13.  K.  B.  to  Kt.'s  2d. 

(If  13.  P.  to  Kt.'s  6th,  you  take  the  P.,  and  when  he  retakes,  checkiDg, 

you  interpose  the  K.  B.) 

14.  Q.  B.  P.  one.  14.  P.  to  K.  Kt.'s  6th. 

15.  P.  takes  P.  15.  Q.  takes  P.  (ch.) 

16.  Q.  to  K.  Kt 's  2d. 

You  should  win. 

10.  Q.  to  her  Sd.  10.  Q.  takes  Q. 

In  this  gambit  if  you  take  the  Kt.  with  your  Q.  B.,  he  attains 
an  irresistible  position.  Should  you  at  your  10th  move  play 
Q.  Kt.  to  B.'s  3d,  he  does  the  same,  and  will  maintain  the  P. 
You  may,  however,  move  10.  K.  B.  to  his  sq.,  in  which  case 
this  variation  is  probable : — 

10.  B  to  his  sq.  10.  Q.  to  R/s  5th. 

11.  B.  takes  Kt.  11.  B.  takes  B. 

12.  Q  takes  P.  12.  B.  to  K.'s  6th  (ch.) 

13.  K  to  Kt.'s  2d.  13.  Q.  takes  Q.  (ch.) 

14.  Kt.  takes  Q.  14.  B.  takes  Q.  P. 

He  has  an  easy  game. 

11.  P.  takes  Q.  11.  Q.  P.  one. 

12.  B.  takes  Kt.  12.  B.  takes  B^ 

13.  Kt.  takes  K.  B.  P  13.  B.  to  K.'s  6th  (ch.) 

14.  K.  to  Kt.'s  2d.  14.  R.  to  B.'s  sq. 

15.  R.  to  B.'s  sq.  15.  B.  takes  Q.  P. 

He  ought  to  win. 

The  merit  of  working  out  these  latter  variations  is  due  to 
Messrs.  Henderson,  Williams,  and  Withers,  three  skilfbl 
amateurs  of  the  Bristol  Chess  Club,  who  devoted  much 
time  and  attention  to  the  analysis  of  this  brilliant  gambit* 
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GAME  THE  SECOND. 

SULCI. 


The  diEu^m  represents  the  position  of  the  men  up  to  the 
6tb  move  of  the  preceding  game.  In  this  and  the  next  two 
games.  White  deviates  from  the  former,  by  not  playing  Q.  P. 
two  on  his  7th  move. 

WMU.  Black. 

.  K.  to  his  2d. 

.  Q.  P.  one. 

If  at  your  8th  move  you  play  Q.  to  K.'s  sq.,  he  takes  P.  with 
P.  (ch.),  and  then  moves  Q.  to  K.  R.'s  6ih.  If  6.  K.  Kt.  P. 
one,  he  checlcs  with  his  Q.  at  R.'a  6th,  and  then  moves  K. 
Kt.  to  B.'s  3d,  with  a  fine  attack.  And  if  instead  of  these, 
you  play  S-  K.  B.  takes  Kt.,  the  following  variation  shows  it 
will  be  to  your  disadvantage. 

8.  K.  B.  take*  Kt.  B.  R.  uk«  B.  (bcM). 

9.  P.  take*  P.  9.  Q.  F.  one. 
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10.  Kt  takes  P.  10.  B.  takes  Kt. 

11.  P.  takes  B.  II.  R.  takes  P. 

He  has  the  better  game. 

0.  B.  takes  Kt.  9.  P.  takes  Kt. 

10.  B.  to  Q.  B.'s  4th.  10.  P.  takes  P. 

11.  Q.  takes  P.  11.  B.  to  K.  R.'s  eth  (ck.) 

12.  K.  to  Kt.'s  sq.  12.  Q.  to  K.'s  8th  (ch.) 

13.  B.  to  B.'s  sq.  13.  R.  checks. 

And  wins. 


GAME  THE  THIRD. 
(Place  the  men  agam  as  on  the  diagram.) 

WhiU.  Black. 

7.  K.  Kt.  P.  one  7.  Q.  to  R's  6th  (ch.) 

8.  K.  to  B.'s  2d  (hest).  8.  K.  Kt.  B.'s  3d. 

9.  Q.  P.  one.  9.  Q.  P.  one. 

You  might  here  play  9.  K.  to  his  dd,  or  9.  Q.  Kt.  to  B.'s  Sd, 
foT  the  result  of  which  see  Variations  I.  and  II.  If  instead 
of  these  you  preferred  9.  B.  takes  B.  P.  (ch.),  a  few  moves 
will  show  the  game  would  he  unfavorable  for  you.  (e.  g,y 

9.  B.  takes  B.  P.  (ch.)  9.  K.  to  his  2d. 

10.  B.  to  Q.  Kt.'8  3d.  10.  Q.  to  Kt.'s  7th  (ch.) 

11.  K.  to  his  3d.  11.  B.  to  K.  R.'s  3d  (ch.) 

12.  K.  to  Q.'s  3d.  12.  R.  to  K.  B.'s  sq. 

Black  has  the  advantage. 

10.  Kt.  takes  K.  B.  P.  10.  P.  to  Q.'s  4th. 

11.  Kt.  takes  R.  11.  Q.  to  Kt.'s  7th  (ch.) 

If  in  place  of  taking  the  R.  you  take  Q.  P.  with  B.,  he  first 
checks  with  his  Q.  and  then  takes  B.  with  Kt. ;  or  if  you 
take  the  Q.  P.  with  K.  P.,  he  can  also  first  check  with  the 
Q.,  and  then  take  your  Kt.  with  K.,  regardless  of  the  check 
by  discovery  when  you  play  P.  to  Q.'s  6th. 

12.  K.  to  his  3d.  12.  Q.  Kt.  to  B.'s  8d. 

13.  Kt.  to  B.'s  7lh.  13.  K.  takes  Kt. 

14.  B.  takes  Q.  P.  (ch.)  14.  Kt.  takes  B. 

15.  P.  takes  Kt.  15.  B.  to  K.  R.'s  3d  (ch.) 

And  then  P.  to  K.  B.*s  7th,  winning. 
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Variation  /.,  hegmning  at  Whiie'i  M  mone. 

White.  Black. 

9.  E.  to  his  3d.  9.  B.  to  K.  R.'s  dd  (ch.) 

10.  K.  to  Q.'s  3d.  10.  Q.  P.  one. 

If  you  move  10.  K.  to  Q.'s  4th,  you  have  a  still  woree  game. 

11.  Kt.  takes  K.  B.  P.  11.  P.  to  Q.'s  4th. 

12.  B.  takes  Q.  P.  12.  Kt.  takes  B. 

13.  Kt.  takes  B.  13.  Kt.  to  Q.  Kt.'s  5th  (ch.) 

If  you  take  the  R.  instead  of  the  B.,  he  plays  his  Q.  to  K. 
R.'s  4th. 

14.  K.  to  B.'s  4th.  14.  Q.  takes  Kt. 

15.  K.  takes  Kt.  15.  Q.  Kt.  to  R.'s  3d  (ch.) 

16.  K.  to  B.'s  3d.  16.  Q.  to  her  B.'s  3d  (ch.) 

17.  K.  to  Q.'s  3d.  17.  Kt.  to  his  5th  (ch.) 

18.  K.  to  K.'s  3d.  18.  Kt.  takes  Q. B.  P.  (ch.) 

Black  must  win. 

Vacdation  IL,  heginning  at  White's  9th  move* 
White.  Black. 

9.  Q.  Kt.  to  B.'s  3d.  9.  Q.  to  Kt.'s  7th  (ch.) 

10.  K.  to  his  3d.  10.  B.  to  K.  R.'s  3d  (ch.) 

11.  K.  to  Q.'s  3d.  11.  Q.  Kt.  to  B.'s  3d. 

If  you  play  11.  K.  to  Q.'s  4th,  the  consequences  are  equally 
disastrous. 

12.  Kt.  takes  K.  B.  P.  12.  Q.  Kt.  to  his  5th  (ch.) 

Instead  of  taking  the  B.  P.  with  your  Kt.,  you  may  play  12. 
B.  takes  P.  (ch.),  or  12.  Kt.  takes  Q.  Kt.,  hut  with  even  less 
advantage  than  by  the  move  in  the  text. 

13.  K.  to  Q.'s  4th.  13.  Q.  to  B.'s  7th  (ch.) 

14.  K.  to  his  5th.  14.  Q.  P.  one  (ch.) 

15.  K.  takes  Kt.  15.  Q.  to  her  5th  (ch.) 

And  Black  wins. 

GAME  THE  FOURTH. 
(Arrange  the  men  again  according  to  the  diagram.) 
White.  Black. 

7.  K.  Kt.  P.  takes  P.  7.  K.  Kt.  to  B.'s  3d. 

8.  Q.  P.  two.  8.  Q.  P.  one. 


S82  CHESS  FOR  WnXTEB.   SVEinNGS. 

Instead  of  8.  Q.  P.  two»  you  have  a  variety  of  moves  at 
oommand.  For  the  most  important  of  these,  viz.,  8.  B.  takes 
K.  B.  P.  (eh.),  8.  Kt.  takes  K.  Kt.  P.,  8.  Q.  to  K.'s  2(L 
8.  Q.  to  K.'s  sq.  and  K.  R.  P.  one,  see  Variations  I.,  II.,  III., 
and  IV. 

9.  Kt.  takes  K.  Kt.  P.  9.  Q.  to  R.'s  6th  (ch.) 

10.  K.  to  his  sq.  10.  Kt.  takes  Kt. 

If  you  play  10.  K.  to  B.'s  2d,  your  defence  will  be  less  pxD« 
longed,  (e.  g.) 

10.  K.  to  B/8  2d.  10.  B.  takes  Kt. 

11.  P.  takes  B.  11.  Kt.  takes  Kt.  P.  (ch.) 
IS.  K.  to  his  sq.                   13.  Q.  to  Kt.'s  7th. 

13.  R.  to  K.  B.'s  sq.  13.  B.  to  K's  2d. 

14.  B.  to  K.'s  2d.  14.  B.  to  K.  R.'s  5th  (<^.) 

15.  K.  to  Q.'s  2d.  15.  Kt.  to  B.'s  7th. 

BladL  should  win. 

11.  P.  takes  Kt.  11.  B.  to  K.'s  2d. 

12.  R.  to  B.'s  sq.  12.  B.  checks. 

13.  K.  to  Q.'s  2d.  13.  Q.  B.  takes  P. 

14.  B.  to  K.'s  2d.  14.  K.  B.  to  Kt.'s4th  (ch.) 

15.  K.  to  his  sq.  15.  Q.  to  R.'s  5th  (ch.) 

16.  R.  to  K.  B.'s  2d.  16.  K.  B.  takes  Q.  B. 

17.  Q.  takes  B.  17.  Q.  B.  takes  K.  B. 

18.  K.  takes  B.  18.  Q.  takes  K.  P.  (ch.) 

19.  Q.  to  K.'s  3d.  19.  Q.  takes  Q.  (ch.) 

He  has  a  Pawn  more  and  no  inferiority  of  position. 

Variation  /.,  beginning  at  WMte^s  Sth  move. 

(See  next  diagram,) 
White.  ,        Black. 

8.  B.  takes  K.  B.  P.  (ch.)       8.  K.  to  his  2d. 

9.  B.  to  Q.  B.'s  4th.  9.  Q.  P.  one. 
10.  Kt.  to  Q.'s  3d.                   10.  P.  takes  P. 

If  you  play  10.  Kt.  to  K.  B.'s  7th,  he  replies  with  10.  P. 
takes  P.,  and  if  10.  Kt.  takes  Kt.  P.  the  following  moves  are 
probable : — 

10.  Kt.  takes  Kt.  P.  10.  Kt.  takes  Kt. 

11.  P.  takes  Kt.  11.  B.  to  K.  Kt.'s  2d. 

12.  K.  R.  P.  one.  12.  R.  to  B.'s  sq.  (ch.) 

13.  K.  to  his  2d.  13.  R.  to  B.'s  7th  (ch.) 

He  has  a  winning  position 


/ 
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11.  Kt.  to  K.  B.'s  2d.  11.  Q.  B.  K.  R's  6th  (oh.) 

12.  Kl.  takes  B.  12.  Q.  takes  Kt.  (oh.) 
IS.  K.  to  his  sq.                        13.  Kt.  takes  K.  P. 

Hia  attack  is  irresistible. 


Variatim  II.,  beginning  at  White'*  8(4  move. 

(See  diagram,  as  above.) 

Wlute.  Black. 

8.  Kt.  takes  K.  Kt.  P.  B.  Et.  takes  Et. 

If  at  move  8  you  take  K.  B.  P.  with  Et.,  he  answers  with 
8.  Q.  P.  two,  and  speedily  obtains  a  winning  game. 

9.  P.  takes  Kt.  ».  Q.  to  R.'a  6th  (ch.) 
10.  E.  to  his  sq.                        10.  Q.  P.  two. 

Should  you  play  10.  E.  to  his  B.'s  2d,  Black  replies  with 
10.  Q.  Et.  to  B.'s  8d;  if  then  you  move  11.  Q.  B.F.one,ho 
playa  11.  B.  to  K.'s  3d,  and  wins ;  or  if  at  the  11th  move 
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you  play  Q.  to  K.  B.'s  Sd^  he  can  exchange  Queens,  and  tk^i 
win  by  checking  with  his  Kt.  at  K.'s  4th. 

11.  B.  to  K.'s  2d.  11.  Q.  to  R.'s  5th  (eh.) 

12.  K.  to  B.'s  sq.  12.  K.  R.  P.  two. 

He  has  an  excellent  game. 

Variation  IIL,  heginmng  at  WhUe^s  Sik  move. 

(See  the  diagram^  as  before.) 
WhUe.  Black. 

8.  Q.  to  K.'s  2d.  8.  Q.  P.  one. 
Tou  can  also  move  8.  Q.  to  K.'s  sq. ;  for  example, 

8.  Q.  to  K.'8  sq.  8.  Q.  to  R.'s  6th  (ch.) 

9.  K.  to  his  2d.  9.  Q.  P.  one. 

10.  Kt.  takes  K.  Kt.  P.  10.  Kt.  takes  Kt. 

11.  P.  takes  Kt.  11.  B.  takes  P.  (ch.) 

12.  K.  to  B.'s  2d.  12.  K.  B.  to  K.'s  2d. 

13.  Q.  to  K/s  3d.  13.  K.  B.  checks. 

14.  K.  to  Kt.'s  sq.  14.  Q.  B.  to  K.  B.'s  6th. 

Yon  cannot  save  the  game. 

9.  Kt.  takes  K.  B.  P.  9.  P.  takes  P. 

You  may  here  play  9.  Kt.  takes  K.  Kt.  P.,  and  proceed  thus . 

9.  Kt.  takes  K.  Kt.  P.  9.  Kt.  takes  Kt. 

10.  P.  takes  Kt.  10.  Q.  B.  takes  P. 

11.  Q.  to  B.'s  2d  (best).  11.  Q.  B.  to  R.'s  6th  (ch.) 

12.  K.  to  his  2d.  12.  Q.  takes  K.  P.  (ch.) 

13.  Q.  to  K.'s  3d.  13.  Q.  takes  Q.  (ch.) 

14.  P.  takes  Q.  14.  Q.  Kt.  to  B.'s  3d. 

V       He  has  the  better  game. 

10.  Q.  to  K.  B.'s  2d.  10.  Q.  B.  to  R.'s  6th  (ch.) 

12.  K.  to  his  sq.  .12.  Q.  takes  K.  P.  (ch.) 

13.  K.  to  Q.'s  sq.  13.  Q.  takes  B. 

He  must  win. 

VanaHon  IV.,  beginning  ai  White'' s  8iA  move. 

(Once  more  marshal  the.  men  according  to  the  diagram.) 
'  WhUe.  Black. 

8.  K  R.  P.  one.  8.  P.  takes  K.  R.  P. 

9.  Q.  to  K.'s  sq,  9.  Q.  to  K.  Kt.'s  4th. 

Instead  of  9.  Q.  to  K.'s  sq.,  you  can  play  9.  Q.  P.  two,  or 
0.  Kt«  takes  K.  B.  P.    For  example,  in  the  first  place, — 
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9.  Q.  p.  two.  9.  Q.  P.  one. 

10.  Kt.  to  Q/8  3d.  10.  Kt.  to  K.  R.'a  4th. 

11.  Q.  to  K.'8  aq.  11.  Kt.  to  Kt.'s  6th  (ck) 
13.  K.  to  Kt.'8  sq.  12.  R.  to  K.  Kt.'8  8q. 
13.  K.  to  R.'s  2d.  13.  Kt.  to  K.'8  7th. 

Whuiiiig  eaaly. 

In  the  second  place, 

9.  Kt.  takes  K.  B.  P.  9.  Q.  P.  two. 

10.  B.  takes  Q.  P.  10.  Kt.  takes  B. 

11.  Kt.  takes  H.  11.  Q.  to  Kt.'s  6th. 

12.  R.  to  K.  Kt.'8eq.  12.  P.  to  K.  R/s  7th. 

13.  R.  takes  Q.  13.  P.  to  R.'s  8th  (becoming  a  Q.) 

14.  R.  to  Kt.'s  sq.  14.  B.  to  R.'a  6th  (ch.) 

Your  game  is  gone. 

10.  Kt.  to  his  4th.  10.  Kt.  takes  Kt. 

11.  P.  takes  Kt.  11.  Q.  takes  P. 

12.  Q.  to  K.'s  2d.  12.  K.  R.  P.  two. 
18.  Q.  Kt.  to  B.'s  3d.  13.  R.  to  K.  Kt.'s  sq. 

14.  K.  to  his  isq.  14.  B.  to  K.'s  2d. 

You  might  also  exchange  Queens,  but  that  would  unite  his 
Pawns,  and  improve  his  game. 

15.  Kt.  to  Q.'s  5th.  15.  Q.  to  R.'s  5th  (ch.) 

16.  K.  to  Q.'s  sq.  16.  Q.  B.  P.  one.     ' 

17.  Kt.  to  Q.  B.'s  7th  (ch.)  17.  K.  to  Q.'s  sq. 

18.  Kt.  takes  Q.  R.  18.  Q.  P.  two. 
"9.  Q.  to  K.'s  sq.  19.  P.  takes  B. 

And  wins. 

An  attentive  consideration  of  the  foregoing  examples  will 
lead  you  to  the  conclusion,  I  think,  that  the  Salvio  defence, 

-      K.  p.  two       n      K.  B.  p.  two      o      K.  Kt.  to  B.  8d         a      B.  to  Q.  B.  4th 

*•  K.  P.  two'  ^'  P.  takMP.  »  "•  K.  KtP.  two'  **  P.  to  K.  Kt'a  Sth» 
K      Kt.  to  K.  5th  ft     K.  to  B.  aq.  ty     ft.  P.  two  .i     .        ^ 

^*     Q.toR.5th(ch.)»  "•    Kt  to  K.  R.  3d'    '*    P.  .to  K.  B.  6th'    "^    ^"*^     °^ 

Cochrane,,  which  varies  from  it  in  the  transposition  of  Black's 

6th  and  7th  moves,  6.  f:^'^\\js.>  ''■  KT^-KTSd. «»  «*& 
and  trustworthy  method  of  opposing  the  King's  Gambit,  and 
that  the  danger  to  be  apprehended  by  the  first  player,  in 
advancing  his  Pawn  to  K.  Kt.'s  5th,  on  the  4th  move,  is  not 
that  his  opponent  should  play  the  Kt.  to  K.'s  5th,  and  admit 
of  the  Salvio  or  Cochrane  defence,  but  that  he  should  leave 
his  Kt.  to  be  taken,  and  adopt  the  powerful  and  almost 
indefensible  attack  of  the  Muzio  Gambit. 
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GAMES  IN  ACTUAL  PLAY. 

ILLUSTBATOrO  THE  SALTIO  AUD  COCHRAHE  GAHBIXS. 

GAME  L 
Between  Meeere.  V,  H.  der  Laza  and  Hanetem  of  Berlin, 

WkiU  (Mr.  H.)  Black  (V.  H.  d.  L.) 

1.  K.  P.  two.  1.  K-  P.  two. 

3.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'B  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'B  4th.  4.  P.  to  K.  Kt-'s  5th. 

5.  Kt.  to  K.'8  5th.  5.  Q.  to  R.'s  5th  (ch.) 

6.  K.  to  B.'88q.  6.  K.  Kt.  to  R.'s  3d. 

7.  Q.  P.  two.  7.  P.  to  K.  B.'s  6th. 

8.  K.  Kt.  P.  one.  8.  Q.  to  R.'s  6th  (ch.) 

9.  K.  to  B.'s  2d.  9.  Q.  to  K.  Kt/s  7th  (eh.) 

10.  K.  to  his  3d.  10.  K.  B.  P.  one.  (a) 

11.  Kt.  to  Q.'s  3d.  11.  K.  Kt.  to  B.'s  2d. 

12.  Kt.  to  K.  B.'s  4th.  12.  K.  B.  to  K.  R.'s3d. 

13.  K.  to  Q.'8  3d.  13.  B.  takes  Kt. 

14.  Q.  B.  takes  B.  14.  Q.  B.  P.  ons 

15.  Q.  Kt.  to  B.'s  3d.  15.  Castles. 

16.  Q.  B.  to  Q.'s  6th.  16.  Q.  Kt.  P.  two. 

17.  B.  takes  Kt.  (ch.)  17.  R.  takes  B. 

18.  K.  R.  P.  one.  18.  P.  to  Q.  Kt's  5th. 

19.  B.  takes  Q.  Kt.  P.  19.  Q.  B.  to  R.'s  3d  (ch.) 

20.  K.  to  his  3d.  20.  Q.  takes  K.  Kt.  P. 

21.  Q.  to  K.  Kt.'s  sq.  21.  Q.  to  her  B.'s  2d. 

22.  Q.  takes  P.  (ch.)  22.  R.  to  K.  Kt.'B  2d. 

23.  Q.  takes  doubled  P.,  iCnd  wins. 

NOTE  TO   GAME   I. 

\a)  The  proper  move  is  that  given  by  SilberBchxnidtj  of  K.  B.  P.  tirou 


GAME  n. 
Between  Mesere,  La  Bourdonnais  and  Cochrane* 

WhiU  (M.  La  B.)  Black  (Mr.  C.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'s  5th. 

5.  Kt.  to  K.'s  5th.  5.  Q.  to  K.  R.'s  5th  (ch.) 

6.  K.  to  B.'s  sq.  6.  P.  to  K.  B.'s  6th. 

7.  K.  Kt.  P.  one.  (a)  7.  Q.  to  K.  R.'s  6th  (di) 
6.  K.  to  B.'s  2d.  8.  Q.  to  Ki.'8  7th  (ch.) 
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9.  K.  to  lus  3d. 

10.  K.  to  Q/8  3d. 

11.  B.  takes  P. 

12.  Q.  B.  P,  one. 

13.  B.  takes  K.  B.  P.  (ch.) 

14.  K.  B.  to-Q.  Kt/s  3d. 

15.  K.  to  B.'s  2d. 

16.  Q.  to  K.  B.'s  sq. 

17.  Q.  takes  Q. 

18.  P.toa/8  3d. 

19.  R.  to  K.  Kt.'s  sq. 
SO.  Q.  B.  takes  B. 

21.  R.  takes  P. 

22.  Kt.  takes  Kt. 

23.  K.  to  B.'s  sq. 

24.  Q.  Kt.  to  Q/s  2d. 

25.  K.  B.  toQ/ssq. 

26.  K.  R.  to  Kt/s  sq. 

27.  Q.  Kt.  P.  one. 

28.  R.  takes  B. 

29.  Kt.  takes  Kt. 

30.  K.  takes  R. 


9.  B.  to  K.  R.'s  3a  (ek.) 

10.  Q.  P.  two. 

11.  Q.  Kt.  to  R's  3d. 

12.  Q.  B.  P.  one. 

13.  K.  to  his  2d. 

14.  Q.  Kt.  to  B.'s  4th  (ch.) 

15.  Q.  Kt.  takes  K.  P 

16.  Q.  B.  to  K.  B.'s  4th. 

17.  Kt.  to  B.*s  7th  (dis.  ch.) 

18.  P.  takes  Q. 

19.  Q.  R.  to  Q/8  sq. 

20.  K.  Kt.  takes  B. 

21.  Kt.  takes  Q.  P. 

22.  B.  takes  Kt.  (ch.) 

23.  K.  R.  to  B/s  sq. 

24.  K.  Kt.  to  B.'s  4th. 

25.  Kt.  to  K.'8  6th. 

26.  B.  to  K.  B.'s  8th. 

27.  K.  R.  to  B/s  7th. 

28.  Kt.  takes  R. 

29.  Q.  R.  takes  B.  (ch.) 

30.  R.  takes  Kt.  (ch.)  (h) 
And  wins. 


NOTES  TO  GAME  11. 

(a)  Q.  P.  two  is  now  considered  to  be  the  best  more. 
(h)  llie  tennination  is  played  with  Mr.  Cochrane's  characteristie 
brilliancy. 


WkiU. 


GAME  III. 
From  Cochrane*8  Treatise. 

Black. 


1.  K.  P.  two. 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d. 

3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th. 

4.  P.  to  Kt.'s  5th. 

5.  Kt.  to  K.'s  5th. 

5.  Q.  checks. 

6.  K.  to  B.'s  sq. 

6.  P.  to  K.  B.'s  6th. 

7.  Q.  to  K.'s  sq. 

7.  P.  takes  P.  (ch.) 

8.  K.  takes  P. 

8.  Q.  to  K.  R.'s  6th  (ch.) 

9.  K.  to  his  B.'s  2d. 

9.  K.  B.  to  Kt.'8  2d. 

10.  Q.  P.  two. 

10.  Q.  P.  one. 

11.  B.  takes  B.  P.  (ch.) 

11.  K.  to  his  2d. 

■12.  B.  takes  K.  Kt.  (a) 

12.  R.  takes  B. 

13.  K.  Kt.  to  Q.  B.'s  4th. 

13.  Q.  to  K.  B.'s  6th  (ch.) 

14.  K.  to  Kt.'s  sq. 

14.  B.  takes  Q.  P.  (ch.) 

15.  B.  to  K.'B  3d. 

15.  P.  to  K.  Kt.'s  6th. 

16.  K.  R.  P.  one.  (b) 

16.  P.  to  Kt.'s  7th. 

15 
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17.  K.  IL  to  Idi  Sd.  17.  Q.  B.  takes  K.  R.  P. 

18.  Q.  Kt.  to  Q/B  3d.  (c)  18.  Q.  to  K.  B.'s  8th  (di.) 

19.  Kt.  takes  Q.  19.  P.  takes  Kt. 

Beooming  a  Q.,  giving  check,  double  check,  and  mate. 

NOTES   TO   GAMB   III. 

(a)  If  White  check  with  his  Q.  B.,  Black  interpofKs  K.  B.  and.wuifrt 
piece. 

(&)  He  has  no  better  move. 

(e)  If  the  R.  take  the  B.,  Black  takes  R.  with  Q.,  and  ptesentlywttB 
the  adYene  Q.  Or  if,  instead  of  taking  the  B.,  White  check  with  hisQ. 
at  K.  R.'s  4th,  Black  moves  K.  to  his  squarei  and  wins  in  a  few  moves. 


GAME  IV. 
Between  MM,  KUeeritzkij  and  Michelet, 

White,  (M.  M.)  Black,  (M.  K.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'8  5th. 

5.  Kt.  to  K.'s  5th.  5.  Q.  checks. 

6.  K.  to  B.'s  sq.  6.  P.  to  K.  B.'s  6th. 

7.  Q.  P.  two.  7.  K.  Kt.  to  B.'s  3d. 

8.  Q.  Kt.  to  B.'s  3d.  8.  K.  B.  to  Kt.'s  2d. 

9.  K.  Kt.  P.  one.  9.  Q.  to  K.  R.'s  6th  (ch.) 

10.  K.  to  B.'s  2d.  10.  Q.  P.  one. 

11.  Kt.  takes  K.  B.  P.  11.  R.  to  B.'s  sq. 

12.  Kt.  to  K.  Kt.'s  5th.  12.  Q.  to  K.  Kt.'s  7th  (ch.) 

13.  K.  to  his  3d.  13.  B.  to  K.  R.'s  3d. 

14.  K.  to  Q.'8  3d.  14.  Q.  Kt.  to  B.'s  3d. 

15.  Q.  R.  P.  one.  15.  B.  takes  Kt. 

16.  Q.  B.  takes  B.  16.  Kt.  takes  K.  P. 

17.  Q.  to  K.'s  sq.  17.  B.  to  K.  B.'s  4th. 

18.  Kt.  takes  Kt.  18.  P.  to  K.  B.'s  7th. 

19.  Q.  to  K.'s  3d.  19.  K.  to  Q.'s  2d. 

20.  B.  to  Q.'8  5th.  20.  Q  R.  to  K.'s  sq. 

21.  Q.  R.  to  K.  B.'s  sq.  21.  B.  takes  Kt.  (ch.) 

22.  B.  takes  B.  22.  R.  to  K.  B.'s  6th. 

23.  Q.'^akes  R.  23.  P.  takes  Q. 

24.  B.  to  B.'s  5th  (ch.)  24.  R.  to  K.'s  3d. 

25.  P.  to  Q.'s  5th.  25.  Kt.  to  K.'s  4th  (eh.) 

26.  K.  to  Q.'8  4th.  26.  K.  R.  P.  two. 

27.  P.  takes  R.  (ch.)  27.  K.  to  his  sq.  • 

28.  Q.  B.  to  K.  B.'s  6th.  28.  P.  to  K.  R  's  5th. 

29.  B.  takes  Kt.  29.  P.  takes  B.  (ch.) 

30.  K.  takes  P.  30.  R.  P.  takes  P, 
9h  K.  to  his  B.'s  Qth,  and  wins. 


LESSON  V. 

THB  NVZIO  GAXSrr. 

In  the  two  defences  to  the  King's  Gambit  by  Salvio  and 
Cochrane  just  examined,  when  the  second  player  fi>r  his 
fourth  move  advances  his  P.  to  K.  Kt.'s  5th,  attacking  the 
Knight,  White  replies  by  moving  his  Knight  to  King's  5th, 
subjecting  himself,  as  was  shown,  to  a  counter-attack,  from 
which  escape  without  loss  is  difficult  if  not  impracticable. 
From  this  circumstance,  apparently,  originated  the  concep- 
tion of  the  ^'  Muzio  Gambit,  wherein  the  first  player  instead 
of  removing  the  attacked  Knight  boldly  abandons  hinT,  and 
by  castling  is  enabled  to  bring  an  almost  overwhelming  array 
of  forces  to  the  immediate  assault  of  the  adverse  King. 

The  earliest  knowledge  of  this  magnificent  variation,  the 
most  daring  and  brilliant,  and  at  the  same  time,  as  modem 
discoveries  have  shown,  the  most  sound  and  enduring  method 
of  attack  yet  known,  is  derived  from  Salvio  (Trattaio  deW 
Invendone  et  Arte  Mberale  del  Crioco  di  Scacchi,  Naples, 
1604),  to  whom  it  had  been  communicated  by  Signer  Muzio 
as  occurring  in  casual  practice  between  Don  Geronimo  Cascio 
and  anodler  player.  '^  Dird  un'  altro  mode  di  Gambitto,  il 
quale  msi  fii  pensato,  e  per  quanto  mi  venne  riferito  dal 
Signer  Muzio,  d'Alessandro,  gentiluomo  di  molto  garbo,  e 
del  Giuooo  molto  intendente ;  succed^  col  Signer  Don  Grero^ 
nimo  Oascio,  cosi  gran  'giuocatore,  con  un'  altro  giuocatore 
casualmente." 

The  chief  works  to  be  consulted  upon  the  Muzio  Gambit 
are  Sarratt,  1813  and  1821,  p.  346 ;  Ghulam  Kassim,  1829 ; 
Lewis,  1844,  pp.  348-410  ;  Jaenisch,  vol.  ii.,  pp.  222-230  ; 
Walker,  1846,  pp.  173-194,  and  the  German  ^*  Handbuch," 

GAME  THE  FIRST. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

8.  K.  Kt.  to  B.'s  3d.  3,  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th,  4,  P.  to  K.  Kt.*8  5th. 
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In  abandoning  the  Knight  at  this  point  you  have  the  choioe 
of  three  different  methods  of  procedure.  In  the  first  place,  to 
castle,  which  is  the  long  established  and  ordinary  mode  of 
play.  Secondly,  to  play  your  Q.  P.  two  squares,  as  given 
in  ikjoch  {Elementarhueh  der  SchacJupUlkunsty  4^.  Magde- 
burgh,  1828),  and  Ghulam  Kassim  (An  Analysis  of  the  Muxio 
GambUf  4^.  Madras,  1829).  And  lastly,  as  suggested  by 
the  late  Mr.  McDonnell,  to  play  your  Q.  Kt.  to  B.'s  3d  sq. 
Let  us  proceed  to  consider  these  moves  in  the  order  above 
given,  commencing  in  the  present  Lesson  with  5.  Castles, 
and  reserving  5.  P.  to  Q.'s  4th,  and  5.  Q.  Kt.  to  B.'s  3d  for 
sabsequent  examination. 

5.  Castles.  5.  P.  takes  Kt. 

6.  Q.  takes  P.  (best).  6.  Q.  to  K.  B.'s  3d  (best). 

If  instead  of  taking  the  P.  you  play  6.  Q.  P,  two.  Black 
speedily  gains  an  advantage,  (e.  g.) 

6.  Q.  P.  two.  6.  Q.  P.  two. 

7.  B.  takes  Q.  P.  7.  Q.  B.  to  K.  Kt/s  5th. 

8.  R.  to  B.'s  2d.  8.  Q.  B.  P.  one. 

9.  B.  to  Q.  Kt.'s  3d.  9.  K.  B.  to  Kt.'s  3d. 

10.  Q.  B.  P.  one.  10.  K.  B.  to  K.  R.'s  3d. 

11.  Q.  Kt.  to  Q.'8  2d.  11.  K.  Kt.  to  K.'s  2d. 

Until  the  appearance  of  Mr.  Sarratt's  work.  Black's  best 
defence,  after  you  have  taken  the  P.  at  move  6,  was  con- 
sidered to  be  6.  Q.  to  K.'s  2d,  but  that  and  6.  Q.  P.  one,  and 
6.  B.  to  K.  R.'s  3d,  have  given  place  to  the  move  in  the 
text  of  6.  Q.  to  K.  B.'s  3d,  although  the  distinguished  authors 
of  the  Grerman  "  Handbuch"  are  of  opinion  that  Black  may 
adopt  any  one  of  the  three  former  without  disadvantage. 
The  variations  arising  from  them  will  be  shown  hereaf^r. 
(See  Game  the  Fourth.) 

T.  P.  to  K.'s  5th.  7.  Q.  takes  K.  P. 

If  you  play  7.  Q.  B.  P.  one,  he  replies  with  7.  Q.  Kt.  to 
B.'s  3d,  and  upon  your  advancing  8.  Q.  P.  two,  he  takes  it 
with  his  Kt.  and  has  the  better  game.  If  you  play  7.  Q.  P. 
one,  he  will  answer  with  7.  B.  to  K.  R.'s  3d,  and  maintain 
his  advantage.  Black's  best  move  apparently  is  to  take  the 
Pawn;  if  he  check  with  the  Queen  at  Q.  Kt.'s  3d,  he  takes 
her  from  the  protection  of  his  own  King  and  drives  yours  to 
a  safe  refuge. 
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8.  Q.  P.  one.  8.  K.  B.  to  E.  R.'s  ad. 

The  eight  opening  moves  here  given  are  generally  allow* 
ed  to  be  the  best  both  £)r  attack  and  defence  which  this  re- 
markable Gambit  admits. 

Mr.  McDonnell  originated  a  variation  on  youp  8th  move 
of  8.  Q.  Kt.  P.  one  ;  for  the  consequences  of  which  see  Game 
the  Third. 

If  Black  on  his  last  move  play  8.  Q.  Kt.  to  B.'s  3d,  you 
reply  with  9.  Q.  B.  takes  P.,  and  will  have  an  irresistible 
attack. 

He  may  play,  however,  8.  B.  to  Q.  B.'s  4th  (ch.),  and 
afterwards  9.  B.  to  K.'s6th,  upon  which  you  can  take  Bishop 
with  B.,  and  if  his  Queen  retake,  can  play  Q.  to  K.  R.'s  5th, 
and  then  Q.  Kt.  to  B.'s  3d,  with  an  excellent  game. 

9.  Q.  B.  to  Q.'s  2d.  9.  K.  Kt.  to  K.'8  2d. 

The  best  play  for  Bluck  at  move  9,  whether  you  play  9.  B. 
to  Q.'s  2d  or  9.  Q.  Kt.  to  B.'s  3d,  appears  to  be  9.  K.  Kt.  to 
K.'s  2d ;  if  he  replies  to  both  with  that  move,  it  is  of  course 
indifferent  which  you  play  first. 

10.  Q.  Kl.  to  B.'s  3d.  10.  Q.  Kt.  to  B.'s  3d. 

Opinions. are  divided  upon  Black's  10th  move,  some  players 
advocating  the  move  now  given,  while  others  prefer  the  more 
defensive  one  of  10.  Q.  B.  P.  one,  for  the  consequences  of 
which  see  Game  the  Second. 

11.  Q.  R.  to  K.'s  sq.  11.  Q.  to  B.'s  4th  (ch.) 

12.  K.  to  R.'s  sq.  12.  Q.  Kt.  to  Q.'s  5th. 

Bl^ck  can  also  play  12.  Q.  P.  one,  but  as  the  following  train 
of  moves  will  show,  with  less  advantage. 

12.  Q.  P.  one. 

13.  Q.  Kt.  to  Q.'s  5th         13.  Q.  Kt.  to  K.'s  4th. 

14.  R.  takes  Kt.  14.  P.  takes  R. 

15.  Q.  B.  to  Kt.'s  4th. 

You  ought  to  win. 

13.  R.  takes  Kt.  (ch.)  13.  K.  takes  R. 

He  can  also  take  the  R.  with  his  Q.,  as  in  the  following  :-^ 

13.  Q.  takes  R. 

14.  Q.  to  K.  R.'8  5th.  14.  Kt.  to  K.'s  3d. 

15.  Q.  takes  B.  15.  Q.  to  K.  Kt.'s  4th. 

16.  Q.  takes  Q.  16.  Kt.  takes  Q. 

17.  Kt.  to  Q.  Kt.'s  5th.  17.  K.  to  Q.'s  sq. 

18.  Q.  B.  to  his  3d. 

And  you  win. 
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14.  Kt.  to  Q.'s  0th  (oh.)  14.  K.  to  Q.'a  sq. 

15.  Q.  to  K.  R.'s  5th.  15.  Q.  to  K.  B.'s  sq. 

The  German  '*Handbuch"  aad  other  authorities  now 
pursue  the  game  as  follows : — 

16.  Q.  B.  takes  P.  16.  B.  takes  B. 

17.  R.  takes  B.  17.  Kt.  to  K.'s  3d. 

18.  Q.  to  K.  R.'s  4th  (eh.)  18.  K.  to  his  sq. 

19.  Kt!  to  K.  B.'s  6th  (ch.)  19.  K.  to  Q.'s  sq. 

And  the  game  is  dismissed  as  drawn  by  perpetual  check.  I 
venture  to  think,  however,  it  will  not  be  difficult  to  show  that 
with  a  slight  variation  in  White's  play  he  can  win  instead  of 
draw  the  game.  Let  us  suppose  at  move  16,  instead  of 
Q.  B.  takes  P.  that  you  play — 

16.  Q.  to  K.  R.'s  4th  (ch.)        16.  P.  covers. 

If  he  play  16.  B.  to  K.  Kt.'s  4th,  you  take  it,  checking,  and 
ought  certainly  to  win ;  and  if  he  play  K.  to  his  sq.,  or  Q.  to 
K.  s  2d,  you  obviously  mate  on  the  move. 

17.  Q.  B.  takes  P.  17.  B.  takes  B. 

If  instead  of  taking  the  Bishop  he  play  17.  B.  to  K.  Kt.'s  2d, 
you  win  easily  by  18.  B.  takes  Q.  B.  P.  (ch.),  and  19.  Q. 
takes  Kt.;  so  also  if  he  move  17.  Kt.  to  K.  B.'s  4th,  you  reply 
with  18.  B.  takes  Q.  B.  P.  (ch.),  followed  by  19.  Q.  to  K. 
R.'s  5th,  and  20.  Kt.  takes  K.  B.  P.  (ch.),  &;c.;  and  if,  finally, 
at  move  17,  he  play  otherwise,  you  can  take  B.  with  B.,  and 
his  game  is  hopeless. 

18.  R.  takes  B.  18.  Kt.  to  Q.  B.'s  3d. 

I  believe  he  has  no  better  move.  If  18.  Q.  P.  one,  or  18. 
Q.  B.  P.  one,  or  18.  Kt.  to  K.'s  3d,  you  can  take  K.  B.  P. 
with  R.,  and  the  discovered  check  afterwards  is  fatal  to  him. 

19.  R.  takes  K.  B.  P.  19.  Q.  to  K.'s  sq. 
He  has  no  way  of  averting  the  mate. 

20.  R.  to  B.'s  8th  (dis.  ch.)  20.  Kt.  to  K.'s  2d. 

21.  Q.  takes  Kt. 

Mate. 


TUS  HUZIU  GAMBIT. 


GAME  THE  SECOND. 
Tarjpngjrom  ikeprecedmg  at  Black's  IfSi  n: 


At  this  point  in  the  prior  game.  Black  plsyed  10.  Q.  Kt. 
lo  B.'s  3d :  we  have  now  to  consider  the  enfect  of  his  moTing 

10.  Q,.  B.  P.  one,  which  seems  generally  preferred  to  the 
former. 

10.  Q.  B.  P.  one. 

11.  Q.  R.  to  K.'s  sq.  11.  Q.  to  her  B.'s  4th  (eh.) 
Sarratt's  move  of  11.  Kt.  to  K.'s  4th  is  not  so  strong  as 

11.  Q.  R.  to  K.'e  sq. 

12.  K.  to  R.'s  sq.  12.  Q.  P.  two. 

At  this  stage  I  believe  an  opportunity  occurs  for  strengthen- 
ing  the  attack  whichhas  been  overlooked.  Instead  of  retiring 
the  King  to  Rook's  sq.,  I  would  suggest  13.  R.  toK.  B.'s  2d, 
by  which  you  are  enabled  to  double  your  Rooks  at  the  proper 
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moment,  and  continue  the  assault  with  augmented  fiooe  and 
efiect. 

13.  Q.  to  K.  R.'8  5th.  13.  Q.  to  her  3d. 

14.  B.  takes  Q.  P.  14.  P.  takes  B. 

If  he  castle  at  his  14th  move,  the  chief  authorities  recommend 
you  to  take  the  Kt.  with  your  R.  Black  then  takes  the  B. 
with  P.  as  his  hest  move.  You  take  P.  with  Kt.,  he  answers 
with  Q.  Kt.  to  B.'s  3d ;  you  must  then  take  the  P.  with  your 
Q.  B.,  and,  after  the  exchange  of  Bishops  he  will  take  one 
of  the  Rooks  with  his  Q.,  leaving  you  with  a  Q.  and  Kt. 
against  two  Rooks  and  two  minor  pieces.  With  the  best 
play  the  game  ought  perhaps  to  be  drawn.  The  German 
**Handbuch"  remarks,  that  if  Black  castles  at  move  14, 
you  can  retire  the  B.  to  Q.  Kt.'s  3d,  not  having  a  bad  game. 
Should  Black,  at  his  14th  move,  instead  of  castling  or  playing 
as  in  the  text,  move  Q.  to  K.  Kt.'s  3d,  the  game  proceeds  as 
follows  :— 

14.  Q.  to  E.  Kt/s  3d. 

15.  R.  takes  Kt.  (ch.)  15.  K.  takes  R. 

(Yoa  may  also  play  15.  Q.  to  K.'s  5th,  and  hare  an  excellent  game.  If 
he  play  15.  K.  to  Q.'s  sq.,  yon  move  16.  Q.  to  K.'s  5th,  and  on  hm 
interposing  the  Q.  B.  at  Q/s  2d,  you  can  take  17.  Q.  6.  with  R.»  and 
K.  R.  with  Q.,  and  have  a  capital  attack.) 

16.  Q.  to  K.'s  5th  (ch.)  16.  Q.  B.  to  K.'s  3d  (best). 

17.  B.  takes  B.  17.  B.  to  K.  Kt.'s  2d. 

(If  he  play  17.  Q.  Kt.  to  Q.'s  2d,  yon  check,  first  with  the  Kt.,  then  with 
the  B.,  and  afterwards  take  his  K.  R.,  having  the  better  game.  If  he 
play  17.  Q.  to  K.  Kt.'s  2d,  yon  may  reply  with  18.  Q.  to  her  B.'s  5th 
(ch.),  and  win ;  and  if  17.  P.  takes  B.,  then  you  take  his  K.  R.^  hav- 
ing the  advantage,  play  as  he  can.) 

18.  Q.  to  Q.  B.'s  7th  (ch.)        18.  K.  to  B.'s  3d. 

(The  German  "  Handbuch  "  advises  you  to  play  18.  Kt.  to  Q.'s  5th,  whidi 
is  a  good  move,  but  not  so  strong,  I  think,  as  the  above.  If  Black  now 
take  the  B.  with  his  K.,  you  play  R.  to  K.'s  sq.  (eh.),  and  win  ;  if  he 
play  18.  K.  to  his  sq.,  you  take  K.  B.  P.  with  B.  ("ch.),  winning  his  Q. 
If  he  move  18.  Kt.  to  Q.'s  2d,  you  take  the  Kt.  (ch.),  and  then  play  R. 
takes  P.,  vanning  easily.) 

19.  Kt.  toK.'s4th(ch.) 

And  he  must  give  up  his  Q.  or  be  mated  in  two  more  moves. 

15.  Kt.  takes  Q.  P.  15.  Q.  Kt.  to  B.'s  3d. 

16.  Q.  B.  to  his  3d.  16.  Q.  to  K.  Kt.'s  3d. 

It  is  not  good,  at  your  16th  move,  to  play  16.  B.  to  Q.  Et.'s 


THE   MUZIO  OAHBIT.  840 

4th,  or  IH.  R.  takes  Kt.,  because  in  the  one  case  he  would 
answer  with  16.  Q.  Kt.  takes  B.,  and  on  your  then  taking  Kt* 
with  R.,  would  move  K.  to  Q.'s  sq. ;  and  in  the  other  case, 
of  immediately  taking  off  the  Kt.  with  R.,  he  would  first  take 
R.  with  Kt.,  and  when  you  played  K.  R.  to  K.'s  sq.,  he 
might  caatle,  or  attack  your  Q.  with  Q.  B.,  having  the  better 
game. 

If  at  move  16,  Black  castle,  or  move  his  K.  R.,  instead 
of  playing  Q.  to  K.  Kt.'s  3d,  you  check  with  the  Kt.  at  K. 
B.'s  6th,  and  have  the  advantage.  He  may,  however,  play 
16.  K.  to  B.'s  sq.,  whereupon  you  can  take  Kt.  with  Kt., 
afterwards  capturing  his  K.  R.  His  best  play  appears  to  be 
that  in  the  text. 

17.  R.  takes  Kt.  (ch.)  17.  K.  to  B.'s  sq. 

This  seems  stronger  for  you  than  17.  Q.  takes  Q.  If  Black 
play  17.  Kt.  takes  R.,  you  answer  with  Q.  to  K.'s  5th. 

The  move  now  given  for  your  18th  is  Q.  takes  Q.,  and 
after  this  exchange,  with  the  best  play  on  both  sides,  I  do  not 
think  the  game  In  your  favor.  In  preference  to  repeating 
the  leading  variations  from  this  point,  all  of  which  are  well 
known,  and  may  be  found  in  Jaenisch,  vol.  ii.  p.  228, 1  venture 
to  subjoin  a  mode  of  carrying  on  the  attack,  which  has  at 
least  the  merit  of  novelty  to  recommend  it,  and  which  seems 
to  present  some  points  of  interest.  The  following  are  the 
most  important  moves  : — 

18.  R.  to  K.'s  8th  (ch.)  18.  K.  takes  R. 

19.  Kt.  to  K.  B.'s  6th  (ch.)     19.  K.  to  B.'s  sq. 

If  he  play  19.  K.  to  Q.'s  sq.,  mate  is  inevitable  in  a  few 
moves.     (See  the  Variation.) 

20.  Q.  to  her  B.'s  5th  (ch.)    20.  Kt.  to  K.'s  2d  (best). 

If  he  play  K.  to  Kt.'s  2d,  you  have,  at  the  very  least,  a  drawn 
game  through  the  dangerous  check  by  discovery. 

21.  R.  to  K.'s  sq.  21.  Q.  B.  to  K.'s  3d. 

22.  Kt.  to  Q.'s  7th  (ch.)         22.  Q.  B.  takes  Kt. 

If,  instead  of  taking  the  Kt.,  Black  plays  his  K.  to  Kt.'s  sq., 
or  K.'s  sq.,  you  can,  at  least,  draw  the  game  by  perpetual 
check. 

23.  Q.  takes  Kt.  (ch.)  23.  K.  to  Kt.'s  sq. 

24.  Q.  takes  B.  24.  Q.  R.  to  K.  B.'s  sq. 

25.  Q.  takes  Q.  Kt.  P. 

And  the  game  is  about  even. 
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A«  belbrs  remarked,  I  think  the^tacki  in  a  majority  of  the 
Yaiiations  which  arise  in  this  game,  may  be  strengthened  by 
your  interposing  the  E.  &.  at  move  1^  instead  a£  letreatnig 
tfaeK. 


Variation  heginmng  ai  Black^s  Idik  move, 

Whiie.  Black. 

19.  K.  to  Q.'s  sq. 

20.  Q.  to  her  &th  (ch.)  20.  K.  to  Q.  B.'s  2d. 

If  he  move  otherwise  mate  follows  immediately. 

21.  B.  to  K.'s  5th  (ch.)  21.  fi^t.  takes  B. 

If  he  play  21.  R.  to  Q.  Kt.'s  3d,  you  will  end  the  game  more 

expeditiously,  (e.  g*) 

31.  K.  toKt.'s9d. 
23.  Q.  to  Q.  Kt.'8  3d  (ch.)    22.  K  to  R.'b  dd. 

(If  he  move  33.  K.  to  R.'s  4th)  yoq  mate  in  three  moYes.    If  he  inteipoee 
the  Kt.,  you  take  it*  and  then  mate  in  three  moves  also.) 

33.  Q.  to  B.'s  4th  (ch.)  23.  Q.  Kt.  P.  two  (hest). 

34.  Q,  takes  Kt.  (ch.) 

And  yon  mate  in  tliree  ^ore  moves. 

22.  Q.  takes  Kt.  (ch.)  22.  K.  to  B.'s  3d  (beet). 

23.  Q.  to  her  5th  (ch.)  23.  E.  to  Kt.'s  3d. 

K.  to  B.'s  2d  is  obviously  fatal,  from  24.  Q.  to  B.'s  5th  (ch.) 
&c. 

24.  Q.  to  her  6th  (ch.)  24.  K.  to  R.'s  4th. 
If  24.  K.  to  Kt.'s  4th,  you  will  mate  in  three  moves. 

25.  Q.  to  her  B.'s  5th  (ch.)    25.  K.  to  R.'s  3d. 

Should  he  play  25.  Q.  Kt.  P.  two,  your  reply  may  be  26.  Q* 
R.  P.  two,  with  the  object  of  afterwards  advancing  Q.  Kt. 
P.  two,  and  then  mating  with  the  Rook  or  with  the  Queen. 

26.  Q.  to  B.'s  4th  (ch.)  26.  Q.  Kt.  P.  two. 

If  he  play  26.  K,  to  R.'s  4th,  then  follow  27.  Q.  R.  P.  two, 
and  28.  Q.  Kt.  P.  two.  But  if  he  move  26.  K.  to  Kt.'s 
3d,  you  check  with  the  Kt.  at  Q.'s  5th,  and  mate  in  two  more 
moves. 

27.  Q.  to  B.'s  6th  (ch,)  27.  K.  to  R.'s  4th. 

28.  Q.  R.  P.  two. 

And  he  cannot  possibly  save  the  game. 


GAME  THE  THIBD. 
Varying  jivm  Oe/onter  at  Whiu't  BIk  m 


B.  Q.  Kt.  P.  one.  8.  Q.  takes  R.  (beat). 

This  move  of  8.  Q.  Kt.  P.  one,  is  a  suggestion  of  Mr.  Mc- 
Donnell's. It  IS  ingenious,  but  much  inferior  to  the  ordinary 
course  of  8.  Q.  P.  one. 

Instead  of  capturing  the  R.,  Black  may  play  8.  Q.  Kt. 
to  B.'s  8d,  and  the  following  moves  are  probable  : 
8.  Q,  Ki.  to  B.'«  3d. 
9-  Q.  El.  to  B.'B  3d.  9.  a.  Kt.  to  Q.'h  5th. 

10.  Q.toE.B.-B2d.  10.  E.  B.  to  Q.  B.'B  dlh.  "^ 

11.  K  to  R.>a  >4.  11.  Kt.  to  K-'s  3d. 

Black  baa  the  better  game. 
9.  Q.  Kt.  to  B.'s  8d.  9.  K.B.toQ.B.'84th(oh.) 

10.  K.  to  R.-ssq.  10.  K.  Kt.  to  K.'s  3d. 

11.  Q.  P.  twtk  11.  B.  takes  Q.  P. 
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You  may  at  move  11  play  Q.  takes  doubled  P.,  and  jurooeed 
thus: — 

11.  Q.  tftkes  P.  11.  R.  to  K.  B.*8  aq. 

(The  "  Handboch"  ioggests  ibr  Bltck  11.  K.  B.  P.  two  aim.) 

19.  B.  takes  K.  B.  P.  (ch.)  12.  K.  to  Q.'s  aq. 

13.  Q.  P.  two.  13.  Q.  P.  two. 

14.  Q.  to  K.  R.'s  6th.  14.  R.  takes  B. 

15.  R.  takes  R.  15.  Q.  B.  to  Q.'0  2d. 

He  ought  to  win. 

12.  B.  takes  K.  B.  P.  (ch,)       12.  K.  to  Q.'s  sq. 

If  at  move  12  you  play  Q.  takes  doubled  P.,  he  should,  a» 
his  best,  take  Q.  B.  with  Q. 

13.  B.  to  Q.'s  2d.  13.  Q.  takes  R.  (ch.) 

14.  Q.  takes  Q.  14.  R.  to  K.  B.'s  sq. 

15.  Q.  takes  P.  15.  B.  takes  Kt. 

16.  B.  takes  B.  16.  Q.  P.  one. 

Black  has  the  advantage. 

GAME  THE  FOURTH. 

WhUe.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2*  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'s  5th. 

5.  Castles.  5.  P.  takes  Kt. 

6.  Q.  takes  P.  6.  K.  B.  to  K.  R.'s  3d. 

In  the  present  game  our  attention  must  be  directed  to  the 
effect  of  Black's  playing,  at  his  6th  move,  K.  B.  to  R.'s  3dy 
6.  Q.  P.  one,  and  6.  Q.  to  K.'s  2d.  For  the  two  latter  see 
Variations  I.  and  II. 

7.  Q.  P.  two.  7.  Q.  Kt.  to  B.'s  3d. 

You  may  also  play,  as  proposed  by  the  "  Handbuch,"  7.  P. 
to  K.'s  5th,  or  7.  Q.  Kt.  to  B.'s  3d. 

8.  Q.  Kt.  to  B.'s  3d.  8.  Kt.  takes  Q.  P. 

If  you  move  8.  Q.  B.  takes  P.,  Black's  reply  will  be  8,  Q. 
to  K.  B.'s  3d. 

9.  Q.  to  K.  R.'s  5th.  9.  Q.  Kt.  to  K.'s  8d. 
10.  Q.  B.  takes  P.                    10.  B.  takes  B. 
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11.  R.  takes  B. 

12.  B.  takes  Kt. 

13.  Q.  R.  to  K.  B.'s  sq. 

You  must  win. 


11.  Q.  toK.'sSd. 

12.  Q.  P.  takes  B. 


Variadan  J.,  hegitming  at  Black's  6ih  move* 


White. 

ri.  K.  P.  two. 
2.  K.  B.  P,  two. 
S.  K.  KU  to  B.'s  Sd. 

4.  K.  B.  to  Q.  B.'s  4ih. 

5.  Castles. 


Black. 

fl.  K.  P.  two. 

2.  P.  takes  P. 

3.  K.,  Kt.  P.  two, 

4.  P.  to  K.  Kt.'s  5<*. 
.5.  P.  takes  Kt. 

6.  Q.  P.  one. 


L6.  Q.  takes  P. 

His  present  move,  as  well  as  6.  B.  to  K.  R.'s  3d,  the  Grerman 
''  Handbuch"  observes,  will  certainly  enable  Black  to  bring 
about  a  drawn  game. 

If  he  venture  6.  Q.  P.  two,  you  can  take  the  P.  with 
your  B.,  and  if  he  then  play  Q.  B.  P.  one,  you  should  take 
the  K.  B.  P.  with  B.  (ch.),  after  which  you  would  have  a 
remarkably  strong  attack. 


7.  Q.  P.  two. 

8.  Q.  B.  takes  P. 

9.  Q.  takes  B. 

10.  B.  takes  K.  B.  P.  (ch.) 

11.  P.  to  K.'s  5th. 

With  a  capital  opening. 


7.  B.  to  K.  R.*s  3d. 

8.  B.  {akes  B. 

9.  Q.  to  K.'s  2d. 
10.  K.  to  Q.'s  sq. 


VariaHon  II.,  heginning  at  Black's  6ih  move. 


White. 

fl.  K.  P.  two. 

2.  jr.  B.  P.  two. 

3.  K.  Kt.  to  B.'s  Sd. 

4.  JT.  B.  to  Q.  B.'s  4th. 

5.  Castles. 


Black. 

1.  K.  P.  two, 

P.  takes  P. 

K  Kt.  P.  two. 
4.  P.  to  K  Kt.'s  b{h. 
^5.  P.  takes  Kt. 
6.  Q.  to  K.'s  2d. 


i  3. 


,6.  Q.  takes  P. 

The  move  of  6.  Q.  to  K.'s  2d  was  first  given,  in  this  defence, 
by  Salvio,  and  was  long  considered  the  best.  It  is  now  ac- 
knowledged to  be  inferior  to  6.  Q.  to  B.'s  3d,  although  the 
authors  of  the  <<  Handbuch"  consider,  with  good  play,  it. 
ought  to  produce  a  drawn  game. 
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7.  Q.  P.  two.  7.  Q.  Kt.  to  B.'fl  8d. 

He  might  also  play  7.  K.  B.  to  R.'s  3d,  but  with  even  !< 
advantage. 

8.  Q.  takes  P.  8.  Kt.  takes  Q.  P. 

If  you  play  8.  Q.  B.  P.  one,  he  can  reply  with  8.  Q.  Kt.  tof 
K.'s  4th.  iTou  may,  however,  pky  8.  Q.  B.  takes  P.,  and 
then  the  following  variation  is  probable. 

8.  Q.  B.  takes  P.  8.  Kt.  takes  Q.  P. 

9.  Q  to  K.  R.'s  5th.  9.  Kt.  to  K.'8  dd  (best). 

10.  B.  takes  Kt  10.  Q.  P.  takes  B. 

11.  B.  to  K.'s  5th.  11*  Q.  to  B.'s  4tl^  (ch.) 

12.  K.  to  R  's  sq.  12.  K.  Kt.  to  R.'s  dL 

13.  Q.  Kt.  P.  two.  13.  Q.  to  B.*s  5th. 

14.  Q.  Kt.  to  Q.'s  2d.  14.  Q.  takes  (^  B.  P. 

15.  B.  takes  R.  15.  Q.  takes  Kt. 

16.  Q.  R.  to  Q/s  sq.  16.  Q.  to  K.'s  6th. 

17.  B.  to  K.  B.'s  6lh. 

He  has  a  bad  game. 

9.  B.  takes  K.  B.  P.  (ch.)       9.  K.  to  Q.'s  sq. 

10.  Q.  Kt,  to  B.'s  3d.  10.  K.  Kt.  to  R.'s  3d* 

11.  Q.  B.  to' K.'s  3d.  11.  Q.  Kt.  to  K.'s  3d. 

12.  K.  B.  takes  Kt.  12.  Q.  takes  B. 

13.  Q.  Kt.  to  Q.'s  5th.  13.  Q.  P.  one. 

14.  Q.  to  K.  R.'s  4th  (ch.) 

You  ought  to  win. 


GAME  THE  FIFTH. 
Koca  AND  Ghttlam  Kassim's  Attack. 

White.  Black. 

1.  K.P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  '3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'s  5th. 

5.  Q.  P.  two.  5.  P.  takes  Kt. 

This  ingenious  departure  from  the  customary  way  of  pursu> 
ing  the  attack  is  given  by  Koch,  who  states  that  it  was  com- 
muntcated  to  him  by  the  late  Lieutenant-Colonel  Donop,  who 
told  him  thieit,  while  Commander  of  Brussels^  he  oHen  played 
at  the  dhess  Club  there  m(h  an  Englishman,  who  4J«B|iially 
adopted  this  move>  and  invariably  wctn  by  it<.>  Sheitly.aftiNr 
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die  publication  of  Koch's  bode,  GUmlam  Kaarim  produced  a 
iBore  ddlful  and  elaborate  analysis  of  this  attack,  the  whole 
of  which  will  be  £>und  in  Lewis's  last  treatise. 

6.  Q.  takes  P.  6.  Q.  P.  two. 

You  may  obtain  a  strong  but  hazardous  attack  by  castlintf 
instead  of  taking  the  Pawn.  Black  plays  the  best  move.  If 
instead  of  advancing  the  Q.  P.,  he  move  6.  Q.  to  K.  B.'s  3d, 
you  play  on  the  K,  P.  If  he  attempt  to  protect  the  gambit 
P.  by  6.  B.  to  K,  R.'s  8d,  you  castle  and  reduce  the  game  to 
a  regular  Muzio.  If  he  bruig  out  his  Q.  Kt.  you  can  take  the 
P.  with  Q.  B.,  and  when  he  takes  Q.  P.  with  Kt.  you  should 
capture  the  K.  Bii  P.  with  your  B.  (ch.),  and  you  will  have 
the  better  ^ame.  He  has,  however,  also  the  choice  of  6.  Q. 
P.  one,  ana  6.  Q.  to  K.  R.'s  5th  (ch.),  hr  which  see  Varia^ 
tbn  II. 

7.  K.  B.  takes  Q.  P.  7.  Q.  B.  P.  one. 

The  authors  of  the  German  <<  Handbuch  "  suggest  7.  K.  Kt« 

to  B.'s  3d  for  Black's  7th  move,  but  they  have  not  proved  its 

validity ;  let  us  suppose— 

7.  K.  Kt.  to  B/fl  3d. 

8.  Castles.  8.  Kt.  takes  B. 

(If  he  play  8.  Q.  B.  P.  one>  you  may  first  take  the  K.  B.  P.  with  the  B.  (ch.)« 
and  then  move  Q.  B.  P.  one,  having  a  deficiency  in  Pieces,  bat  a 
strong  attack. 

9.  P.  takes  Kt.  9.  Q.  to  K.  B.'s  3d. 

(He  night  also  play  9.  K.  B.  to  Q.'s  3d,  bat  yon  woald  obtain  a  strong 
poflt^on  by  fint  checking  with  the  R.  and  then  playing  Q.  B.  P.  two.) 

10.  B.  takes  P.  10.  Q.  takes  Q.  P.  (ch.) 

(Yon  might,  at  your  10th  move,  instead  of  giving  np  the  Q.  P.,  play  Q. 
to  K.*s  4th  (ch.),  and  then  take  the  P.  with  Q.  B.) 

11.  B.  to  K.*s  3d.  11.  Q.  to  K.  R.'s  5th. 
13.  Q.  Kt.  to  Q.'s  2d.            18.  K.  B.  to  Q.'s  3d. 

13.  Q.  takes  K.  B.  P.  (eh.)    13.  K.  to  Q.'s  sq. 

14.  Kt.  to  K.  B.'s  3d. 

And  yon  most  win. 

8.  B.  to  Q.  Kt.'s  3d.  8.  Q.  takes  Q.  P. 

Tou  may  likewise  play  8.  B.  takes  K,  B.  P.  (ch.)  See 
Variation  I. 

9.  Q.  B.  takes  P.  9.  K.  Kt.  to  B.'s  3d. 

If  he  take  Q.  Kt.  P.  you  can  play  10.  Q.  to  K.  R.'s  5th. 

10.  Q.  Kt.  to  Q.'s  2d.  10.  Q.  B.  to  K.  Kt.'s  5th. 

11.  Q.  to  K.  Kt.'s  3d.  11.  K.  Kt.  takes  P. 
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Re  may  at  move  11.  playQ.  Kt.  to  Q.'b  2d,  upon  which  you 
reply  with  12.  Q.  B.  P.  one,  and  Iben  proceed  as  fbllowa:— 
II.  Q.  Kt.  toQ-sad. 

la.  Q.  B.  P.  0D«.  13.  Q.  to  her  B.'a  4lll. 

13.  P.  lo  K.'B  5th.  13.  Caatles. 

14.  P.  takes  Ki.  14.  Kl.  take*  F. 

(Black  con  dnw  the  game  bf  checking  firal  with  hid  Rook  ■(  moie  14, 
and  then  with  the  Biahap  at  K.'a  7th,  on  the  next  move.) 

15.  B.  to  K.'i  3d.  15.  R.  lo  K'B  (q. 
t«.  Kl.  toQ.  B.-a4tfa. 

The  gmne  ia  equal. 

13.  Q.  Kt.  takes  Kt.  12.  Q.  takes  Kt.  (ofa.) 

If  you  play  12.  Q.  takes  B.,  he  can  then  play  12.  Q.  to  K. 

B.'s  7th  (ch.),  and  13.  Q.  takes  Kt.  (ch.),  followed  by  14. 

Kt.  toK.B.'fl7th(ch.),&c. 

13.  K.  toQ.'s2d. 

You  have  the  better  game. 

VariaiiOH  I.,  begimung  at  Whiie't  QA  move. 
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In  the  previous  example  you  adopted  the  safes  course  of 
retreating  the  B.  to  Q.  Kt.'s  3d ;  you  may,  however,  acquire 
a  very  powerful  attack  by  sacrificing  the  Bishop  at  this  junc- 
ture. 

8.  B.  takes  K.  B.  P.  (oh.)     8.  K.  takes  B. 

9.  Q.  B.  takes  P.  9.  K.  Kt.  to  B.'s  dd. 

You  may  also  take  the  P.  with  your  Q.  (ch.),  in  which  case 

he  will  interpose  his  K.  Kt.  and  have  the  better  game.  (e.  g.) 

9.  Q.  takes  P.  (ch.)  9.  K.  Kt.  to  B/s  3d. 

(If  he  interpose  the  Q.  yon  can  oheck  at  Q.  B.'s  7th,  and  get  the  advan- 
tage.) 

10.  F.  to  K/8  5th.  IG.  K.  B.  to  Kt.'8  2d. 

11.  Gaatles.  11.  K.  R.  to  K.  B.'s  sq. 
13.  Q.  to  K.  R.'8  4th.           12.  K.  to  Kt.'ssq. 

'Should  you  take  the  Kt.  instead  of  playing  your  Q.  to  K.  R.'«  4th,  his 

best  move  is  K.  to  Kt's  sq.) 

13.  Q.  6.  to  K.  Kt/s  5th.      13.  Q.  Kt.  to  Q.'s  2d. 

14.  Q.  Kt.  to  B.'s  3d.  14.  K.  R.  P.  one. 

Black  must  win. 

10.  Q.  B.  P.  one.  10.  Q.  B.  to  K.  Kt.'s  5th. 

I  prefer  Black's  game. 

The  latter  variations  serve  to  demonstrate  that  the  sacrifice 
of  the  Bishop  at  move  8.  is  not  so  good  as  retreating  him  to 
Q.  Kt.'s  3d.  I  am  not  sure,  however,  that  your  proper  move 
after  8.  B.  takes  K.  B.  P.,  and  8.  K.  takes  B.,  is  not  9.  Q.  to 
K.  R.'s  5th  (ch.),  at  least,  as  far  as  my  examination  goes,  you 
obtain  a  more  enduring  attack  than  by  the  other  methods,  and 
I  regret  that  the  very  limited  space  I  have  now  at  command, 
fi>rbids  the  insertion  of  the  variations. 

Vdriaiion  IL,  heginmng  at  Black^s  6ih  move. 
White.  Black. 


1.  K.  P.  two. 

2.  P.  takes  P. 

3.  K.  Kt.  P.  two. 


1.  K.  P.  two. 

2.  K.  B.  P.  two. 
8.  K.  Kt.  to  B.'s  Sd. 

4.  B.  to  Q.  B.'s  4/A.  (4.  P.  to  K.  Kt.'s  dth. 

5.  Q.  P.  two.  L  5.  P.  takes  Kt. 
,6.  Q.  takes  P.  6.  Q.  P.  one. 

As  was  before  observed,  he  may  also  play  6.  Q.  to  K.  R/s 
5th  (oh.),  and  pursue  the  game  as  follows,— 
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6.  Q.  to  K.  R.'s  5ik  (di.) 

7.  K.  Kt.  P.  one.  7.  Q.  to  K.  R/s  6th. 

8.  Q.  B.  takes  P.  8.  K.  B.  P.  one. 

9.  Q.  Kt.  to  Q/fl  2d.  ' 

With  an  excellent  game. 

7.  Castles.  7.  Q.  to  K.  B.'s  3d* 

8.  Q.  Kt.  to  R.*s  3d.  8.  Q.  takes  Q.  P.  (ch.) 

0.  K.  to  R.'s  sq.  9.  K.  B.  to  R.'s  3d. 

10.  Q.  B.  takes  P.  10.  Q.  to  K.  B.'s  Sd.      . 

If  he  play  10.  Q.  takes  Q.  Kt.  P.,  you  get  a  speeder  advaii' 
tage  by  11.  Q.  Kt.  to  his  5th. 

11.  Q.  to  K.'s  3d.  11.  Q.  to  K.  Kt.'s  3d. 

12.  P.  to  K.'s  5th.  12.  B.  takes  B. 

13.  R.  takes  B.  13.  B.  to  K.'s  3d. 

14.  P.  takes  Q.  P. 

You  have  a  capital  attack. 

GAME  THE  SIXTH; 

MeDonntU  s  Attack, 

White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  .3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'s  5th. 

5.  Q.  Kt.  to  B.'s  3d.  5.  P.  takes  Kt. 

The  move  of  5.  Q.  Kt.  to  B.'s  3d,  which  Mr.  McDonnell 
sometimes  adopted  instead  of  castling,  at  this  stage  of  the 
opening,  leads  to  many  interesting  com<hina)tions^  but  appeara 
to  be  less  advantageous  to  you  than  the  old  move  of  castling. 

6.  Q.  takes  P.  6.  Q.  P.  two. 

The  sacrifice  of  this  P.  is  recommended  by  La  Bourdonnais. 
The  "  Handbuch  "  suggests  that  perhaps  a  simple  defence 
might  be  adopted  by  playing  6.  Q.  P.  one,  and  if  you  then 
take  the  gambit  P.  with  Q.,  he  might  play  7.  Q.  B.  to  K.'s 
3d,  a  move  which  is  inadmissible  in  the  ordinary  Muzio. 

He  may  also  for  his  6th  move  play  Q.  to  K.  B.'s  3d,,  as  in 
the  following  fragment  of  a  game  between  La  Bdurdoimais 
and  McDonnell,  the  latter  playing  the  attack'. 

6.  Q.  to  K.  B.'fl  3<L 
7.  Kt  to  Q.'8  5th.  7.  Q.  to  K.*s.4th. 


THE  MUSIO  OAHKT.  8H 

8.  Q.  B.  P.  cMie.  ,  8.  B<  to  K.  R/s  3d.  j<;<) 

9.  Q.  P.  two.  9.  Q.  to  her  3(1. 

IQ.  P.  tp  K.'s  5th.  10.  Q.  to  her  B.'s  3d. 

li:  B.  to  Q.  Kt/s  5tli.  11.  Q.  to  K.  ttt-'s  3d. 

12.  Et.  takes  Q.  B.  P.  (ch.) 

With  a  fine  gaaie. 

7.  B.  takes  Q.  P.  7.  Q.  B.  P.  one. 

8.  B.  to  Q.  Kt.'s  3d.  8.  Q.  B.  toK.'s  3d. 

You  may  now  get  a  lively  but  not  very  sound  kttack  by  play- 
ing as  follows,  instead  of  8.  B.  toQ.  Kt.'s  3d. 

8.  B.  takes  K.  B.  P.  (ch.)         8.  K.  takes  B. 

9.  Q.  to  K.  R/s  5th  (ch.)        9.  K.  to  Kt/s  2d. 

(If  at  move  9.  you  play  Q.  P.  two,  he  replies  with  9.  Kt.  to  K.  B.'s  3d ; 
and  if  yoa  then  play  10.  P.  to  K.'s  5th,  he  moves  10.  K.  B.  to  Kt.'8 
Sd,  and  on  yoor  taking  P.  with  Q.  B.,  he  plays  11.  R^.  to  K.'s  sq.,  hav- 
ing a  better  game  than  yon  can  boast.) 

10.  Q.  P.  two.  10.  Q.  B.  to  K.'s  3d. 

11.  Q.  B.  takes  P.  11.  Q.  B.  to  K.  B.'s  2d. 

12.  B.  to  K.'s  5th  (ch.)         12.  Kt.  to  B.'s  3d. 

13.  Q.  to  K.  Kt.'s  5th  (ch.)  13.  Q.  B.  to  K.  Kt.'s  3d. 

He  will  soon  be  oat  of  danger. 

9.  B.  takes  B.  9.  P.  takes  B. 

10.  Q.  to  K.  R.'s  5th  (eh.)      10.  K.  to  Q.'s  2d. 

11.  Q.  P.  two.  11.  Q.  to  K.  B.'s  3d. 

12.  P.  to  K.'s  5th.  12.  Q.  to  K.  B.'s  4th. 

You  may  castle  at  your  12th  move,  and  proceed  thus  :— 

12.  Castles.  12.  Q.  to  K.  Kt.'s  3d. 

13.  Q.  to  Q.  R.'s  5th.  13.  Q.  Kt.  to  R.'s  3d. 

14.  B.  takes  P.  14.  K.  B.  to  Q.  Kt.'s  5th. 

15.  Q.  to  her  R.'s  4th.  15.  K.  Kt.  to  K.'s  24. 

He  has  the  advantage. 

13.  Q.  to  K.  B.'s  3d.  13.  K.  B.  to  Q.  Kt.'s  5th. 

14.  Q.  B.  takes  P.  14.  K.  Kt.  to  K.'s  2d. 

15.  Castles  on  K.'s  side.  15.  B.  takes  Kt. 

16.  P.  takes  B.  16.  Q^  Kt.  to  R.'s  3d. 

The  ganie  is  in  his  favour. 

As  the  "  Handbiich"  remarks,  these  variations  tiend  to  prove 
that  Mr.  McDonnell's  move  of  5.  Q.  Kt.  to  B.'s  3d  is  not  so 
potent  as  the  usual  course  of  castling. 

Our  examination  of  this  beautiful  Gambit  would  be  im- 
perfect without  some  notice  of  a  variation  in  the  opening, 
where  the  first  player,  instead  of  abandoning  the  Knight  At 
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Ins  5th  mofve,  sacrifices  his  Bidiop  by  taking  the  K.  B.  Pawn, 
checking.  This  attack  is  not,  strictly  speaking,  a  part  of 
the  Muzio  Crambity  but  it  is  so  intimately  associated  "with  it 
that  1  think  it  better  to  consider  them  both  under  the  same 
head.  The  chief  writers  who  haye  considered  this  sacrifioe 
appear  to  be  Erode  del  Rio  (Lolli,  p.  221) ;  Sarratt,  1608, 
p.  76 ;  Allgaier,  tab.  v. ;  Lewis,  1843,  p.  307 ;  Walker, 
1841,  p.  116,  and  the  German  "  Handbuch." 

GABfE  THE  SEVENTH. 
White.  Black. 

1.  K,  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B.'s  4th.  4.  P.  to  E.  Et.'s  5th. 
6.  B.  takes  K.  B.  P.  (ch.)  5.  K.  takes  B. 

This  sacrifice  is  far  less  recommendable  than  giving  up  the 
Kt.,  the  attack  being  weaker,  and  the  defence  sure,  and  not 
difficult  to  discover. 

6.  Kt.  to  K.'s  5th  (ch.)  6.  K.  to  his  sq. 

If  he  move  as  given  by  Greco,  6.  K.  to  his  3d,  you  wiU 

win.  (e.  g.) 

6.  E.  to  his  3d. 

7.  Q.  takes  Kt.  P.  (ch.)       7.  K.  takes  Kt. 

8.  Q.  to  K.  B.'s  5th  (ch.)     8.  K.  to  Q.'s  3d. 

9.  Q.  P.  two.  9.  K.  B.  to  Kt.'s  2d. 

10.  B.  takes  P.  (ch.)  10.  K.  to  his  2d. 

11.  B.  to  K.  Kt.'s  5th  (ch.)  11.  B.  to  B.'s  3d. 

12.  Castles.  12.  Q.  to  K.  B.'s  sq. 

13.  Q.  to  K.'8  5th  (ch.) 

And  wins. 

7.  Q.  takes  P.  7.  K.  Kt.  to  B.'s  3d. 

LoUi's  ingenious  but  weaker  defence  consisted  in  now  play- 
ing 7.  Q.  to  K.  B.'s  3d,  and  pursuing  the  game  as  follows : — 

7.  Q.  to  K.  B.'s  3d. 

8.  Q.  to  R.'s  5th  (ch.)         8.  K.  to  his  2d. 

9.  Kt.  to  K.  B.'s  7th.  9.  Q.  takes  Kt. 

(Yoti  can  also  play  9.  Q.  Kt.  to  B.'s  3d.) 

10.  Q.  to  K.'8  5th  (ch.)        10.  Q.  to  K.'s  3d  (best). 

11.  Q.  takes  R.  11.  K.  Kt.  to  B.'s  3d. 

It  was  formerly  considered  that  the  White  Queen  conld  now  escape  oidy 
by  loiiie  sacrifice,  and  Ponsciani  declared  it  to  be  imposBible,  after  the 


TBE  mmo  OAMMtt.  867 

move  of  11.  Kt  to  K.  K'b  3d,  to  nre  her.  The  Gennan  "  Handboch" 
riiowt,  however,  that  she  may  be  extricated  without  incurring  any  loas, 
and  remarks  that  it  is  not  advisable,  therefore,  for  Black  to  play  with  the 
idea  of  winning  her. 

12.  Castles  (best).  12.  Q.  P.  one. 

13.  Q.  Kt.  to  B.'s  3d.  13.  Q.  B.  P.  one. 

14.  R.  takes  K.  B.  P.  14.  Q.  Kt.  to  Q.'s  2d. 

15.  Q.  P.  two.  15.  Q.  to  K.  B.'s  2d. 

16.  P.  to  K/s  5th.  16.  P.  takes  P. 

17.  P.  takes  P.  17.  Q.  Kt.  takes  P. 

18.  Q.  Kt  P.  one.  18.  Q.  Kt.  to  K  Kt's  3d. 

19.  B.  to  Q.  R  's  3d  (ch.)  19.  K.  to  his  sq. 

20.  R.  takes  K.  Kt.  20.  Kt.  takes  Q. 

21.  R.  takes  Q.  21.  Kt.  takes  R. 

22.  R.  to  K.'8  sq.  (ch.) 

With  a  better  game. 

It  WGold  thus  appear  that  Lolli's  move  of  7.  Q.  to  K.  B.'s  3d,  howercor 
ingenious,  is  not  so  trustworthy  a  defence  as  7.  Kt.  to  K.  B.'s  3d.  Let 
OB  now  follow  out  the  result  of  that  mode  of  operation. 

8.  Q.  takes  K.  B.  P.  8.  Q.  P.  one. 

9.  Kt.  to  Q.  B.'s  4th.  9.  Q.  Kt.  to  B.'s  3d. 

10.  Castles.  10.  B.  to  K.  Kt.'s  2d. 

11.  Q.  P.  one.  11.  Q.  B.  to  K.'s  3d. 

12.  Q.  to  K.  Kt.'s  3d.  12.  Q.  to  K.'s  2d.' 

Your  attack  is  exhausted. 


GAMES  IN  ACTUAL  PLAY. 

ILLT7STBATIVE   OF   THE   MT7ZI0   GAMBIT. 
( JVom  the  CketB'Player's  Cktoniete.) 

GAME  L 
Bettoeen  Mr.  Lewis  and  anAmatew  of  great  ektll. 

White  (Mr.  L.)  Black  (Mr.  — .) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'s  5th. 

5.  Castles.  5.  P.  takes  Kt. 

6.  Q.  takes  P.  6.  K.  B.  to  R.'s  3d. 

7.  Q.  P.  two.  7.  Q.  to  K.'8  2d. 

8.  Q.  B.  takes  P.  8.  Q.  Kt.  to  B.'s  3d. 

9.  Q.  B.  takes  K.  B.  9.  Kt.  takes  B. 

10.  Q.  to  K.  R.'s  5th.  10.  Q.  to  K.  B.'8  sq. 

11.  K.  R.  to  B.'s  6th.  11.  Q.  to  K.  Kt.'8  2d. 
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19.  Q.  takes  Kt. 

13. 

13.  K.  R.  takM  Q. 

13. 

14.  Q.  Kt  to  Q*  R.'8  3d. 

14. 

15.  K.  R.  to  Q.'8  6th. 

15. 

16.  Q.  R.  to  Q.'8  sq. 

16. 

17.  K.  B.  takes  Kt. 

17. 

18.  Kt.  toQ.  B.'8  4th. 

18. 

19.  K.  toB.'8  2d. 

19. 

30.  Kt.  to  K/B  3d. 

20. 

31.  K.  to  hi8  B.*B  3d. 

21. 

33.  Kt.  to  K.  Kt.'8  4tlL 

22. 

23.  K.  to  B.'8  4th. 

23. 

34.  Q.  B.  P.  one. 

24. 

35.  P.  takes  P. 

25. 

36.  Kt  to  K.'8  5th. 

26. 

37.  Q.  R.  P.  two. 

27. 

38.  K.  R.  takes  Q.  B.  P. 

28. 

39.  K.  to  his  3d. 

29. 

30.  Q.  R.  to  Q.  B.'s  sq. 

30. 

31.  K.  R.  to  Q.  B.'a  7th. 

31. 

33.  R.  takes  R. 

32. 

33.  R.  to  Q.  R.'s  7th. 

33. 

34.  R.  Ukes  B. 

34. 

35.  R.  to  Q.  R.'s  5th  (ch.) 

35. 

36.  P.  takes  P. 

36. 

37.  K.  to  Q.'8  3d. 

37. 

38.  R.  to  Q.  Kt.'s  5th. 

38. 

39.  K.  to  Q/s  2d. 

39. 

40.  P.  to  Q.  R.'8  5th. 

40. 

41.  P.  to  Q.  R.'s  6th. 

41. 

42.  K.  to  Q.'8  3d. 

42. 

43.  R.  takes  Q.  Kt  P. 

43. 

Drawn  game. 


Q.  takes  Q. 

Q.  Kt  takes  Q.  P. 

Q.  B.  P.  one. 

Kt.  to  K.'s  3d. 

K.  R.  to  K.  Kt's  sq. 

K.  B.  P.  takes  B. 

K.  R.  toK.  Kt.'8  4di. 

K.  to  his  2d. 

Q.  R.  P.  two. 

Q.  Kt  P.  two. 

Q.  R.  to  his  3d. 

K.  R.  to  Q.  B.'s  4th. 

P.  to  Q.  Kt.'s  5th. 

P.  takes  P. 

K.  R.  to  Q.  B.'s  7th. 

R.  takes  Q.  Kt.  P. 

R.  to  K.  B.'s  7th  (ch.) 

R.  to  K.  B.'s  sq. 

B.  to  Q.  R.'s  3d. 

R.  takes  R. 

K.  to  Q.'8  3d. 

K.  takes  Kt. 

R.  to  Q.  Kt.'s  sq. 

Q.  P.  two. 

P.  takes  P. 

R.  to  Q.  B.'s  sq. 

R.  to  Q.  B.'s  6th  (ch.) 

R.  to  Q.  B.'8  5th. 

R.  to  K.  B.'s  5th. 

R.  to  K.  B.'s  7th  (ch.) 

R.  to  Q.  R.'s  7th. 

R.  takes  Q.  R.  P. 


i» 


GAME  XL 

Bettoeen  Mr,  Szen,  of  Hungary,  and  V.  H,  der^Laza,  of  the  Beriim 

Chest  Club, 


White  (V.  H.  d.  L.) 

Black  (Mr.  S.) 

1.  K.  P.  two. 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

2.  P.  ukes  P. 

3.  K.  Kt.  to  B.'8  3d. 

3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B.'s  4vh. 

4.  P.  to  K.  Kt.'8Sdi. 

5.  Castles. 

5.  P.  takes  Kt. 

6.  Q.  takes  P. 

6.  Q.  to  K.  B.'s  3d. 

7.  P.  to  K.'8  5th. 

7.  Q.  takes  K.  P. 

8.  P.  to  Q.'s  3d. 

8.  K.  B.  to  K.  R.'s  3d. 

9.  Kt.  to  .Q.  B.'s  3d. 

9.  K.  Kt.  to  K.'8  2d. 

10.  a  B.  to  Q.'s  2d. 

10.  Castles,  (a) 

11.  Q.  R.  to  K.'8  sq. 

11.  Q.  to  Q.  B.'8  4th  (€ 
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19.  K.  to  R-tilNi. 

13.  Kt.  to  K.'8  4th. 

14.  Q.B.  tohJ83d. 

15.  Kt.  to  Q.'s  6th. 

16.  R.  takes  Kt.  (() 

17.  R.  takes  K.  B.  P. 

18.  B.  takes  R.  (eh.) 

19.  P.  takes  B. 

90.  Q.  takes  K.  B.  P. 

91.  R.  takes  Q^ 

99.  B.  to  Q.  Kt.'8  3d. 

93.  B.  takes  Kt. 

94.  R.  to  B.'s  7th  ^ch.) 

95.  R.  to  K.'8  7th. 

96.  R.  to  K.'s  8th  (ch.) 

97.  R.  takep  B. 


19.  Q.  B.P.oiie. 

13.  Q.  to  K.  B.'s  4th. 

14.  B.  to  K.  Kt.'s  9d. 

15.  Q.  to  K.  Kt.'s  4th. 

16.  B.  takes  Q.  B.  («) 

17.  R.  takes  R. 

18.  K.  to  Kt.'s  9d. 

19.  Kt.  to  Q.  R.'8  3d. 
90.  Q.  takes  Q. 

9li  Kt.  to  Q.  B.'fl  9d. 

92.  Kt.  to  Q.'s  4th. 

93.  P.  takes  B. 

94.  K.toKt.'s8q. 

95.  Q.  Kt.  P.  one. 

96.  K.  to  Kt.'8  9d. 


And  wins. 


NOTES  TO  GAME  H. 

(a)  Not  considered  so  strong  a  move  as  10.  Q.  B.  P.  one. 
lb)  Well  played. 

le)  Had  he  taken  R.  with  Q,.,  White  wonld  have  won  a  Pieoe  by  at 
once  playing  Kt.  to  K.  B.^s  5th. 


GAME  m 

• 

Between  iw  BerUn  playert. 

White. 

Black. 

1.  K.  P.  two. 

1. 

K.  P.  two. 

9.  K.  B.  P.  two. 

9. 

P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d. 

3. 

K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th. 

4. 

P.  to  K.  Kt.'B  5th. 

5.  Castles. 

5. 

P.  takes  Kt. 

6.  Q.  takes  P. 

6. 

Q.  to  K.  B.'s  3d. 

7.  P.  to  K.'s  5th. 

7. 

Q.  takes  P. 

8.  Q.  P.  one. 

8. 

K.  B.  to  R.'s  3d. 

9.  Q.  B.  to  Q.'8  9d. 

9. 

K.  Kt.  to  K.'s  9d. 

10.  Q.  Kt.  to  B.'s  3d. 

10. 

Q.  B.  P.  one. 

11.  Q.  R.  to  K.'s  sq. 

11. 

Q.  to  B.'s  4th  (ch.) 

19.  K.  toR.'ssq. 

19. 

Q.  P.  two. 

13.  Q.  to  K  R.'s  5th. 

13. 

Q.  to  her  3d. 

14.  K.  B.  takes  Q.  P. 

14. 

Castles. 

15.  K.  B.  tD  Q.  Kt.'s  3d. 

15. 

Q.  toK.  Kt.'8  3d. 

16.  Q.  to  Q.  B.'s.  5th. 

16. 

K.  Kt.  to  K.  B.'s  4th. 

17.  Q.  B.  takes  P, 

17. 

K.  B.  takes  B. 

18.  K.  R.  takes  B. 

18. 

K.  Kt.  to  his  9d. 

19.  Kt.  toK.'s4tfa. 

19. 

K.  Kt.  to  K.'s  3d. 

90.  B.  takes  Kt. 

90. 

Q.B.  takes  B. 
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91.  Kt  to  B.'fl  6di  (ch.) 

91.  K.  to  Kt.'s  9d. 

39.  R.  tftkes  B. 

99.  P.  takes  R. 

93.  Kt.  to  R.'s  5th  (di.) 

93.  K.  to  R.'s3d. 

94.  R.  takes  R. 

94.  Q.  takes  Kt. 

95.  R.  to  B.'s  Qth  (ch.) 

95.  K.toKt.'s9d. 

96.  <;t*nutto0. 

GAME  IT. 

Between  itfr. 

Staunton  and  an  Amatemr. 

WhUe  (Mr.  S.) 

Black  (Mr.  — ) 

1.  K.  P.  two. 

1.  K.  P.  two. 

9.  K.  B.  P.  two. 

9.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d. 

3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B/8  4th. 

4.  P.  to  K.  Kt.'s  5th. 

5.  Castles. 

5.  P.  takes  Kt. 

6.  Q.  takes  P. 

6.  Q.  to  K.  B.'s  3d. 

7.  P.  toK.'s5th. 

7.  Q.  takes  P. 

8.  Q.  P.  one. 

8.  K.  B.  to  R.'s  3d. 

9.  Q.  Kt.  to  B.'s  3d. 

9.  Q.  B.  P.  one. 

10.  Q.  6.  takes  P. 

10.  Q.  to  Q.'s  5th  (ch.) 

11.  K.  toR.'s8q. 

11.  B.  takes  B. 

13.  Q.  R.  toK.'ssq.  (ch.) 

13.  K.  Kt.  toK.'s3d. 

13.  R.  to  K.'8  4th. 

13.  Q.  to  K.  Kt.'s  3d. 

14.  Q.  takes  B. 

14.  Q.  P.  two. 

15.  B.  takes  Q.  P. 

15.  P.  tokes  B. 

16.  R.  takes  Kt.  (ch.) 

16.  K.  takes  R. 

17.  Kt.  takes  P.  (ch.) 

17.  K.  to  K.'8  3d. 

18.  Q.  to  K/s  4th  (ch.) 

18.  K.  to  Q.'8  2d. 

19.  Q.  to  Q.'s  7th  (ch.) 

19.  K.  to  Q.  B.'s  3d. 

30.  Q.  to  B.'s  7th  (ch.) 

30.  K.  takes  Kt. 

31.  Q.  B.  P.  two  (ch.) 

31.  K.  to  Q.'8  5th. 

33.  d.  to  Q.'8  6th  (ch.) 
33.  Q.  to  K.  B.  4th  (ch.) 

33.  K.  to  K.'8  6th. 

33.  K.  takes  Q.  P. 

White  mates  in  two  moves. 

GAME  V. 

From  Ghulam  KMsim, 

White, 

Black. 

1.  K.  P.  two. 

1.  K.  P.  two. 

3.  K.  B.  P.  two. 

3.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d. 

3.  K.  Kt.  P.  two. 

4.  B.  to  Q.  B.'s  4th. 

4.  P.  to  K.  Kt.'s  5th. 

5.  Q.  P.  two. 

5.  P.  takes  Kt. 

6.  Q.  takes  P. 

6.  Q.  P.  two. 

7.  B.  takes  P. 

7.  K.  Kt.  to  B.'s  3d. 

8.  Castles. 

8.  Kt.  takes  B. 

9.  P.  takes  Kt 

9.  Q.  toB.'83d. 
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10. 

Q.  to  K.  4th  (ch.) 

10.  K.toQ.'8aq. 

11. 

B.  takes  P. 

11.  Q.  to  K.'8  2d. 

12. 

Q.  to  B/s  3d. 

12.  R.  to  Kt.'s  sq. 

13. 

Kt.  to  Q.'8  2d. 

13.  B.  toK.  Kt.'8  5th. 

14. 

Q.  to  B/8  2d. 

14    Kt.  toQ/s2d. 

15. 

Q.  R.  to  K/8  sq. 

15.  Q.  to  B.'s  3d. 

16. 

Kt.  to  K.'s  4th. 

16.  Q.  to  K.  Kt.'s  3d. 

17. 

Q.  B.  P.  two. 

17.  K.  B.  toO.'B3d. 

16. 

B.  takes  B. 

18.  P.  takes  B. 

19. 

P.  to  Q.  B.'b  5th. 

19.  P.  takes  P. 

20. 

P.  takes  P. 

20.  K.  R.  to  K.'s  sq. 

21. 

Kt.  to  Q.'s  6th. 

21.  R.  takes  R. 

22. 

Q.  takes  R. 

22.  K.  to  Q.  B.'s  2d. 

23. 

Q.  to  her  Kt.'s  4th. 

23.  K.  to  Q  '8  sq. 

White  must  win. 

GAME  VI. 

Mr,  Staunton  gives  his  Queeris  Book. 

(Remove  White's 

Q.  R.  from  the  board.) 

Wkite,  (Mr.  S.) 

Blacky  (Amateur.) 

1. 

K.P.  two. 

1.  K.  P.  two. 

2. 

K.  B.  P.  two. 

2.  P.  takes  P. 

3. 

K.  Kt.  to  B.'s  3d. 

3.  K.  Kt.  P.  two. 

4. 

K.  B.  to  Q.  B.'s  4th. 

4.  P.  to  Kt.*s  5th. 

5. 

Q.  P.  two. 

5.  P.  takes  Kt. 

6. 

Castles. 

6.  P.  takes  K.  Kt.  P.  (a) 

7. 

B.  takes  K.  B.  P.  (ch.) 

7.  K.  tnkesB. 

8. 

R.  takes  P.  (ch.) 

8.  Kt.  to  K.  B.'s  3d. 

9. 

P.  to  K.*8  5th. 

9.  K.  to  Kt.'s  sq. 

10. 

P.  takes  Kt. 

10.  Q.  P.  two. 

11. 

Q.  to  K.  R.'s  5th. 

11.  Q.  Kt.  to  B.'s  3d. . 

12. 

R.  to  K.  B.'s  2d. 

Black  surrendered. 


NOTE   TO   GAME   VI. 

(a)  Q.  P.  two,  followed  by  Q.  B.  to  K.  Kt.'s  5th,  would  have  beei 
better  phiy. 

GAME  VII. 
Mr.  Staunton  gives  his  Queen's  Book. 

(Remove  White's  Q.  R.  from  the  board.) 


White,  (Mr.  S.) 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  K.  Kt  to  B.'s  3d. 


Black,  (Mr.  — .) 

1.  K.  P.  two. 

2.  P.  takes  P. 

3.  Ki  Kt.  P.  two. 
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4.  B.  to  Q.  B/8  4th. 

4. 

P.  to  K.  Kt.'8  Sth. 

5.  Q.  P.  two. 

5. 

P.  takes  Kt. 

6.  Q.  takes  P. 

6. 

K.  B.  to  K.  R.'s  3d.  («) 

7.  Castles. 

7. 

Q.  P.  two. 

8.  B.  takes  Q.  P. 

8. 

Q.  B.  P.  one. 

9.  B.  takes  K.  B.  P.  (ch.) 

9. 

K.  takes  B. 

10.  Q.  B.  takes  P. 

10. 

K.  B.  takes  B. 

11.  Q.  takes  B.  (ch.) 

11. 

Kt.  to  K.  B.'s  3d. 

12.  P.  to  K.'s  5th. 

12. 

Q.  Kt.  to  Q.'s  2d. 

13.  Q.  Kt.  to  B.'s  3d. 

13. 

R.  to  K.'s  sq. 

14.  Q.  Kt.  to  K.'s  4th. 

14. 

K.  to  Kt.'s  sq. 

15.  P.  takes  Kt. 

15. 

K.  to  R.*8  sq. 

16.  P.  to  K.  B.*s  7th.  (h) 

16. 

■R.  to  B.'s  sq. 

17.  Q.  to  K.  R.'s  6th. 

17. 

Q.  to  K.'s  2d. 

18.  Kt.  to  Kt.'s  5th. 

18. 

Kt.  to  B.^8  3d. 

19.  K.  R.  P.  one.  (c) 

19. 

Q.  B.  to  Q.'s  2d. 

20.  R.  takes  Kt. 

And  wins. 

NOTES   TO   GAME   VII. 

(a)  If  Q.  to  B.'s  3d,  White  should  advance  P.  to  K.'s  5th. 

(b)  Better  than  moving  the  Kt.  either  to  Q.'s  6th  or  K.  Kt.'s  5tli« 

(c)  Preferable  to  taking  the  Kt.  immediately. 


GAME  VIll. 
Between  La  Bourdonnais  and  MeDonnelL 

White,  (Mr.  McD.)  Black,  (M.  La  B.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  B.  to  Q.  B.'s  4th.  4.  P.  to  K.  Kt.'s  5th. 

5.  Q.  Kt.  to  B.'s  3d.  5.  P.  takes  Kt. 

6.  Q.  takes  P.  6.  K.  B.  to  K.  R.'s  3d. 

7.  Q.  P.  two.  7.  Q.  Kt.  to  B.'s  3d. 

8.  Castles.  8.  Q.  Kt.  takes  Q.  P. 

9.  B.  takes  K.  B.  P.  (ch.)  9.  K.  takes  B. 

10.  Q.  to  K.  R.'s  5th  (ch.)  10.  K.  to  his  Kt.'s  2d. 

11.  Q.  B.  takes  P  11.  B.  takes  B. 

12.  K.  R.  takes  B.  12.  K.  Kt.  to  B.'s  3d. 

13.  Q.  to  K.  Kt.'s  5th  (ch.)  13.  K.  to  B.'s  2d. 

14.  Q.  R.  to  K.  B.'s  sq.  14.  K.  to  his  sq. 

15.  K.  R.  takes  Kt.  15.  Q.  to  K.'s  2d. 

16.  Q.  Kt.  to  Q.'s  5th.  16.  Q.  to  her  B.'s  4th. 

17.  K.  to  R.'s  sq.  17.  Kt.  to  K.'s  3d. 

18.  £.  R.  takes  Kt.  (ch.)  18.  P.  takes  R. 

19.  Kt.  to  B.'8  6th  (ch.) 

And  wins  the  Qneei^. 
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GAMK  IX. 

Mr.  Siaunton  givts  his  Queerer  Rook. 

(Remove  White's  Q.  R.  from  the  board.) 

White,  (Mr.  B.) 

Black,  (Mr.  — .) 

1. 

K.  P.  two. 

1.  K.  P.  two. 

9. 

K.  B.  P.  two. 

2.  P.  takes  P. 

3. 

K.  Kt.  to  B.'s  3d. 

3.  K.  Kt.  P.  two. 

4. 

K.  B.  to  Q.  B.'s  4th. 

4.  P.  to  K.  Kt.'s  5th. 

5. 

B.  taken  K.  B.  P.  (ch.) 

5.  K.  takes  B. 

6. 

Kt.  toK.'sSthrch.) 

6.  K.  to  his  sq. 

7. 

Q.  takes  P. 

7.  K.  Kt.  to  B.'s  3d. 

8. 

Q.  takes  P. 

8.  Q.  P.  one. 

9. 

K.  Kt.  to  B.'s  3d. 

9.  Q.  Kt.  to  B.'s  3d. 

10. 

Q.  P.  two. 

10.  Q.  to  K.'s  2d. 

11. 

Castles. 

11.  Q.  B.  to  Q.'s  2d. 

12. 

P.  to  K.'s  5th. 

12.  P.  takes  P. 

13. 

P.  takes  P. 

13.  K.  Kt.  to  Q.'s  4th. 

14. 

Q.  to  K.'s  4th. 

14.  Q.  B.  to  K.'s  3d. 

15. 

Q.  B.  to  K.  Kt.'s  5th. 

15.  Q.  to  her  B.'s  4th  (ch.) 

16. 

K.  to  R.'s  sq. 

16.  Q.  Kt.  to  his  5th. 

17. 

Q.  B.  P.  two. 

17.  K.  Kt.  to  Q.  Kt.'s  3d. 

18. 

Q.  Kt.  P.  one. 

18.  K.  B.  toK.'s2d. 

19. 

K.  Kt.  to  Q/s  4th. 

19.  Q.  B.  to  K.  Kt.'s  sq. 

20. 

B.  takes  K.  B. 

20.  Q.  takes  B. 

21. 

K.  Kt.  to  K.  B.'s  5th. 

21.  Q.  to  her  2d. 

22. 

Q.  to  K.  R.'s  4th. 

22.  Q.  R.  to  Q.'s  sq. 

23. 

Q.  to  K  B/s  6th. 

And  wins. 

LESSON  VI. 

THE  ALLGAIEB  GAMBIT. 

In  the  preceding  examples  of  the  King's  Gambit,  White  con- 
tinues his  attack  after  3.  Kt.  to  K.  B.'s  3d,  by  playing  4.  K.  B. 
toQ.  B.'s  4th.  There  is,  however,  another  not  unimportant 
mode  of  operating  at  this  point,  and  one  which  leads  to  situ- 
ations of  remarkable  interest,  that  is,  to  play  4.  K.  R.  P. 
two,  instead  of  4.  B.  to  Q.  B.'s  4th.  '  Black's  best  reply  is 
held  to  be  4.  P.  to  K.  Kt.'s  5th,  whereupon  by  your  moving 
the  endangered  Knight  to  K.'s  5th,  or  to  Kt.'s  5th,  we  arrive 
at  the  Allgaieb  Gambit,  an  opening  once  deemed  invincible^ 
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at  least  by  Allgaier  himself,  who  devoted  much  attention  to 
its  details,  and  which  still  possesses  attractions  for  many 
players  of  eminence. 

The  best  authorities  to  compare  upon  this  Grambit  are 
Salvio  (Ed.  1723),  pp.  56,  58,  60 ;  Greco  (1784),  p.  72  ; 
Cozio,  1st  vol.,  pp.  48,  85,  98,  123,  165,  167,  172,  180, 
196,  329 ;  LoUi,  pp.  216,  219 ;  Mosler,  tab.  vii.  ;  Allgaier, 
tab.  vu. ;  Horny  (1839),  pp.  144—156;  Lewis,  (1844), 
pp.  286—288  ;  La  Bourdonnais,  pp.  91,  93,  96, 101 ;  "  Poly- 
technic Journal  "  (September,  1841),  pp.  141 — 144;  "Pala- 
m^de"  (1842),  pp.  77— 117,  298—307;  and  the  German 
"Handbuch." 

GAME  THE  FIRST. 
WkUe.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

8.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  R.  P.  two.  4.  P.  toK.Kt.'s5th(best). 

5.  Kt.  to  Kt.'s  5th.  5.  K.  R.  P.  one. 

The  present  game  will  be  devoted  to  the  examination  of  what 
follows  your  move  of  the  Kt.  to  Kt.'s  5th,  and  the  next  to  the 
effects  of  5.  Kt.  to  K.'s  5th. 

In  answer  to  your  move  of  Kt.  to  Kt.'s  5th,  Black  may 
play  5.  K.  R.  P.  two,  5.  Q.  P.  two,  and  5.  K*  B.  P.  one. 
For  the  two  former  see  Variation  I.,  the  last  may  speedily  be 
dismissed  as  bad.  (e.  g,) 

5.  K.  B.  P.  one. 

6.  Q.  takes  Kt.  P.  6.  K.  R.  P.  two. 

7.  Q.  to  K.  B.'s  5th.  7.  P.  takes  Kt. 

8.  Q.  to  Kt.'s  6th  (ch.)  8.  K.  to  his  2d. 

9.  Q  takes  P.  (ch.)  9.  K.  to  his  sq. 
10.  Q.  to  K.'s  5th  (ch.) 

Winning  the  Rook,  and  having  the  better  game. 

6.  Kt.  takes  K.  B.  P.  6.  K.  takes  Kt. 

7.  Q.  takes  P.  7.  K.  Kt.  to  B.'s  3d. 

La  Bourdonnais  recommends  for  the  defence  7.  Q.  to  K.  B.'s 
3d,  but  the  authors  of  the  "  Handbuch  "  think  it  inferior :  you 
can  compare  both. 

7.  Q.  to  K.  B.'s  3d. 
8.  Q.  P.  two.  8.  Q.  takes  Q.  P. 

,9.  Q.  takes  P.  (ch.)  9.  Q.  to  K.  B.'s  3d. 

(A  better  move  for  him  than  9.  Kt.  to  B.'s  3d.) 


THE  ALLGAISE  GAMBIT. 


865 


10.  Q.  to  K.  Kt/s  4tb. 

11.  B.  to  Q.  B.'s  4th  (ch.) 

12.  Q.  toK.  B.'8  3d. 

13.  Q.  Kt.  toB.*a3d. 

14.  B.  to  Q.'8  2d. 


10.  Q.  to  K.  Kt.*8  3d. 

11.  K.  toKt.'8  2d. 

12.  K.  Kt.  to  B.'8  3d. 

13.  K.  B.  to  Q.  Kt.'s  5th. 

14.  Q.  P.  one. 


Black'8  game  is  preferable. 

8.  Q.  takes  K.  B.  P.  8.  K,  B,  to  Q.'s  3d  (best). 

This  is  Black's  best  move  ;  it  was  first  given  by  Horny,  a 
Grerman  writer,  and  it  has  the  effect  of  utterly  paralyzing 
White's  further  efforts. 

9.  B.  to  Q.  B.'s  4th  (ch.)         9.  K.  to  Kt.'s  2d  (best). 

If  instead  of  checking  with  the  B.,  you  play  9.  P.  to  K.'s  5th, 
Black  takes  it  for  nothing,  as  you  cannot  capture  his  B.  but 
at  the  cost  of  your  Queen.  If  you  move  9.  Q.  to  K.  B.'s  2d, 
he  replies  with  9.  K.  to  Kt.'s  2d,  preparatory  to  playing  R. 
to  K.  B.'s  sq.,  and  finally,  if  you  move  9.  Q.  to  K.  B.'s  3d, 
he  might  proceed  £is  follows  : — 

9.  Q.  to  K.  B.'s  3d. 

10.  Q.  B.  P.  one. 

11.  Q.  toK.'8  2d. 

12.  K.  R.  to  his  3d. 

13.  Q.  P.  one. 

He  has  obyionaly  the  better  game. 

10.  Q.  to  K.  B.'s  5th.  10.  B.  to  Kt.'s  6th  (ch.) 

If  you  play  10.  Q.  to  B.'s  2d,  he  replies  with  10.  R.  to  K.  B.*s 
sq.,  and  if  10.  Q.  to  B.'s  3d,  with  10.  Q.  Kt.  to  B.'s  3d,  as 
before. 

11.  K.  to  B.'s  sq.  11.  K.  R.  to  B.'s  sq. 

Black  has  a  winning  position. 


9.  Q.  Kt.  to  B.'s  3d. 

10.  Q.  Kt.  to  K.'s  4th. 

11.  Q.  Kt.  to  K.  Kt.'8  5th. 

12.  Q.  to  K/8  2d. 

13.  Q.  B.  P.  one. 


Variation,  beginning  at  Black^s  bih  move* 


White. 

1.  K'  P'  two,  . 

2.  jfiT.  B.  P,  two, 

3.  K.  Kt,  to  B,'s  M, 

4.  K,  R,  P,  two, 
,5.  Kt.  to  Kt.'s  bth. 


Black. 

ri.  K,  P,  two. 
2.  P.  takes-  P, 
K.  Kt.  P.  two. 
P.  to  K.  Kt.'s  6th. 
5.  K.  R.  P.  two. 


When  Kt.  is  played  to  his  5th,  Black's  best  reply  is  5.  K. 
R.  P.  one  ;  and  when  it  is  played,  as  in  the  next  game,  to 
K.'s  5th,  then  the  proper  answering  move  is  5.  K.  R.  P.  two. 
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Tlie  objection  to  it  in  the  present  instance  is  the  difficulty 
afterwards  found  in  expelling  the  White  Kt.  from  his  threat- 
ening position.  As  was  before  remarked,  Black  may  also  play 
6.  Q.  P.  two,  the  result  of  which  it  may  be  well  to  show  at 

once.    Suppose  then — 

5.  Q.  P.  two. 

6.  P.  takes  P.  6.  Q.  takes  P. 

(Ponziani  recommends  for  Black  6.  K.  Kt.  to  B.'s  3d.) 

7.  Q.  Kt.  to  B.'s  3d.  -        7.  Q.  to  K.*s  4th  (ch.) 

8.  Q.  to  K.'s  2d.  8.  K.  B.  P.  one. 

9.  Q.  takes  Q.  (ch.)  9.  P.  takes  Q. 

10.  B.  to  K  B.'s  4th.  10.  K.  Kt.  to  R.'s  3d. 

11.  Q.  P.  two.  11.  P.  takes  P. 

12.  Q.  Kt.  to  lus5th.  12.  Q.  Kt.  to  R/s  3d. 

13.  Q.  B.  takes  P.  13.  K.  B.  to  Q.  Kt.'s  5th  (ch.) 

14.  Q.  B.  P.  one.  14.  P.  takes  P. 

15.  P.  takes  P.  15.  B.  to  Q.  R.'s  4th. 

16.  Castles  on  Q.'s  aide. 

With  the  better  game. 

6.  K.  B.  to  Q.  B.'s  4th.  6.  K.  Kt.  to  R.'s  3d. 

7.  Q.  P.  two.  7.  K.  B.  P.  one. 

8.  Q.  B.  takes  P.  8.  P.  takes  Kt. 

9.  P.  takes  P.  9.  Kt.  to  B.'s  2d. 

If  he  move  9.  Kt.  to  his  sq.,  you  reply  10.  Q.  B.  to  K.'s  5th. 

10.  P.  to  K.  Kt.'s  6th.  10.  Kt.  to  Q.'s  3d. 

11.  Q.  B.  takes  Kt.  11.  P.  takes  B. 

12.  B.  to  B.'s  7th  (ch.)  12.  K.  to  his  2d. 

13.  Castles.  13.  Q.  to  her  R.'s  4th. 
AUgaier's  move  for  you  is  13.  Q.  Kt.  to  B.'s  3d,  upon  which 
Black  plays  13.  Q.  to  Q.  R.'s  4th,  and  you  answer  with  14. 
Q.  to  her  2d.     He  appears  to  have  overlooked  that  Black 
could  then  play  14.  K.  B.  to  R.'s  3d. 

14.  B.  to  Q.'s  5th.  14.  K.  to  his  sq. 

15.  Q.  to  her  B.'s  sq.  15.  K.  to  Q.'s  sq. 

16.  Q.  to  K.  Kt.'s  5th  (ch.)  16.  B.  to  K.'s  2d. 

17.  P.  to  K.  Kt.'s  7th. 

And  you  win  with  ease. 

GAME  THE  SECOND. 
WhiU.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 
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3.  K.  Kt.  to  B/s  3d.  8.  K.  Kt.  P.  two. 

4.  K.  R.  P.  two.  4.  P.  to  K.  Kt.'s  5th. 

5.  Kt.  to  K.'s  6th*  5.  K.  R.  P.  two  (best). 

The  playing  Kt.  to  K.'s  5th  gives  you  both  a  safer  and  more 
lasting  attack  than  Kt.  to  Kt.'s  5th,  but  the  advantage  gained 
by  this  manner  of  play  has  been  vastly  overrated,  since 
Black  has  at  his  command  a  sure  defence,  from  the  line  of 
operations  developed  in  the  present  game. 

Black's  move  of  5.  K.  R.  P.  two  is  the  right  one ;  he 
may,  however,  play  5.  K.  Kt.  to  B.'s  3d,  or  5.  Q.  P.  one, 
without  disadvantage.     For  example ;  in  the  first  place,— 

5.  K.  Kt.  to  B.'s  3d. 

6.  B.  to  Q.  B.'s  4th.  6.  Q.  to  K.'s  2d. 

(If  you  play  6.  Q.  P.  two,  he  replies  with  6.  Q.  P.  one,  and  if  6.  Kt.  takes 
K.  Kt.  P.,  with  6.  Kt.  takes  K.  P.,  the  game  being  even.) 

7.  Q.  P.  two.  7.  Q.  P.  one. 

8.  Kt.  takes  K.  B.  P.  8.  Q.  takes  K.  P.  (ch.) 

(If  yon  take  8.  K.  B.  P.  with  B.  (ch.)*  Black  retires  his  K.  to  Q.'s  sq., 

and  has  the  better  game.) 

9.  Q.  to  K.'s  2d.  9.  Q.  takes  Q.  (ch.) 

10.  K.  takes  Q.  10.  P.  to  Q.'s  4th. 

11.  Kt.  takes  R.  11.  P.  takes  B. 

He  has  the  advantage. 

In  the  second  place, — 

5.  Q.  P.  one. 

6.  Kt.  takes  Kt.  P.  6.  B.  to  K.'s  2d. 

7.  Q.  P.  two.  7.  B.  takes  K.  R.  P.  (ch.) 

8.  Kt.  to  K.  B.'s  2d.  8.  Q.  to  K.  Kt.'s  4th. 

(Black  may  also  play,  with  apparent  benefit,  8.  Q.  to  K.  B.'s  3d,  a  move 
lately  adopted  by  the  leading  players  of  Pesth.) 

9.  Q.  to  K.  B.'s  3d.  9.  B.  to  K.  Kt.'s  6th. 

10.  Q  Kt.  to  B.'s  3d.  10.  K.  Kt.  to  B.'s  3d. 

11.  Q.  B.  to  Q.'s  2d. 

The  game  is  about  even,  but  with  the  move  given  in  the  "  Handbuch'* 
and  elsewhere  for  White's  11th,  K.  B.  to  Q.'s  3d,  Black  may  obtain  an 
advantage,  I  think,  through  R.  to  K.  Kt.'s  sq.,  with  the  view  to  play  Q. 
B.  to  K.  Kt.'8  5th  at  the  proper  moment. 

6.  K.  B.  to  Q.  B.'s  4th.  6.  K.  Kt.  to  R.'s  3d. 

Modern  authorities  concur  in  pronouncing  the  move  6.  K.  Kt. 
to  R.'s  3d  inferior  to  6.  R.  to  K.  R.'s  2d,  and  the  "  Hand- 
buch  "  remarks,  that  after  the  former.  Black  must  lose  the 
gambit  P.  We  will  briefly  examine  the  consequences  arising 
nom  the  defence  with  the  Knight,  and  subsequently  those 
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which  spring  from  6.  R.  to  K.  R.'s  2d.  (See  Game  the 
Thiid.) 

7.  Q.  P.  two.  7.  Q.  P.  one. 

8.  Et.  to  Q.'s  3d.  8.  P.  to  K.  B.'s  6th. 

9.  K.  Kt.  P.  one.  9.  F.  to  Q,'s  4<A. 

If  you  play  9.  P.  takes  P.,  he  can  move  9.  E.  B.  to  E.'s  2d, 
and  on  your  moving  10.  Q.  B.  to  E.  Et.'s  5th,  take  P.  with 
P.,  having  the  advantage. 

10.  B.  takes  Q.  P.  10.  Q.  B.  P.  one. 

If  you  take  10.  Q.  P.  with  E.  P.,  he  plays  E.  Et.  to  B.'s4th. 

11.  B.  to  Q.  Et.'s  3d.  11.  Q.  takes  Q.  P. 

He  has  decidedly  the  better  game. 

The  ingenious  variation  at  Black's  9th  move  we  owe  to 
Mr.  Enight,  an  amateur  of  the  London  circle  of  chess-players ; 
it  appears  as  effectual  in  baffling  all  further  attack  in  this 
branch  of  the  Allgaier  Gambit,  as  Horny's  move  of  E.  B. 
to  Q.'s  3d  in  the  former  one. 

GAME  THE  THIRD. 
White.  Black. 

1.  E.P.  two.  1.  E.  P.  two. 

2.  E.  B.  P.  two.  2.  P.  takes  P. 

3.  E.  Et.  to  B.'s  3d.  3.  E.  Et.  P.  two. 

4.  E.  R.  P.  two.  4.  P.  to  E.  Et.'s  5th. 

5.  Et.  to  E.'s  5th.  5.  E.  R.  P.  two. 

6.  E.  B.  to  Q.  B.'s  4th.  6.  R.  to  E.  R.'s  2d. 

This  is  the  generally  accepted  move  for  Black  ;  and  prior  to 
the  discovery  of  Mr.  Enight 's  defence,  of  which  we  have 
seen  a  sketch  in  the  last  game,  it  was,  perhaps  with  proprie- 
ty, considered  preferable  to  6.  E.  Et.  to  R.'s  3d. 

7.  Q.  P.  two.  7.  P.  to  E.  B.'s  6th  (best). 
When  the  Rook  is  moved  to  his  second  to  defend  the  Pawn, 
as  in  this  game,  you  may  obtain  a  violent  but  unstable  attack 
by  playing  thus : — 

7.  Kt  takes  K.  B.  P.  7.  R.  takes  Kt. 

8.  B.  takes  R.  (ch.)  8.  K.  takes  B. 

9.  Q.  P.  two.  9.  P.  to  K.  B.'s  6th. 

(HiB  best  move,  for  if  he  play  9.  B.  to  K.  R.'s  3d,  you  castle,  with  an  un- 
proved flitoation.) 


TH£   KINa's  book's  PAWN   OAMBIT.  869 

10.  P.  takes  P.  10.  Q.  P.  one. 

With  dae  care  now  Black  must  win,  in  spite  of  the  exposed  position  of  hiB 

King. 

8.  E.  Kt.  P.  one.  8.  Q.  Kt.  to  B.'s  dd. 

If,  instead  of  8/  K.  Kt.  P.  one,  you  take  the  P.,  he  may  first 
dislodge  your  Kt.  with  8.  Q.  P.  one,  and  then  play  E.  B.  to 
K.'s  2d. 

9.  Kt.  takes  Kt.  9.  Q.  P.  takes  Kt. 

You  may  also  play  9.  Kt.  to  K.  Kt.'s  6th,  and  proceed  as 
fellows : — 

9.  Kt.  to  K.  Kt.'8  6th.  9.  6.  to  K.  Kt.'sSd. 

(He  might  likewise  take  your  Kt.  and  then  move  R.  to  his  sq.  again.) 

10.  Q.  B.  P.  one.  10.  K.  Kt.  to  B.'s  3d. 

11.  Q.  B.  to  K.  Kt.*s  5th.  11.  P.  takes  Kt. 

12.  P.  to  K.'s  5th.  12.  Q.  P.  two. 

13.  B.  to  Q/s  3d.  13.  Q.  B.  to  K.  B.'s  4th. 

14.  B.  takes  B.  14.  P.  takes  B. 

15.  Q.  to  her  3d.  15.  Q.  to  her  2d. 

16.  P.  takes  Kt.  16.  B.  to  K.  R.'s  sq. 

Yon  must  lose  the  advanced  P.,  and  Black  will  then  have  the  superiority. 

10.  Q.  B.  to  K.  B.'s  4th.  10.  Q.  to  K.'s  2d. 

11.  Q.  Kt.  to  B.'s  3d.  11.  Q.  B.  to  K.'s  3d. 

12.  P.  to  Q.'s  5th.  12.  Castles  on  Q.'s  side. 

He  has  a  little  better  game,  but  the  advantage  is  not  nearly 
so  decisive  as  in  the  second  game. 


LESSON    VII. 

THE   king's  rook's  PAWN  GAMBIT. 

This  deviation  from  the  great  parent  opening  consists  in 
White's  throwing  forward  his  K.  R.  Pawn  at  the  third  move, 
instead  of  playing  the  K.  Kt.  to  B.'s  3d.  The  object  of  this 
move  is  to  prevent  the  customary  advance  of  Black's  K.  Kt. 
?awn ;  but  to  attain  this  you  sacrifice  position,  and  if  properly 
met,  your  attack  is  speedily  foiled  or  turned  against  you. 

16* 
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GAME  THE  FIRST. 
White  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  R.  P.  two.  3.  K.  B.  to  K.'s  2d  (best). 

Black  may  also  play  with  safety  3.  Q.  P.  two,  but  that  move 
is  not  so  strong  as  B.  to  K.'s  2d.     (See  Variation.) 

4.  Q.  to  K.  Kt.'s  4th.  4.  Q.  P.  two  (best). 

You  can  likewise  adopt  4.  K.  Kt.  to  B.'s  3d,  and  pursue  the 
attack  as  follows  : — 

4.  K.  Kt.  to  B/s  3d.  4.  K.  Kt.  to  B.'s  dd. 

(The  nsoal  move  for  Black  is  4.  Q.  P.  one,  that  of  K.  Kt.  to  B.'s  3d  is 
given  by  Stamma,  Jaenisch,  and  the  German  "  Handbuch.") 

5.  Q.  F'.  one.  5.  Q.  P.  two. 

(If  yon  play  5.  P.  to  K/s  5th,  Black  may  reply  with  5.  Kt.  to  K.  R.'s  4di 

and  then  Kt.  to  his  6^.) 

6.  P.  takes  P.  6.  Kt.  takes  P. 

7.  Q.  B.  P.  two.  7.  Kt.  to  K's  6th. 

8.  B.  takes  Kt.  8.  P.  takes  B. 

9.  P.  to  Q.'s  4th.  9.  Q.  B.  to  K.  Kt.'s  5th. 

Black  has  the  better  game. 

5.  Q.  takes  doubled  P.  5.  P.  takes  P. 

He  might  also  play  5.  K.  B.  to  Q.'s  3d,  as  advised  by  Stamma* 

6.  Q.  takes  K.  P.  6.  K.  Kt.  to  B.'s  3d. 

7.  Q.  to  K.  B.'s  3d.  7.  Castles. 

8.  K.  B.  to  Q.  B.'s  4th.  .  8.  Q.  B.  to  K.  Kt.'s  5th. 

9.  Q.  takes  Q.  Kt.  P.  9.  Q.  to  her  3d. 

10.  Q.  to  her  Kt.'s  3d.  10.  Q.  Kt.  to  B.'s  3d. 

If  you  venture  to  take  the  Rook,  the  following  is  the  result  :— 

10.  Q.  takes  R.  10.  Q.  Kt.  to  B.'s  3d. 

11.  Q.  to  Kt.'s  7th.  11.  Q.  to  K.  Kt.'s  6th  (ch.) 

12.  K.  to  B.'s  sq.  12.  K.  Kt.  to  K.'s  5th. 

And  he  must  win. 

11.  Q.  to  her  3d.  11.  Q.  Kt.  to  Q.'s  5th. 

12.  Q.  B.  P.  one.  12.  Q.  to  K.'s  4th  (ch.) 

13.  K.  to  B.'s  sq.  13.  Q.  Kt.  to  K.  B.'s  4th. 

Black  has  a  winning  game. 
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Variation,  beginning  at  Black* s  Zd  move^ 
White.  Black. 

1.  K.  P.  two.  i  1.  K.  P.  two. 

2.  JT.  B.  P.  itffo,  I  2.  P.  takes  P. 

3.  K.  R.  P.  two.  8.  Q.  P.  two. 

4.  P.  takes  P.  4.  Q.  takes  P. 

He  might  also  play  4  K.  B.  to  Q.'s  Sd. 

5.  Q.  to  K.'s  2d  (ch.)  5.  Q.  B.  to  K.'s  8d. 

6.  Q.  Kt.  to  B.'s  3d.  6.  Q.  to  her  2d. 

7.  Q.  P.  one.  7.  K.  B.  to  Q.'s  3d. 
a  K.  Kt.  to  R.'s  3d.  8.  Q.  Kt.  to  B's  3d. 

9.  Q.  Kt.  to  his  dth.  9.  Castles  on  Q.'s  side* 

10.  Kt.  takes  B.  (ch.)  10.  P.  takes  Kt. 

11.  Kt.  takes  P.  11.  B.  to  K.  Kt.'s  5th. 

12.  Q.  to  her  2d.  12.  R.  to  K.'s  sq.  (ch.) 

And  he  has  the  better  game. 

GAMES  m  ACTUAL  PLAY. 

ILLUSTRATIVE   OF   THE   PRECEDING  ANALYSES. 


GAME  I. 

Between  two  English 

Amateurs. 

White, 

Black. 

1. 

K.  P.  two. 

1. 

K.  P.  two. 

2. 

K.  B.  P.  two. 

2. 

P.  takes  P. 

3. 

K.  Kt.  to  B.'s  3d. 

3. 

K.  Kt.  P.  two. 

4. 

K.  R.  P.  two. 

4. 

P.  to  K.  Kt.'s  5th. 

5. 

K.  Kt.  to  hifl  5th. 

5. 

K.  R.  P.  one. 

6. 

Kt.  takes  K.  B.  P. 

6. 

K.  takes  Kt. 

7. 

Q.  takes  Kt.  P. 

7. 

K.  Kt.  to  B.'s  3d. 

8. 

Q.  takes  K.  B.  P. 

8. 

Q.  P.  one.  (a) 

9. 

Q.  P.  two. 

9. 

K.  toKt.'s2d. 

10. 

B.  to  Q.  B.'s  4th. 

10. 

Q.  to  K.'s  sq. 

11. 

Castles. 

11. 

B.  to  K.'s  2d. 

12. 

P.  to  K.'s  5th. 

12. 

P.  takes  P. 

13. 

P.  takes  P. 

13. 

B.  to  Q.  B.'s  4th  (ch.) 

14. 

K.  to  R.'s  sq. 

14. 

K.  Kt.  to  hifl  5th. 

15. 

Q,  Kt.  toB.'»3d. 

15. 

Q.  B.  to  K.'s  3d. 

16. 

Kt.  to  K.'s  4th. 

16. 

B.  takes  B. 

17. 

Q.  takes  Kt.  (ch.) 

17. 

Q.  to  Kt.'s  3d. 

18. 

Q.  takes  Q.  (ch!) 

18. 

K.  takes  Q. 

19. 

R.  to  K.  B.'s  6th  (ch.) 

19. 

K.  to  Kt.'s  2d. 

SO. 

Kt.  takes  K.  B. 

20. 

Q.  Kt.  to  B.'s  3d. 
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SI.  Kt.  to  K.'a  6th  (ch.)  21.  B.  takes  Kt 

22.  R.  takes  B.  22.  Q.  R.  to  K/ssq. 

93.  Q.  B.  takes  K.  R.  P.  (ch.)  (6)    23.  K.  to  B  's  2d. 

24.  R.  to  K.  B.'s  6th  (ch.)  24.  K.  to  his  2d. 

25.  B.  to  Kt.'8  5th.  25.  Kt.  takes  K.  P. 

26.  R.  to  K.  R.'s  6th  (dis.  ch.)  26.  K.  to  B.'s  2d. 

27.  a  R.  to  K.  B/s  sq.  (ch.)  27.  K.  to  Kt.*8  2d. 

28.  R.  takes  R.  28.  K.  takes  R. 

29.  B.  to  B.'s  6th  (ch.)  29.  K.  to  Kt-'s  sq. 

30.  R.  to  K.'8  sq. 

And  wins. 

NOTES   TO   GAME   I. 

(a)  The  coirect  move  is  that  preyiooslir  mentioned  by  Homy,  of  8.  Bi. 
to  Q.'8  3d. 

(i)  Cleyerly  played. 


GAME  IT. 

Between  Meatri 

r.  KieseritzJnj  and  Walker- 

(From  L»  Palam^dB.) 

WhiU.    (M.K.) 

Black.    (Mr.  W.) 

1.  K.  P.  two. 

1. 

K.  P.  two. 

2.  K.  B.  P.  two. 

2. 

P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d. 

3. 

K.  Kt.  P.  two. 

4.  K.  R.  P.  two. 

4. 

P.  to  K.  Kt.'8  5th. 

5.  Kt.  to  K.'8  5th. 

5. 

K.  R.  P.  two. 

6.  K  B.  to  Q.  B.'s  4th. 

6. 

K.  Kt.  to  R.'s  3d. 

7.  Q.  P.  two. 

7. 

Q.  P.  one. 

8.  Kt.  to  Q.'s  3d. 

8. 

P.  to  K.  B.'s  6th 

9.  K.  Kt.  P.  one. 

9. 

P.  to  Q/s  4th.  (a) 

10.  B.  takes  Q.  P.  (b) 

10. 

Q.  B.  P.  one. 

11.  B.toQ.  Kt.'8  3d. 

11. 

Q.  takes  Q.  P. 

12.  Q.  Kt.  to  B.'s  3d. 

12. 

K.  B.  to  Q.'s  3d. 

13.  K.  Kt.  to  B.'s  4th. 

13. 

Q.  takes  Q.  (ch.) 

14.  Kt.  takes  Q. 

14. 

B.  takes  Kt. 

15.  B.  takes  B. 

15. 

Q.  B.  to  K.'s  3d. 

16.  Kt.  to  K.'s  3d. 

16. 

Q.  Kt.  to  Q.'8  2d. 

17.  B.  takes  B. 

17. 

P.  takes  B. 

18.  Kt.  to  Q.  B.'s  4th. 

18. 

K.  Kt.  toK.  B.'s2d. 

19.  Castles  on  Q.'s  side. 

19. 

P.  to  K.'s  4th.     V 

20.  B.  to  K.'B  3d. 

20. 

K.  to  his  2d. 

21.  R.toQ/s3d. 

21. 

Q.Kt.  toK.B.'8  3d. 

22.  R.  to  Q.  Kt/s  3d. 

22. 

Q.  Kt.  P.  one. 

23.  K.  R.  to  K.'s  sq. 

23. 

K.  R.  to  Q.'8  sq. 

24.  Q.  R.  P.  two. 

24. 

K.  to  his  3d. 

25.  P.  to  Q.  R.'s  5th  (c) 

25. 

Kt.  takes  K.  P. 

26.  P.  takes  P. 

26. 

P.  takes  P, 
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5i7.  K.  to  Kt.'B  sq.  27.  P.  to  Q.  Kt/s  4&. 

28.  Kt.  to  Q.  R.  3d  sq.  28.  Kt.  to  Q/s  7th  (ch.) 

29.  B.  takes  Kt.  29.  R.  takes  B. 

White  BoirendeTs.  (d) 

NOTES  TO  GAME  II. 

(a)  This  is  the  principal  feature  of  the  defence,  for  which  we  are  in- 
debted to  Mr.  Knight. 

(6)  If  he  take  P.  with  P.,  then  Black  follows  with  K.  Kt.  to  B.'s  4th, 
threatening  both  Q.'s  and  K.  R.  Pawns. 

{e)  Much  better  to  have  protected  his  K.  P. 

d)  This  game  is  much  below  the  usual  standard  of  M.  Kieseritzkij's 
pky. 


i: 


GAME  III. 
Between  MM.  Kieeeriizkij  and  Calvi, 
WbiU,  (M.  K.)  Blacle,  (M.  C.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  R.  P.  two.  4.  P.  to  K.  Kt.'s  5th. 

5.  Kt.  to  K.'s  5th.  5.  P.  to  K.  R/s  4th. 

6.  K.  B.  to  Q.  B.'s  4th.  6.  R.  to  K.  R.'s  2d. 

7.  Q.  P.  two.  7.  Q.  P.  one. 

8.  Kt.  to  Q.'s  3d.  8.  P.  to  K.  B.'s  6th. 

9.  P.  takes  P.  9.  Q.  B.  P.  one. 

10.  K.  Kt.  to  B.'s  4th.  10.  K.  Kt.  to  K.'s2d. 

11.  Q.  Kt.  to  B.'s  3d.  11.  Q.  Kt.  to  Q.'s  2d. 

12.  K.  to  B.'s  2d.  12.  R.  to  K.  R.'s  sq. 

13.  Q.  to  her  3d.  13.  K.  B.  to  Kt?s  2d. 

14.  Q.  B.  to  Q.'s  2d.  14.  K.  to  B.'s  sq. 

15.  Q.  R.  to  K/s  sq.  15.  Q.  to  her  Kt.'s  3d. 

16.  Q.  B.  to  K.'s  3d.  16.  Q.  to  Q.  B/s  2d. 

17.  K.  B.  to  K.'s  6th.  17.  Q.  Kt.  P.  two. 

18.  Q.  Kt.  P.  two.  18.  Q.  Kt.  to  his  3d. 

19.  K.  B.  to  Q.  Kt.'s  3d.  19.  Q.  R.  P.  two. 
20    Q.  R.  P.  one.  20.  P.  to  Q.  R/s  5th. 
21.  B.  to  Q.  R.'s  2d.  21.  Q.  B.  to  Kt.'s  2d. 
9Q.  P.  to  K.'s  5th.  22.  P.  to  Q.'s  4th. 

23.  P.  to  K.'s  6th.  23.  Q.  B.  to  hissq. 

24.  Q.  B.  to  his  sq.  24.  Q.  to  her  3d. 

25.  P.  takes  P.  25.  K.  takes  P. 

26.  Q.  Kt.  toK.'8  4th.  26.  Q.  to  her  B.'s  2d. 

27.  Q.  Kt.  to  K.  Kt.'s  5th  (ch.)        27.  K.  to  Kt.'s  sq. 

28.  R.  takes  Kt.  28.  Q.  takes  R. 

29.  R.  to  K's  sq.  29.  Q.  to  K.  B.'s  3d 

30.  R.  to  K.'s  8th  (ch.)  30.  B.  to  K.  B.*s  sq. 

31.  K.  Kt.  to  Kt.'8  6th.  31.  Q.  B.  to  K.  B.'s  4th 
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39.  Q.  takes  B.  (a)  32.  Q.  takes  Q. 

33.  Kt.  to  K.'8  7th  (ch.)  33.  K.  to  Kt/e  2d. 

34.  Kt.  takes  Q.  (ch.)  34.  K.  to  B.'s  3d. 

35.  R.  to  K.'s  6th  (ch.)  35.  K.  takes  Kt. 

36.  B.  toQ.  Kt.'8sq. 

And  mates  next  move. 


NOTE   TO   GAME    III. 

(a)  The  tennination  of  this  game  is  very  beantifiilly  played  by  M. 
Ceseritzky. 

GAME  IV. 
Between  MJ\L  Kieeeritzkij  and  Ehrman. 
{Prom  the  Ckes*-Plafer*8  Chronicle.) 
White,  (M.  K.)  Black,  (M.  E.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.*8  3d.  3.  K.  Kt.  P.  two. 

4.  K.  R.  P.  two.  4.  P.  to  K.  Kt.*8  5th. 

5.  Kt.  to  K.'s  5th.  5.  K.  R.  P.  two. 

6.  K.  B.  to  Q.  B.'s  4th.  6.  K.  Kt.  to  K.  R.'s  3d. 

7.  Q.  P.  two.  7.  Q.  P.  one. 

8.  K.  Kt.  to  Q.'s  3d.  8.  P.  to  K.  B.'s  6th. 

9.  K.  Kt.  P.  one.  9.  B.  toK.'s  3d.  (a) 

10.  B.  takes  B.  10.  P.  takes  B. 

11.  K.  Kt.  to  K.  B.'s  4th.  11.  P.  to  K.*8  4th. 

12.  Kt.  takes  K.  R.  P.  12.  Q.  Kt.  to  B/s  3d.  (b) 

13.  P.  to  Q.'s  5th.  13.  Q.  Kt.  to  Q/s  5th. 

14.  Q.  Kt.  to  B.'s  3d.  14.  K.  Kt.  to  K.  B.'s  2d. 

15.  K.  Kt.  to  K.  B.'s  4th.  15.  Q.  to  K.  B.'s  3d.  (c) 

16.  K.  Kt.  to  Q.'s  3d.  16.  B.  to  K.  R.'s  3d. 

17.  K.  to  his  B.'s  2d.  17.  Castles  on  Q.'s  side. 

18.  Q.  R.  P.  two.  18.  K.  to  Kt.'s  sq. 

19.  Q.  Kt.  P.  two.  19.  K.  R.  to  his  2d. 

20.  Q.  B.  takes  B.  20.  K.  Kt.  takes  B. 

21.  Q.  to  her  2d.  21.  Q.  R.  to  K.  R.'s  sq. 

22.  P.  to  Q.  Kt.'s  5th.  22.  Q.  Kt.  to  K.'s  7th. 

23.  P.  to  Q.  R/B  5th.  23.  K.  Kt.  to  K.  B.'s  2d. 

24.  P.  to  Q.  Kt.'s  6th.  24.  Q.  B.  P.  takes  P. 

25.  P.  takes  P.  25.  Q.  R.  P.  one. 

26.  Q.  Kt.  to  his  5th.  26.  Q.  R.  to  Q.  B.'s  sq.  (d) 

27.  Q  Kt.  to  Q.  B.'s  7th.  27.  K.  Kt.  to  Q'ssq. 

28.  K.  Kt.  to  Q.  Kt.'s  4th.  28.  Q.  R.  takes  Kt. 

29.  Q.  R.  takes  Q.  R.  P.  29.  Q.  R.  to  Q.  B.'s  5th. 

30.  Q.  R.to  Q.  R.'s  8th  (ch.)  30.  K.  takes  R. 

31.  Kt.  to  Q.  B.'s  6th.  31.  P.  takes  Kt. 

32.  Q.  to  R.'s  5th  (ch.)  32.  K.  to  Q.  Kt.'s  sq. 

33.  R.  to  Q.  R.'s  sq.  33.  K.  to  Q.  B.'s  sq. 
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34.  Q.  to  Q.  R/8  8th  (ch.)  34.  K.  to  Q.'s  7th. 

35.  P.  toKt/B  7th.  35.  Q.  R.  takes  Q.  B.  P. 

36.  Q.  P.  takes  P.  (ch.)  36.  K.  to  his  2d. 

37.  Q.  takes  Kt.  (ch.)  37.  K.  takes  Q. 

38.  P.  to  Kt.'s  8th»  becoming  a    38.  K.  to  his  2d. 

Q.  (ch.) 

39.  R.  to  Q.  R.'s  7th  (ch.)  39.  K.  to  his  3d. 

White  mates  in  two  moves. 


NOTES   TO   GAME   IV. 

(a)  He  should  have  played  9.  P.  to  Q.*8  4th. 

(b)  Why  not  play  King's  Knight  to  bishop's  2d>  winning  the  advene 
Knight? 

(e)  Black  should  have  taken  the  Knight  immediately,  and  then  if  the 
White  Qaeen  had  taken  his  Knight  in  return,  he  would  have  won  the 
King's  Knighf  s  Pawn,  and  have  obtained  an  irresistible  position. 

(d)  Badly  played.  In  this  situation  he  might  have  forced  the  game  by 
two  distinct  modes  of  play. 

In  the  first  place : 

26.  K.  R.  takes  K.  R.  P. 

If  White  does  not  take  the  Rook,  Black  checks  with  it  at  Rook's  7th, 
and  wins  easily.    Thereforey^ 

White.  Black. 

27.  R.  takes  R.,  or  (A.)  27.  R.  takes  R. 

28.  P.  takes  R.  28.  Q.  takes  P.  (ch.) 

29.  K.  toB.'s  sq.  29.  P.  to  K.  Kt.'s  6th. 

And  wins. 

(A.) 

27.  P.  takes  R.  27.  R.  takes  P. 

28.  R.  takes  R.  28.  Q.  takes  R.  (ch.) 

29.  K.  to  his  3d.  29.  Q.  to  K.  Kt.'s  4th  (ch.) 

30.  Kt.to  K.  B.'8  4th.  30.  P.  takes  Kt.  (ch.) 

31.  K.  to  B.'s  2d  (or  Kt.  mates  at    31.  Q.  to  R.'s  5th  (ch.),  &e. 

K.'s  4th.) 

If  White  at  his  28th  move  refuse  to  capture  the  second  Rook,  and 
moves  his  Rook  away  instead.  Black  may  either  advance  his  K.  Kt.  P. 
(ch  ),  or  play  R.  to  R.'s  7th,  checking,  secure  in  either  case,  of  a  won  game. 

In  the  second  place  : 

26.  K.  Kt.  to  his  4th. 

27.  a  takes  Kt.,  or  (B.)  27.  Q.  takes  Q. 

28.  P.  takes  Q.  28.  R.  takes  R. 

29.  R.  takes  R.  29.  R.  takes  R. 

30.  Q.  Kt.  takes  Q.  P.  (best).  30.  R.  to  R/s  7th.  (ch.) 

31.  K.  to  hiB  3d  (best).  31.  Kt.  to  Q.'s  5th. 

32.  K.  Kt.  takes  K.  P.  32.  Kt.  takes  Q.  B.  P.  (ch.) 

And  wins,  because  White  must  play  Mb  King  to  a  square  where  he  will 
be  in  dieck  of  the  Queen  which  his  opponent  will  make  in  two  moves. 
Observe,  however,  that  if  Black  advance  his  Bishop's  Pawn  before  ta- 
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king  the  Qaeen'0  Bishop's  Pawn,  he  will  probably  lose  the  game  bf 
White's  firat  checking  with  the  King's  Knight  at  Q.'8  7th,  and  then 
playing  the  other  Knight  to  K/s  8th  square. 

(B.) 

26.  K.  Kt.  to  to  his  4th. 

27.  P.  takes  Kt.  27.  R.  to  K.  R.'s  7th  (ch.) 

28.  R.  Ukes  R.  (best).  28.  R.  takes  R.  (ch.) 

29.  K.  to  his  sq.,  or  (C.)  29.  P.  to  K.  B.'s  7th  (ch.) 

30.  K.  takes  Kt.  30.  P.  to  B.'s  8th,  becomes  a  Q., 

(double  check)  and  mates 
next  moye. 
C.) 

29.  K.  to  his  B.'s  sq.  29.  Kt.  takes  P.  (ch.) 

30.  K.  to  his  sq ,  or  (D.)  30.  P.  to  K.  B.'s  7th  (ch.) 

31.  Q.  takes  P.  (best).  31.  R.  to  R.'s  8th  (ch.) 

(If  the  Knight  takes  Pawn,  Black  mates  in  two  moves.) 

32.  K.  to  Q.'s2d.  32.  Q.  takes  P.  (ch.) 

33.  K.  to  B.'s  3d.  33.  Kt.  takes  K.  P.  (ch.) 

And  wins. 

30.  K.  to  Kt.'s  sq.  30.  R.  takes  Q. 

Winning  ;  for  if  White  take  the  Queen  in  return,  he  is  mated  od  tiia 

move. 

GAME  V. 
Bettoeen  Mr.  Cochrane  and  Capt.  Evans, 
White,  (Mr.  C.)  Black,  (Capt.  E.) 

1.  K.P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  R.  P.  two.  4.  P.  to  K.  Kt.'s5th. 
6.  Kt.  to  K.'s  5th.  5.  K.  R.  P.  two. 

6.  K.  B.  to  Q.  B.'s  4th.  6.  K.  R.  to  his  2d. 

7.  Kt.  takes  K.  B.  P.  7.  R.  takes  Kt. 

8.  B.  takes  R.  (ch.)  8.  K.  takes  B. 

9.  Q.  P.  two.  9.  B.  to  K.  R.'s  3d.  {a) 

10.  B.  takes  P.  10.  B.  takes  B. 

11.  Castles.  11.  Q.  takes  K.  R.  P. 

12.  R.  takes  B.  (ch.)  12.  K.  Kt.  to  B.'s  3d. 

13.  P.  to  K.'8  5th.  13.  Q.  P.  two. 

14.  R.  takes  Kt.  (ch.)  14.  K.  to  Kt.'s  2d. 

15.  Q.  to  her  2d.  15.  Q.  Kt.  to  Q.'s  2d. 

16.  Q.  to  K.  R.'s  6th  (ch.) 

And  Black  resigned. 

_  NOTE  TO   GAME  V. 

'^  is  the  error  which  loses  Black's  game.    The  cornet  mofa  k 
r  B.'s  6th. 


TEE   KmO  S  SOBOPS  OAHBIT. 


LESSON  VIII. 


THE  EINO  S  BISHOP  S  GAUBTT. 


The  remarkable  variety  and  power  of  attack  obtainable 
by  the  first  player  from  moving  the  K.  B.  to  Q.  B.'a  4lh  sq., 
instead  of  bringing  out  his  K.  Kt.,  at  the  3d  move,  aeem 
hardly  to  have  been  appreciated,  or  rather  discovered,  by 
the  earlier  writers ;  and  although  we  find  this  particular 

Kmbit  to  have  been  in  vogue  as  fer  back  as  the  time  of 
ipez,  and  to  have  been  a  good  deal  cultivated  both  in 
France  and  England  in  the  eighteenth  century,  it  is  only  of 
late  years  that  its  resources  have  been  analyzed  and  devel- 
oped as  they  deserve.  Compare  the  ibllowing  works,  which 
touch  upon  this  Gambit — Lopez  (1684),  p.  110;  Gianutio 
(Sarratt's  translation,  1617),  p.  48 ;  Salvio  (Ed.  1723),  p. 
99 ;  Greco  (Ed.  1784),  p.  85  ;  Cozio  (Ist  vol.),  pp.  67,  334, 
342;  2d  vol.,  pp.  268,  322,  363;  Stamma  (1745),  p.  43; 
Bertin,  p.  27;  Bledow  (1843),  p.  31;  Lewis  n  844),  pp. 
411-444  ;  Jaenisch  (who  gives  the  most  solid  and  complete 
analysb  which  baa  yet  appeared),  vol.  ii.,  pp.  163-212; 
Walker  (1846),  pp.  211-236;  the  German  "Handbuch;" 
and  the  games  between  La  Bourdounais  and  Mc  Donnell,  in 
the  "Chess-Player's  Chronicle." 

GAME  I 
While. 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  K.  B.  to  Q.  B's  4th. 
The  check  of  the  Queen  ii 
enabling  Black  to  perraaneti 
Instead  of  this  move,  howev. 
from,  for  he  may  play  3.  K 
3.  Q.  P.  two,  3.  Q.  B.  P.  01 
of  which  demands  examini 
Seccmd,  Third,  and  Fourth,  L 
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4.  K.  to  B.'s  sq.  4.  K.  Kt.  P.  two. 

This  is  acknowledged  to  be  Black's  best  move ;  for  the  result 
of  his  adopting  instead  of  it  4.  K.  B.  to  Q.  B.'s  4th,  4.  E.  Kt. 
to  B.'s  dd,  4.  Q.  to  K.  B.'s  3d,  and  4.  Q.  P.  one,  consult 
Grames  the  Fifth,  Sixth,  and  Seventh,  in  the  following  Les- 
son. From  this  point,  according  to  the  best  authorities,  you 
have  three  different  methods  of  continuing  the  attack,  viz., 
5.  Q.  Kt.  to  B.'s  3d,  5.  K.  Kt.  to  B.'s  3d,  and  5.  Q.  to  K. 
B.'s  3d.  The  present  game  will  exhibit  the  variations  aris- 
ing from  the  first,  and  the  consequences  of  the  latter  two 
systems  shall  be  shown  in  Games  the  Second  and  Third. 

5.  Q.  Kt.  to  B.'s  3d.  5.  K.  B.  to  K.  Kt.'s  2d. 

If  Black  at  move  5.  attempt  to  prevent  the  threatened  ad- 
vance  of  your  Q.  Kt.  to  Q.'s  5th  sq.,  by  moving  either  5. 
K.  Kt.  to  K.'s  2d,  or  5.  Q.  B.  P.  one,  Major  Jaenisch  con- 
siders you  will  infallibly  win  the  gambit  Pawn.  The  follow- 
ing are  his  demonstrations.     In  the  first  place — 

5.  K.  Kt.toK/8  2d. 

6.  Q.  to  K.  B.*s  3d.«  6.  Q.  Kt.  to  B.'s  3d. 

(If  he  play  6.  K.  B.  to  Kt.'s  2d,  yon  should  move  7.  K.  Kt.  P.  one,  and 
if  6.  K.  Kt.  to  K.  Kt.*s  34,  play  also  7.  K.  Kt.  P.  one.) 

7.  K.  Kt.  P.  one.  7.  Q.  to  K.  R.'s  3d. 

8.  P.  takes  P.  8.  P.  takes  P. 

9.  Q.  P.  one.  9.  K.  Kt.  to  Kt.'s  3d. 

10.  K.  Kt.  to  K.'s  2d  (best).  10.  K.  B.  to  Q.'s  3d. 

11.  P.  to  Q.'s  4th.  11.  K.  B.  P.  one. 

12.  Q.  Kt.  to  Q.'s  5th.  12.  K.  R.  to  K.  B.'s  sq. 

13.  Q.  B.  P.  one. 

You  will  regain^^he  Pawn. 

In  the  second  place,— 

5.  Q.  B.  P.  one, 
6.  Q.  to  K.  B.'s  3d.  6.  Q.  P.  one. 

(If  he  play  6.  K.  Kt.  to  K.'s  2d,  or  K;  B.  to  Kt.'s  2d,  you  again  reply 

with  7.  K.  Kt.  P.  one.) 

*  You  may  now  adopt  the  very  ingenious  mode  of  canying  on  the 
attack  which  we  owe  to  McDonnell,  viz  :— 

6.  K  Kt.  P.  one.  6.  P.  takes  P. 

7.  K.  to  Kt.'s  2d.  7.  Q.  to  K  R.'s  3d. 

(Jaeniach  recommends  7.  Q.  to  K.  B.'s  3d,  instead  of  7.  K.  to  Kt.'8  2d.) 

8.  P.  takes  P.  8.  Q.  to  K.  Kt-'s  3d. 

Black  has  a  alight  advantage. 
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7.  K.  Kt.  P.  one.  7.  Q  to  K.  Kt/8  5th. 

8.  Q.  P.  one.  8.  Q.  takes  Q. 

9.  K.  Kt.  takes  Q.  9.  K.  B.  to  K.  R.'s  3d. 
10.  Q.  Kt.  to  K.'s  3d. 

And  you  win  the  Pawn. 

6.  K.  Kt.  to  B.'s  3d.  6.  Q.  to  K.  R.'s  4th. 

You  may  also  play  6.  Q.  P.  two,  at  least  as  advantage- 
ously.  (For  the  result  of  that  move,  and  of  6.  K.  Kt.  P.  one, 
see  Variations  I.  and  II.) 

7.  K.  R.  P.  two.  7.  K.  R.  P.  one. 

It  is  not  prudent  for  Black  to  play  7.  P.  to  K.  Kt.'s  5th,  or 
7.  B.  takes  Q.  Kt. 

8.  Q.  P.  two.  8.  Q.  P.  one. 

9.  P.  to  K.'s  5th.  9.  P.  takes  P. 

If  you  play  9.  Q.  Kt.  to  Q.'s  5th,  he  replies  with  9.  K.  to 
Q.'s  sq. 

10.  Q.  Kt.  to  Q.'s  5th.  10.  K.  to  Q.'s  sq. 

11.  P.  takes  P.  11.  B.  to  Q.'s  2d. 

12.  K.  to  his  Kt.'s  sq.  12.  Q.  to  K.  Kt.'s  3d. 

If  he  move  12.  P.  to  K.  Kt.'s  5th,  you  ,take  the  doubled  P. 
with  Q.  Kt.,  and  then  play  B.  to  Q.'s  3d,  winning. 

13.  P.  takes  P.  13.  P.  takes  P. 

14.  R.  takes  R.  14.  B.  takes  R. 

15.  K.  Kt.  takes  P.  15.  Q.  takes  K.  Kt. 

If,  instead  of  this  sacrifice,  invented  by  Petroff,  you  play,  as 
suggested  by  McDonnell,  15.  Q.  to  K.'s  sq.,  Black's  an- 
swer should  be  K.  B.  to  K.  Kt.'s  2d  again.  Should  Black 
refuse  to  take  the  Kt.,  and  play  15.  K.  B.  takes  P.,  you  can 
take  the  doubled  P.  with  Q.  Kt.,  and  afterwards  K.  B.  P. 
with  K.  Kt.,  having  an  immense  attack. 

16.  Q.  B.  takes  P.  16.  Q.  to  K.  Kt.'s  3d  (best). 

If  he  play  16.  Q.  to  K.  B.'s  4th,  or  16.  Q.  to  K.  Kt.'s  5th,  or 
16.  Q.  to  K.  Kt.'s  2d,  in  each  case  you  will  have  a  good 
attack.     In  the  first  place,-^ 

16.  Q.  to  K.  B.'B  4th. 

17.  P.  to  K.*8  6th.  17.  P.  takes  P. 

18.  Kt.  takes  Q.  B.  P.  18.  Q.  to  her  B/s  4th  (ch.) 

19.  K.  to  R.'s  sq.  19.  Q.  takes  B. 

20.  Q.  to  her  6th.  20.  P.  to  K.'s  4th. 

21.  Kt.  takes  Q.  R.  31.  F.  takes  B. 
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Toa  may  now  play  22.  R.  to  K/s  sq.,  upon  which  he  would  move  22.  B. 
to  K.  Kt.'8  id,  yoa  can  then  take  Q.  Kt.  with  Q.,  and  the  game  is 
eqoal. 

In  the  second  place, — 

16.  Q.  to  K.  Kt.  8  5th. 

17.  Q.  takes  Q.  17.  B.  takes  Q. 

18.  Kt.  takes  Q.  6.  P.  18.  Q.  Kt.  to  B.'s  3d. 

19.  Kt.  takes  Q.  R. 

Yon  hare  the  better  game. 

In  the  third  place, — 

16.  Q.  to  K.  Kt.'s  3d. 

17.  Kt.  takes  Q.  B.  P.  17.  K.  takes  Kt. 

(Ho  may  also  play  17.  Q.  Kt.  to  B.'s  3d,  wherenpon  you  should  retort 

with  18.  B.  to  K.'s  6th.) 

18.  P.  to  K.'s  6th  (dis.  ch.)  18.  K.  to  Q.'8  sq. 

19.  P.  takes  K.  B.  P.  19.  Kt.  to  K.'s  2d. 

20.  Q.  to  her  6th.  20.  Q.  to  her  5th  (ch.) 

21.  K.  to  R.'s  2d. 

You  ought  to  win. 

17.  P.  to  K.'s  6th.  17.  P.  takes  P. 

If  you  take  the  Q.  B.  P.  instead  of  advancing  this  P.,  Black 
can  check  with  his  Q.  at  her  Kt.'s  3d. 

18.  Kt.  takes  Q.  B.  P.  18.  P.  to  K.'s  4th. 

19.  Kt.  takes  Q.  R.  19.  P.  takes  B. 

20.  B.  takes  K.  Kt  20.  Q.  takes  B. 

21.  Q.  to  her  6th.  21.  Q.  Kt.  to  R.'s  3d. 

Jaenisch  and  the  German  "  Handbuch"  now  suggest  the 
following  as  probable  moves : — 

22.  R.  to  Q.'s  sq.  22.  Q.  to  K.  B.'s  2d. 

23.  Q.  Kt.  P.  two.  23.  Q.  to  K.'s  2d. 

24.  Q.  takes  K.  B.  P.  24.  Q.  takes  Q.  Kt.  P. 

25.  Q.  to  K.  B.'s  7th.  25.  Q.  to  K.'s  2d. 

26.  Q.  to  K.  Kt.'s  8th  (ch.)  26.  Q.  to  K.'s  sq. 

27.  Q.  to  K.  Kt.'s  5th  (ch.)  27.  K.  to  Q.  B.'s  sq. 

And  Black  is  getting  into  safe  quarters. 

Variation  L,  beginning  at  Whitens  6th  move. 

(See  next  I'iagnm.) 

White.  Black. 

6.  Q.  P.  two.  6.  Q.  P.  one. 

7.  P.  to  K.'s  5th.  7.  P.  takes  P. 

8.  Q.  Kt.  to  Q.'s  5th.  8.  K.  to  Q.'s  sq. 
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9.  P.  takes  P.  9.  B.  to  Q.'s  Sd. 

10.  K.  Kt.  to  B.'s  3d.  10.  Q.  to  K.  R.'s  4th. 

11.  Q.  B.  to  Q.'s  2d.  11.  K.  Kl.  to  K.'s  2d. 


The  move  of  11.  Q.  B.  to  Q.'s  2d  was  first  noticed  by  Mr. 
C.  H.  Stanley,  and  published  by  him  in  the  N.  Y.  Spirit  of 
Ihe  Times,  as  occurring  in  play  between  himself  and  an 
amateur  of  the  N.  Y.  Chess  Club  ;  it  is  a  singularly  beauti- 
ful variation  from  the  ordinary  mode  of  play.  If,  in  reply 
to  it.  Black  move  II.  Q.  B.  P.  one,  II.  K.  R.  P.  one, 
or  11,  Q.  Kl.  to  B.'s  3d,  you  certainly  appear  to  obtain  nn 
excellent  game.  (e.  g.)  In  the  first  place, — 
II.  Q.  B.  P.  one, 
la.  Q.  B  lo  E  '9  5(h  (ch.)         12.  Q.  Kt.  P.  one. 

13.  B,  to  Q.  B  's  3d.  13.  Q.  to  K.  Kt.-s  3d. 

14.  Q.  Kl.  to  hiB  4th.  14.  P.  to  K.  Kt.'s  Stfa. 

15.  K.  Kl.  to  Q.'a  4ih.  IS.  Q.  R.  P.  two. 

16.  K.  B.  to  Q  's  3d.  16.  Q.  lo  K.  R.'b  4th. 
IT.  Q.  Kt,  WkeB  F.  (cli.) 

Yoa  have  the  belter  gutM. 
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91.  Kt.  to  K.'s  6th  (ch.)  21.  B.  takes  Kt. 

99.  R.  takes  B.  29.  Q.  R.  to  K/ssq. 

93.  Q.  B.  takes  K.  R.  P.  (ch.)  (6)    23.  K.  to  B  's  2d. 

94.  R.  to  K.  B.'s  6th  (ch.)  24.  K.  to  Mb  2d. 

95.  B.  to  Kt.'s  5th.  25.  Kt.  takes  K.  P. 

96.  R.  to  K.  R.'s  6th  (dis.  ch.)  26.  K.  to  B.'s  2d. 

97.  Q.  R.  to  K.  B.'s  sq.  (ch.)  27.  E.  to  Kt.*s  2d. 

98.  R.  takes  R.  28.  K.  takes  R. 

99.  B.  to  B.'s  6th  (ch.)  29.  K.  to  Kt.'8  sq. 
30.  R.  to  K.*8  sq. 

And  wins. 

NOTES   TO   GAME  I. 

(a)  The  coirect  move  is  that  previoosl?  mentioiied  by  Homy,  of  8.  B. 
to  Q.'s  3d. 

(i)  Cleyeily  played. 

GAME  II. 

Between  Meetra,  Kteeeritzhij  and  Walker* 
(Fran  Le  Palamede.) 

White.    (M.K.)  BlacJc.    (Mr.  W.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  Kt.  to  B.'s  3d.  3.  K.  Kt.  P.  two. 

4.  K.  R.  P.  two.  4.  P.  to  K.  Kt.'s  5th. 

5.  Kt.  to  K.'s  5th.  5.  K.  R.  P.  two. 

6.  K  B.  to  Q.  B.'s  4th.  6.  K.  Kt.  to  R.'s  3d. 

7.  Q.  P.  two.  7.  Q.  P.  one. 

8.  Kt.  to  Q.'8  3d.  8.  P.  to  K.  B.'s  6th 

9.  K.  Kt.  P.  one.  9.  P.  to  Q.'s  4th.  (a) 

10.  B.  takes  Q.  P.  (6)  10.  Q.  B.  P.  one. 

11.  B.  to  Q.  Kt.'s3d.  11.  Q.  takes  Q.  P. 

12.  Q.  Kt.  to  B.'s  3d.  12.  K.  B.  to  Q.'s  3d. 

13.  K.  Kt.  to  B.'s  4th*  13.  Q.  takes  Q.  (ch.) 

14.  Kt.  takes  Q.  14.  B.  takes  Kt. 

15.  B.  takes  B.  15.  Q.  B.  to  K.'s  3d. 

16.  Kt.  to  K.'s  3d.  16.  Q.  Kt.  to  Q.'s  2d. 

17.  B.  takes  B.  17.  P.  takes  B. 

18.  Kt.  to  Q.  B.'s  4th.  18.  K.  Kt.  to  K.  B/s  2d. 

19.  Castles  on  Q.'s  side.  19.  P.  to  K.'s  4th.     v 

20.  B.  to  K.'s  3d.  20.  K.  to  his  2d. 

21.  R.  to  Q/s  3d.  21.  Q.  Kt.  to  K.  B.'s  3d. 

22.  R.  to  Q.  Kt.'s  3d.  22.  Q.Kt.  P.  one. 

23.  K.  R.  to  K.'s  sq.  23.  K.  R.  to  Q.'s  sq. 

24.  Q.  R.  P.  two.  24.  K.  to  his  3d. 

25.  P.  to  Q.  R.'s  5th  (c)  25.  Kt.  takes  K.  P. 
96.  P.  takes  P.  96.  P.  takes  P. 
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S7.  K.  to  Et.'B  sq. 

28.  Kt.  to  Q.  R.  3d  sq. 
S9.  B.  tak€8  Kt. 


27.  P.  to  Q.  Kt/B  4th. 

28.  Kt.  to  Q.'B  7th  (ch.) 

29.  R.  takes  B. 


White  BonendeTB.  (d) 


NOTES  TO  GAME  II. 

(a)  This  18  the  principal  feature  of  the  defence,  for  which  we  are  in- 
debted to  Mr.  Knight. 

(ft)  If  he  take  P.  with  P.,  then  Black  follows  with  K.  Kt.  to  B.'b  4th, 
threatening  both  Q/b  and  K.  R.  Pawns. 

(e)  Much  better  to  have  protected  his  K.  P. 

(d)  This  game  is  much  below  the  usual  standard  of  M.  Kieseritzkyi 
play. 

GAME  m. 
Between  MM,  Kieaeritzkij  and  Calvi. 


White,  (M.  K) 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  K.  Kt.  to  B.'s  3d. 

4.  K.  R.  P.  two. 

5.  Kt.  to  K.'s  5th. 

6.  K.  B.  to  Q.  B.'s  4th. 

7.  Q.  P.  two. 

8.  Kt.  toQ.'8  3d. 

9.  P.  takes  P. 

10.  K.  Kt.  to  B/8  4th. 

11.  Q.  Kt.  to  B/8  3d. 

12.  K.  to  B/s  2d. 

13.  Q.  to  her  3d. 

14.  Q.  B.  to  Q.'s  2d. 

15.  Q.  R.  to  K/s  sq. 

16.  Q.  B.  to  K.'8  3d. 

17.  K.  B.  to  K.'s  6th. 

18.  Q.  Kt.  P.  two. 

19.  K.  B.  to  Q.  Kt.'s  3d. 
20    Q.  R.  P.  one. 

21.  B.  to  Q.  R/8  2d. 

22.  P.  to  K.'B  5th. 

23.  P.  to  K.'s  6th. 

24.  Q.  B.  to  his  sq. 

25.  P.  takes  P. 

26.  Q.Kt.toK.'8  4th. 

27.  Q.  Kt.  to  K.  Kt.'s  5th  (ch.) 

28.  R.  takes  Kt. 

29.  R.  to  K.'8  sq. 

30.  R.  to  K.'s  8th  (ch.) 

31.  K.  Kt.  to  Kt.'8  6th. 


Black,  (M.  C.) 

K.  P.  two. 
P.  takes  P. 
K.  Kt.  P.  two. 
P.  to  K.  Kt.'s  5th. 
P.  to  K.  R/s  4th. 
R.  to  K.  R.'s  2d. 
Q.  P.  one. 
P.  to  K.  B/s  6th. 
Q.  B.  P.  one. 
K.  Kt.  to  K.'8  2d. 

11.  Q.  Kt.  to  (i/s  2d. 

12.  R.  toK.  R/ssq. 

13.  K.  B.  to  Kt/8  2d. 
K.  to  B.'s  sq. 
Q.  to  her  Kt.'s  3d. 
Q.  to  Q.  B/s  2d. 
Q.  Kt.  P.  two. 
Q.  Kt.  to  his  3d. 
Q.  R.  P.  two. 
P.  to  Q.  R/s  5th. 
Q.  B.  to  Kt.'8  2d. 

22.  P.  toQ.'8  4th. 

23.  Q.  B.  tohissq. 
Q.  to  her  3d. 
K.  takes  P. 
Q.  to  her  B.'s  2d. 
K.  to  Kt/s  sq. 
Q.  takes  R. 
Q.  to  K.  B.'s  3d 
B.  to  K.  B.*s  sq. 


1. 
2. 
3. 

4. 
5. 
6. 
7. 
8. 
9. 
10. 


14. 
15. 
16. 
17. 
18. 
19. 
20. 
21. 


24. 
25. 
26. 
27. 
28. 
29. 
30. 


31.  Q.  B.  to  K.  B.'B  4t]| 
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2d.  If  Black,  instead  of  the  move  in  the  text,  attack  your 
Kt.  with  P.,  you  should  retreat  him  to  K.'s  sq.,  and  then  you 
must  win  the  gamhit  Pawn. 

7.  Q.  P.  two.  7.  K.  R.  P.  one. 

If  now  at  move  7.  you  play  Q.  Kt.  to  B.'s  3d,  and  Black,  as 
his  best,  move  7.  K.  R.  P.  one,  we  have  the  exact  position 
which  occurs  in  Ganrie  the  First,  which  see.  But  you  may 
also  play  7.  K.  to  Kt.'s  sq.,  7.  K.  R.  to  his  2d,  or  7.  K.  B. 
to  K.'s  2d,  as  in  Variations  L,  XL,  and  III. 

Black  may  also  play  7.  Q.  P.  one,  although  it  is  hardly 
so  good  as  the  above.     Let  us  suppose, — 

7.  Q.  P.  one. 

8.  K.  R.  to  his  3d.  8.  Q.  B.  to  K.  Et/s  5th. 

9.  K.  to  Kt.'s  sq.  9.  P.  takes  R.  P. 

10.  Q.  B.  takes?.  10.  P.  to  K.  R/s  6th. 

11.  Q.  B.  P.  one.  11.  Q.  to  K.  Kt.'s  3d. 

12.  K.  Kt.  p.  one.  12.  K.  R.  P.  two. 

(If  he  play  12.  K.  Kt.  to  K/s  2d,  yon  answer  with  8.  Q.  Kt.  to  Q.'8  2d, 
and  presently  gain  the  P.  at  K-  R.'s  6th.) 

13.  K.  R.  to  K.  B.'s  2d.  13.  P.  to  K.  R.'s  5th. 

14.  K.  to  R/s  2d.  14.  P.  takes  P.  (ch.) 

15.  Q.  B.  takes  P. 

The  game  is  even. 

8.  P.  to  K.'s  5th.  8.  K.  Kt.  to  K.'s  2d. 

9.  Q.  Kt.  to  B.'s  3d.  9.  K.  Kt.  to  B.'s  4th. 

If  you  play  9.  Q.  to  K.'s  sq.,  or  9.  K.  B.  to  Q.'s  3d,  or  9.  K. 
to  Kt.'s  sq.,  Black  will  have  an  improved  game.  For  ex- 
ample ;  in  the  first  case, — 

9.  Q.  to  K.'s  sq.  9.  K.  Kt.  to  B.'s  4th. 

10.  K.  to  Kt.'s  sq.  10.  P.  to  K.  Kt.'s  5th,  dtc. 

Secondly, — 

9.  K.B.  to  Q.'s3d.  9.  Q.  P.  one. 

10.  K.  P.  takes  P.  10.  Q.  B.  P.  takes  P. 

11.  Q.  B.  P.  one.  11.  Q.  Kt.  to  B.'s  3d. 

12.  K.  to  Kt.*s  sq.  12.  Q.  to  K.  Kt.*s  5th. 

13.  Q.  Kt.  to  Q.'s2d.  13.  Q.  B.  to  K.  B.'s  4th. 

Black  has  the  better  game. 

Finally,— 

9.  K.  to  Kt.'s  sq.  9.  Q.  to  K.  Kt/s  3d. 

10.  K.  B.  to  Q.'s  3d.  10.  Q.  to  her  Kt.'8  3d,  &c 

Or  you  may  play, — 

10.  Q.  Kt.  to  Q.  B.'B  3d.  10.  Q.  P.  one. 
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11.  K.  P.  takes  P.  11.  Q.  B.  P.  takes  P. 

12.  Q.  Kt.  to  Q.  Kt/s  5th.         12.  K.  to  Q  'a  sq. 

He  presenres  the  gambit  Pawn. 

10.  Q.  Kt.  to  K.'s  4th.  10.  Q.  P.  one. 

If  instead,  you  play  10.  K.  to  his  Kt.'s  sq.,  he  moves  10.  Kt« 
to  E    Kt.'s  6th,  and  proceeds  as  follows, — 

10.  K.  to  Kt.'8  sq.  10.  Kt.  to  his  6th. 

11.  K.  R.  to  his  2d.  11.  Q.  to  K.  Kt.'8  dd. 

12.  E.  B.  to  Q.'8  3d.  12.  Q.  to  her  Kt's  3d,  See.,  &c., 

11.  K.  P.  takes  P.  11.  Q.  B.  P.  takes  P. 

12.  Q.  to  K.'s  2d.  12.  K.  to  Q.'s  sq. 

13.  Q.  B.  P.  one.  13.  K.  R.  to  K.'s  sq. 

If  you  move  13.  Q.  to  her  3d,  he  plays  13.  R.  to  K.'s  sq., 
and  on  your  retiring  the  K.  to  Kt.'s  sq.,  advances  P.  to  K. 
Kt.'s  5th. 

14.  K.  to  Kt.'s  sq.  14.  P.  to  K.  Kt.'s  5th. 

15.  K.  Kt.  to  Q.'s  2d.  15.  P.  to  K.  B.'s  6th. 

If  at  move  15.  you  retreat  the  Kt.  to  K.  R.'s  2d,  he  plays 
P.  to  B.'s  6th,  and  if  you  retire  him  to  K.'s  sq.,  he  may  then 
move  P.  to  Q.'s  4th,  in  either  case  having  a  great  advantage. 

16.  Q.  to  her  3d.  16.  P.  takes  K.  Kt.  P. 

17.  K.  takes  P.  17.  P.  to  Q.'s  4th. 

18.  K.  B.  takes  P.  18.  Kt.  takes  K.  R.  P.  (ch.) 

And  he  has  the  better  game. 

VariaUon  J.,  heginning  at  White's  l(k  move, 

(See  next  diagnun.) 

7.  K.  to  Kt.'s  sq.  7.  B.  to  Q.'s  5th  (ch.) 
Black's  present  move,  and  the  accompanying  variations,  occur 
in  a  little  pamphlet  by  Signer  Dubois,  lately  published  at 
Rome.  Instead  of  checking  with  the  B.  he  may  play  7.  P. 
to  K.  Kt.'s  5th,  compelling  you  to  move  7.  Kt.  to  Kt.'s  5th, 
or  endure  the  dangerous  check  at  Q.  B.'s  4th,  and  then  he 
may  play  8.  K.  Kt.  to  R.'s  3d,  with  a  fine  attack  in  preparation. 

8.  K.  to  R.'s  2d.  8.  P.  to  K.  Kt.'s  5th. 
If  you  move  8.  K.  to  B.'s  sq.,  he  plays  8.  Q.  P.  one. 

9.  Kt.  takes  B.  9.  P.  to  Kt.'s  6th  (ch.J 

10.  K.  to  R.'s  3d.  10.  Q.  P.  two  (dis.  ch.) 

11.  Kt.  toK.  B.'s  5th.  11.  Q.  takes  Q. 
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12.  R.  takes  Q. 

IS.  P.  to  K.  R.'s  5tfa. 


If  at  move  13.  you  play  B.  to  Q.'s  3d  or  K.'s  2d,  he  Ukea 
K.  P.  with  P.,  and  wins  easily.  You  may,  however,  play 
13.  Q.  Kt.  toB.'s  Sd,  and  the  game  proceeds  thus: 

13.  Q.  Kl.  to  B.'B  3d.  13.  P.  lakca  K.  P. 

14.  p.  lo  K-  R.'B  5th. 

15.  Q.  El  to  Q.'B  5tb. 

16.  K.  lo  R.'8  4th. 

17.  Kl.  to  K.  B.'8  eih.  -  17.  K.  R.toK.  Ki.'aad. 
IS.  q.  P.  iwo. 

Bhd  mar  now  retire  his  B.  to  Q.  B.*a  sq.,  chwkdng  afbrwarde  with  bia 
Kt.  at  K.  B.'b  4th.  In  the  little  work  just  mentioned,  ±e  varialioD  ii 
carried  on  several  moves  finher.  Black  being  made  to  play  18.  P,  loK.'l 
6ih,  which  appesn  an  onnecenar;  piolongaUon  of  the  conleat. 

14.  K.  to  R.'s  4th.  14.  Kt.  takes  Kt.  (oh.) 

15.  K.  to  Kt.'s  5th.  15.  P.  to  K.  B.'e  6tb. 

16.  K.  to  B.'e  4th.  15.  P.  to  K.  B.'b  7lh, 

Black  wins. 
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Variation  IL,  hegmning  at  Whitens  lik  tneioe. 
(Arrange  the  men  as  in  the  diagram.) 

7.  K.  R.  to  his  2d.  7.  P.  to  K.  Kt.'s  6th. 
This  move  of  the  Rook  was  thought  the  hest  by  Ponziani. 

8.  K.  Et.  to  Et.'s  5th.  6.  K.  Kt.  to  R.'s  3d. 

At  move  8.  you  may  play  K.  Kt.  to  E.'s  sq.,as  in  the  follow, 
ing,  given  by  Petroff  :— 

8.  K.  Kt.  to  K/8  sq.  8.  Q.  to  her  B/s  4th. 

9.  Q.  to  K.'a  2d.  9.  K.  Kt.  to  B.'s  3d. 

10.  Q.  P.  one.  10.  K.  Kt.  to  R.'8  4th. 

11.  Q.  B.  takes  P.  11.  Kt  takes  B. 

12.  Q.  takes  P.  12.  Q.  to  K.  R/s  4th. 

13.  Q.  takes  Kt.  13.  K.  B.  to  K.'s  4th. 

14.  K.  B.  takes  P.  (ch.)  14.  Q.  takes  B. 

15.  Q.  takes  Q.  (ch.)  15.  K.  takes  Q. 

And  wins. 

9.  Q;  p.  two.  9.  Q.  P.  two. 

If  instead  of  so  playing,  Black  attack  your  Kt.  with  E.  B. 
P.  one,  you  must  not  retreat  the  Et.,  but  take  the  doubled  P. 
with  Q*  B.^  and  if  then  he  take  your  Kt.,  you  win  his  by  K. 
R.  P.  takes  P.,  <fec.  He  may,  however,  at  move  9.  play 
P.  to  K.  Kt.'s  6th,  in  which  case  the  following  variation  is 
probable  :— 

9.  P.  to  K.  Kt.*s  6th. 

10.  K.  B.  takes  B.  P.  (ch.)       10.  Kt.  takes  B. 

11.  Q.  takes  Q.  11.  P.  takes  R. 

12.  Q.  takes  Kt.  (chO  12.  K.  to  Q.'ssq. 

13.  Q.  takes  K.  B.  13.  P.  to  R.'s  8th,  becommg  a  Q. 

(ch.) 

14.  K.  to  B.'s  2d.  14.  Q.  takes  K.  R.  P.  (ch.) 

15.  K.  to  his  2d.         15.  Q.  to  K.  Kt/s  5th  (ch.) 

16.  K.  to  Q.'s  3d.         16.  Q.  to  K.  JCt.'s  6ih  (ch.) 

17.  K.  to  B.'s  4th. 

You  have  the  advantage. 

10.  K.  B.  takes  Q.  P.  (best).     10.  P.  to  K.  Kt.'s  6th. 

11.  B.  takes  K.  B.  P.  (ch.)       11.  Q.  takes  B. 

If  he  take  the  B.  with  the  Kt.,  we  have  a  similar  position  to 
that  last  examined. 

12.  Kt.  takes  Q.  12.  Q.  B.  to  K.  Kt.'s  5th. 
If  he  take  the  R.,  you  simply  move  K.  to  B.'s  2d,  and  must 
win. 
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18.  Q.  to  K.'s  sq.  18.  P.  tekes  R. 

14.  K.  to  6.'8  2d.  14.  E.  B.  takes  Q.  P.  (ch.> 

And  Black  wins. 


Variation  IIL,  beginning  also  at  Whitens  7ih  move* 

(Afsin  rate  to  the  diagnm.) 

White.  Black. 

7.  B.  to  K.'s  2d.  7.  P.  to  K.  Kt.'s  5th. 

8.  Kt.  to  K.'s  sq.  8.  K.  Kt.  to  B.'s  3d. 

If  at  move  8.  you  play  the  Kt.  to  R.'s  2d,  he  may  advance 
the  gambit  P.,  and  then  take  K.  R.  P.  with  his  Q. 

9.  Q.  Kt.  to  B.'s  dd.  9.  Q.  to  K.  Kt.'s  3d. 

.Tou  may  likewise  move  9..  P.  to  K.'s  5th,  but  without  im- 
proving your  game  ;  for  suppose, — 

9.  P.  to  K.'s  5th.  9.  Kt.  to  K/s  5th. 

10.  K.  B.  takes  P.  10.  Kt.  to  his  6th  (ch.) 

11.  K.  to  Kt.'s  sq.  11.  Q.  takes  K.  P. 

12.  R.  to  R.*s  3d.  12.  K.  R.  P.  two. 

13.  B.  to  K.  B.'s  3d.  13.  Q.  P.  two. 

Black  has  a  capital  game. 

10.  Q.  P.  one.  10.  Kt.  to  K.  R.'s  4th. 

11.  Kt.  to  Q.'s  5th.  11.  Kt.  to  Kt.'s  6th  (ch.) 

12.  K.  to  Kt.'s  sq.  12.  K.  B.  checks. 

13.  K.  to  R.'s  2d.  13.  Kt.  takes  B. 

He  ought  to  win. 

GAME  THE  THIRD. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  Q.toK.  R.'s  5th  (ch.) 

4.  K.  to  B.'s  sq.  4.  K.  Kt.  P.  two. 

5.  Q.  to  K.  B.'s  3d.  5.  Q.  Kt.  to  B.'s  3d. 

5.  Q.  to  K.  B.'s  3d,  we  owe  to  Cozio,  who  first  introduced 
this  move  of  the  Q.  into  the  variations  of  the  Bishop's  Gambit. 
In  answer  to  it  Black  may  move  5.  Q.  P.  one,  or  5.  K.  Kt. 
to  K.  R.'s  3d.  (See  the  Variation.)  If  he  play  5.  K.  Kt.  to 
B.'s  3d,  or  5.  K.  B.  to  Q.  B.'s  4th,  the  result  will  be  an  even 
game.  (e.  g,)     In  the  first  ca»B, — 
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5.  K.  Kt.  toB.'tSd. 

6.  K.  Et.  P.  one.  6.  Q.  to  K.  R/t  4di. 

7.  P.  takes  P.  7.  Q.  takes  Q. 

8.  Kt  takes  Q.  8.  Kt.  takes  K.  P. 


9.  P.  takes  P. 
Secondly, — 


Tbe  game  k  eren. 


5.  K.  B.  to  Q.  B.'s  4tk« 

6.  K.  Kt.  P.  one.  6.  Q.  to  K.  R/s  3d. 

7.  K.  R.  P.  two.  7.  B.  takes  Kt. 

8.  R.  takes  B. 

Equal  game. 

6.  E.  Kt.  P.  one.  6.  Q.  to  K.  R.'a  Sd. 

7.  P.  takes  P.  7.  P.  takes  P. 

If  he  play  here  7.  Kt.  to  Q.'s  5th,  you  gain  the  advantage; 
fi>r  example, — 

7.  Kt.  to  Q/s  5th. 

8.  Q.  to  her  3d.  8.  K.  B.  to  Q.  B.'s  4th. 

9.  Q.  B.  P.  one.  9.  Q.  Kt.  to  K.'s  3d. 

10.  P.  to  K.  B/sSth.  10.  Q.  Kt.  to  K.  B.'s  5th. 

11.  Q.  to  K.  B/s  3d. 

Your  game  is  the  better. 

8.  Q.  P.  one.  8.  Q.  Kt.  to  Q.'s  5th. 

9.  Q.  to  K.  B.'s  2d.  9.  K.  B.  to  Q.  B.'s  4th. 

If  instead  of  moving  the  Q.  thus,  you  play  her,  as  Cozio  ad- 
vises, to  her  own  sq.,  Black  replies  with  9.  Q.  P.  two,  and 
has  a  fine  attack. 

10.  Q.  B.  takes  P.  10.  Q.  Kt.  takes  Q.  B.  P. 

Mr.  Lewis  suggests  10.  P.  to  Q.  B.'s  3d,  instead  of  10.  Q. 
B.  takes  P.,  pursuing  the  game  as  follows : — 

10.  Q.  B.  P.  one.  10.  Kt.  to  Q.  Kt.*s  6th. 

11.  P.  to  Q/s  4th.  11.  B.  takes  P.,  or  (A.) 

12.  P.  takes  B.  12.  Kt.  takes  Q.  R. 

13.  Q.  B.  takes  P.  13.  Q.  to  her  B.'s  3d. 

14.  Q.  Kt.  to  Q.'s  2d.  14.  Q.  Kt.  to  B.'s  7tb. 

15.  K.  Kt.  to  B.'s  3d.  15.  Q.  P.  one. 

16.  K.  Kt.  to  his  5th. 

And  Mr.  Lewis  prefers  your  game. 

(A.) 

11.  Kt.  takes  Q.R. 

12.  P.  takes  B.  12.  Q.  P.  one. 

13.  Q.  B.  takes  P.  13.  Q.  to  K.  Kt.'s3d. 

14.  P.  takes  Q.  P.  14.  P.  takes  P. 
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18.  Q.  to  K.'s  sq.  18.  P.  takes  R. 

14.  E.  to  B.'s  2d.  14.  E.  B.  takes  Q.  P.  (ch.) 

And  Black  wins. 


Variation  IIL,  heginmng  also  at  WhUe^s  7ih  move. 

(Afain  mfbr  to  the  diagiam.) 

WMU.  Black. 

7.  B.  to  E.'s  2d.  7.  P.  to  K.  Et.'s  5th. 

8.  Et.  to  E.'s  sq.  8.  K.  Kt.  to  B.'s  3d. 

If  at  move  8.  you  play  the  Et.  to  R.'s  2d,  he  may  advance 
the  gambit  P.,  and  then  take  E.  R.  P.  with  his  Q. 

9.  Q.  Et.  to  B.^s  3d.  9.  Q.  to  E.  Et.'s  dd. 

Tou  may  likewise  move  9.  P.  to  E.'s  5th,  but  without  im- 
proving your  game ;  for  suppose, — 

9.  P.  to  K.'8  5th.  9.  Kt.  to  K/s  5th. 

10.  K.  B.  takes  P.  10.  Et.  to  his  6th  (ch.) 

11.  K.  to  Kt.*B  sq.  11.  Q.  takes  K.  P. 

12.  R.  to  R.*8  3d.  12.  K.  R.  P.  two. 

13.  B.  to  K.  B.'s  3d.  13.  Q.  P.  two. 

Black  has  a  capital  game. 

10.  Q.  P.  one.  10.  Et.  to  E.  R.'s  4th. 

11.  Et.  to  Q.'s  5th.  11.  Et.  to  Et.'s  6th  (ch.) 

12.  E.  to  Et.'s  sq.  12.  E.  B.  checks. 

13.  E.  to  R.'s  2d.  13.  Et.  takes  B. 

He  ought  to  win. 

GAME  THE  THIRD. 
White.  Black. 

1.  E.  P.  two.  1.  E.  P.  two. 

2.  E.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  Q.toE.  R.'s  5th  (ch.) 

4.  E.  to  B.'s  sq.  4.  E.  Et.  P.  two. 

5.  Q.  to  E.  B.'s  3d.  5.  Q.  Et.  to  B.'s  3d. 

5.  Q.  to  E.  B.'s  3d,  we  owe  to  Cozio,  who  first  introduced 
this  move  of  the  Q.  into  the  variations  of  the  Bishop's  Gambit. 
In  answer  to  it  Black  may  move  5.  Q.  P.  one,  or  5.  E.  Et. 
to  E.  R.'s  3d.  (See  the  Variation.)  If  he  play  5.  E.  Et.  to 
B.'s  3d,  or  5.  E.  B.  to  Q.  B.'s  4th,  the  result  will  be  an  even 
game.  (e.  g.)     In  the  first  case, — 
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5.  K  Kt.  toB.'t3(L 

6.  K.  Et.  P.  one.  6.  Q.  to  K.  R/b  4th. 

7.  P.  takes  P.  7.  Q.  takes  Q. 

8.  Kt.  takes  Q.  8.  Kt.  takes  K.  P. 


9.  P.  takes  P. 
Secondly, — 


The  game  is  even. 


5.  K.  B.  to  Q.  B.'s  4th. 

6.  K.  Kt.  P.  one.  6.  Q.  to  K.  R.'s  3d. 

7.  K.  R.  P.  two.  7.  B.  takes  Kt. 

8.  R.  takes  B. 

Equal  game. 

6.  K.  Kt.  P.  one.  6.  Q.  to  K.  R.'s  8d. 

7.  P.  takes  P.  7.  P.  takes  P. 

If  he  play  here  7.  Kt.  to  Q.'s  6th,  you  gain  the  advantage; 
for  example, — 

7.  Kt.  to  Q.'s  5th. 

8.  Q.  to  her  3d.  8.  K.  B.  to  Q.  B/s  4th. 

9.  Q.  B.  P.  one.  9.  Q.  Kt.  to  K/s  3d. 

10.  P.  to  K.  B/sSth.  10.  Q.  Kt.  to  K.  B.'s  5th. 

11.  Q.  to  K.  B/s  3d. 

Your  game  is  the  better. 

8.  Q.  P.  one.  8.  Q.  Kt.  to  Q.'s  5th. 

9.  Q.  to  K.  B.'s  2d.  9.  K.  B.  to  Q.  B.'s  4th. 

If  instead  of  moving  the  Q.  thus,  you  play  her,  as  Cozio  ad- 
vises, to  her  own  sq..  Black  replies  with  9.  Q.  P.  two,  and 
has  a  fine  attack. 

10.  Q.  B.  takes  P.  10.  Q.  Kt.  takes  Q.  B.  P. 

Mr.  Lewis  suggests  10.  P.  to  Q.  B.'s  dd,  instead  of  10.  Q. 
B.  takes  P.,  pursuing  the  game  as  follows : — 

10.  Q.  B.  P.  one.  10.  Kt.  to  Q.  Kt.*B  6th. 

11.  P.  to  Q.'s  4th.  11.  B.  takes  P.,  or  (A.) 

12.  P.  takes  B.  12.  Kt.  takes  Q.  R. 

13.  Q.  B.  takes  P.  13.  Q.  to  her  B.'s  3d. 

14.  Q.  Kt.  to  Q/s  2d.  14.  Q.  Kt.  to  B.'s  7th. 

15.  K.  Kt.  to  B.'s  3d.  15.  Q.  P.  one. 

16.  K.  Kt.  to  his  5th. 

And  Mr.  Lewis  prefers  your  game. 

(A.) 

11.  Kt.  takes  Q.R. 

12.  P.  takes  B.  12.  Q.  P.  one. 

13.  Q.  B.  takes  P.  13.  Q.  to  K.  Kt.'s  3d. 

14.  P.  takes  Q.  P.  14.  P.  takes  P. 
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15.  a  Kt.  to  Q.'B  2d.  15.  Q.  B.  to  K.'8  3d. 

16.  K.  Ku  to  B.'8  3d. 

Yoa  have  the  better  game. 

11.  B.  takes  Q.  11.  B.  takes  Q. 

12.  Q.  B.  to  Kt's  7th.  12.  K.  B.  to  Q.'s  5th. 

Black  maintains  his  Pawn. 


Variatwrii  heginning  ai  Black*s  bih  move. 

White.  Black. 

ri.  jr.  P.  two.  rl.  K.  P.  tu)o. 

2.  K.  B.  F.  two.  I  2.  P.  takes  P. 

3.  B.  to  Q.  B.'fAlh.  I  3.  Q.  checks. 

4.  K.  toB.'s  sq.  14.  K.  Kt.  P.  two. 

5.  Q.  to  K.  B.'s  Sd.  5.  Q.  P.  one. 

He  has  also  the  choice  of  5.  E.  Et.  to  R.'s  3d,  as  in  the  fol 
lowing : — 

5.  K.  Kt.  to  R.'b  3d. 

6.  K.  Kt.  P.  one.  6.  P.  takes  P. 

7.  P.  takes  P.  7.  Q.  to  K.  Kt.'8  5tfa. 

8.  K.  B.  takes  P.  (ch.)  8.  K.  to  his  2d. 

9.  B.  to  K.  R.'s  5th.  9.  Q.  takes  Q.  (ch.) 
10.  Kt.  takes  Q. 

Yoahave  the  advantage. 

6.  E.  Et.  P.  one.  6.  Q.  to  E.  Et.'s  5th. 

7.  Q.  P.  two.  7.  Q.  takes  Q. 

8.  Et.  takes  Q.  8.  E.  B.  to  E.  R.'s  dd 

If  he  play  8.  P.  to  E.  Et.'s  5th,  you  can  move  9.  E.  Et.  to 
his  5th  ;  and  if  he  play  8.  P.  takes  P.,  you  may  take  E.  Et. 
P.  with  Et. 

9.  P.  takes  P.  9.  P.  takes  P. 

10.  Q.  Et.  to  B.'s  3d.  10.  Q.  B.  checks. 

11.  E.  to  B.'s  2d.  11.  E.  Et.  to  E.'s  2d. 

12.  Q.  Et.  to  E.'s  2d.  12.  E.  Et.  to  his  3d. 

13.  E.  Et.  to  E.'s  sq. 

Followed  hy  14.  E.  Et.  to  Q.'s  3d,  winning  the  P.,  with  a 
good  situation. 
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LESSON  IX. 

In  the  preyious  Lesion  we  have  £>llowed  out,  at  some 
length,  the  most  prominent  variations  which  occur  when 
hoth  the  attack  and  defence  in.  this  opening  are  conducted 
upon  the  principles  recommended  by  the  best  authorities,  and 
the  result  would  seem  to  prove  that  against  every  system 
of  attack  in  the  King's  B'-^'-  '3  Gambit  at  present  known, 
the  defence,  though  difficult  tu  complex  in  the  extreme,  is 
satisfactory. 

It  yet  remains  for  us  to  consider  what  are  the  probable 
deviations  from  the  several  standard  methods  of  defence,  and 
in  what  manner  these  should  be  turned  to  advantage  by  the 
opening  plaj^er. 

GAME  THE  FIRST. 
Widte.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  K.  Kt.  P.  two. 

This  mode  of  defence,  though  the  best  in  the  other  gambits 
of  the  King's  side,  is  objectionable  in  the  Bishop's  Gambit. 

4.  K.  R.  P.  two.  4.  B.  to  K.  Kt.'s  2d. 

If  he  move  4.  K.  B.  P.  one,  ^xou  mate  him  in  five  moves. 
If  he  play  4.  P.  takes  P.,  then — 

5.  Q.  to  K.  R/s  5th.  5.  Q.  to  K.'s  2d. 

6.  Q.  P.  one. 

And  you  win  his  two  advanced  Pawns. 

So  also,  if  he  move  4.  E.  B.  to  R/s  3d,  yon  answer  with  5.  Q.  to  K. 
R/s  5th,  and  presently  win  the  gambit  P. ;  and  finally,  if  he  play  4.  K. 
R.  P.  two,  the  following  moves  will  show,  you  likewise  gain  the  gambit 

P.>- 

4.  K.  R.  P.  two. 

5.  P.  takes  Kt.  P.  5.  Q.  takes  P. 

6.  K.  Kt.  to  B/8  3d.  6.  Q.  to  K.  Kt.'s  6th  (ch.) 

7.  K.  to  B.'s  sq.  7.  Q.  P.  one. 

8.  Q.  Kt.  to  B.'s  3d.  8.  K.  Kt.  to  B.'s  3d. 

9.  Q.  Kt.  to  K.'s  2d,  &c.,  &c.. 

Showing,  as  Major  Jaenisch  remarbei,  that  whatever  move  he  make,UD]efli 
he  checks  with  his  Q.  at  the  3d  move,  you  win  the  gambit  P. 
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5.  Q.  p.  two.  5.  E.  R.  P.  one. 

6.  P.  takes  P.  6.  P.  takes  P. 

7.  R.  takes  R.  7.  B.  takes  R. 

8.  Q.  to  K.  R.'s  5th.  8.  Q.  to  E.  B.'s  3d. 

9.  P.  to  E.'s  5th.  9.  Q.  to  E.  Et.'s  2d. 
10.  K.  Et.  to  E.  R.'8  3d. 

You  haye  the  better  game. 


GAME  THE  SECOND. 
WkiU.  Black. 

1.  E.  P.  two.  1.  E.  P.  two. 

2.  E.  B.  P.  two.  2.  P.  takes  P. 

8.  B.  to  Q.  B.'s  4th.  3.  E.  B.  P.  two. 

This  was  the  favorite  defence  in  former  times.  It  is  ^und 
in  Salvio,  and  has  been  sanctioned  by  Philidor,  Ercole  del 
Rio,  and  other  leading  writers  of  the  last  century.  Both 
Jaenisch  and  V.  H.  der  Laza  too  appear  to  believe  it  may  be 
adopted  with  perfect  safety. 

4.  Q.  to  E.'s  2d.  4.  Q.  checks. 

If  you  play  4.  B.  takes  Et.  or  4.  P.  takes  P.,  he  checks  with 
his  Q<  at  E.  R.'s  5th.  You  may,  however,  play  4.  Q.  Et.  to 
B.'s  Sd,  as  in  the  variation. 

5.  E.  to  Q.'s  sq.  (best.)  5.  P.  takes  E.  P. 

6.  Q.  takes  P.  (ch.)  6.  B.  to  E.'s  2d. 

7.  Q.  P.  two.  7.  E.  Et.  to  B.'s  3d. 

8.  Q.  takes  E.  B.  P.  8.  Q.  takes  Q. 

Even  game. 

These  are  the  moves  adopted  by  the  chief  authorities.  White 
would  appear,  however,  to  have  a  better  game  by  taking  off 
the  E.  itt.  at  his  7th  move,  then  playing  Et.  to  E.  B.'s  Sd, 
followed  by  Q.  Et.  to  B.'s  3d,  and  E.  R.  to  E.'s  sq. 

Variation,  hegirming  at  Whitens  4th  move. 

4.  Q.  Et.  to  B.'s  3d.  4.  Q.  to  E.  R.'s-5th,  (ch.) 

6.  E.  toB.'ssq.  5.  E.Et.toB.'s8d,or(A.) 

Modem  chess  writers  are  not  agreed  upon  the  best  move  for 
Black  at  this  point.  Mr.  Lewis  advocates  that  in  the  text, 
which  he  conceives  to  establish  the  opening  in  White's  favor. 
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while  Major  Jaenisch  and  the  Grerman  "  Handbuch "  oon* 
aider  Black's  proper  play,  and  that  which  gives  him  an  ad- 
vantage in  the  game,  to  be  5.  P.  takes  P.  I  present  the 
leading  variations  on  each  of  these  moves,  that  you  may 
judge  between  them. 

6.  K.  Kt.  to  B.'s  3d.  6.  Q.  to  K.  R.'s  4th. 

7.  P.  to  K.'s  5th.  7.  K.  Kt.  to  K.'s  5th. 

If  K.  Kt.  to  his  5th,  then — 

7.  K.  EttohisSth. 

8.  Q.  P.  two.  8.  K.  Kt.  to  K.'8  6th  (ch.) 

9.  Q.  B.  takes  Kt.  9.  P.  takes  Q.  B. 

10.  Q.  Kt.  to  Q.'8  5th.  10.  K.  to  Q.'s  sq. 

11.  Q.  Kt.  takes  K.  P. 

And  you  have  a  sufficient  game. 

8.  Q.  Kt.  to  Q.'s  5th.  8.  K.  Kt.  to  his  6th  (ch.) 
If  he  play  8.  K.  to  Q.'s  sq.,  you  take  the  gambit  P.  withKt. 

9.  K.  to  K.  Kt.'s  sq.  9.  K.  Kt.  takes  R. 

10.  Kt.  takes  Q.  B.  P.  (ch.)  10.  K.  to  Q.'s  sq. 

11.  Q.  Kt.  takes  Q.  R.  U.K.  Kt.  to  his  6th. 

12.  P.  takes  K.  Kt.  12.  P.  takes  P. 

13.  Q.  P.  two.  18.  K.  B.  to  K.'s  2d. 

14.  Q.  B.  to  K.  B.'s  4th.  14.  Q.  to  K.  Kt.'s  5th. 

15.  Kt.  to  K.  Kt.'s  5th.  15.  Q.  takes  Q.  B. 

16.  Kt.  to  K.  B.'s  7th  (ch.)  16.  K.  to  his  sq. 

17.  Q.  to  her  3d.  17.  K.  B.  to  Q.'s  sq. 

18.  K.  Kt.  to  Q.'s  6th  (ch.)  18.  K.  to  B.'s  sq. 

19.  Q.  R.  to  K.  B.'s  sq. 

And  you  will  checkmate  in  a  few  moves. 

(A.) 

5.  P.  takes  K.  P. 

This  is  the  move  recommended  by  Jaenisch,  in  preference  to 
Mr.  Lewis's  play  of  5.  K.  Kt.  to  B.'s  3d. 

6.  Q.  Kt.  takes  P.  6.  Q.  B.  P.  one. 

7.  Q.  to  K.'s  2d.  7.  K.  to  Q.'s  sq. 

8.  K.  Kt.  to  K.  B.'s  8d.  8.  Q.  to  K.'s  2d. 

If  he  play  8.  Q.  to  K.  R.'s  4th,  you  reply  with  Q.  Kt.  to  K. 
Kt.'s  5th ;  and  if  he  then  play  8.  Q.  P.  two,  you  move  9. 
K.  Kt.  to  K.'s  5th. 

9.  Q.  Kt.  to  K.  Kt.'s  5th.      9.  Q.  takes  Q.  (ch.) 

10.  B.  takes  Q.  10.  K.  to  his  sq. 

17* 


M4  CHSSS  FOR   WmTBB  BVBNIN08. 

11.  K.  Kt.  to  K.'s  6th.  11.  K.  B.  to  E.'s  2d. 

12.  K.  Kt.  to  K.  B.'s  7th,  12.  B.  takes  Q.  Kt. 

13.  Kt.  takes  B.  13.  K.  R.  P.  one. 

14.  B.  to  K.  R.'8  6th  (ch.)  14.  K.  to  K.'s  2d. 

15.  Kt.  to  K.  B.'s  7th.  15.  K.  Kt.  to  B.'s  3d. 

16.  Kt.  takes  R.  16.  Kt.  takes  B. 

17.  Kt.  to  Kt.'s  6th  (ch.)  17.  K.  to  B.'s  3d. 

18.  Kt.  to  K.  R.'s  4Ui.  18.  K.  Kt.  P.  two. 

19.  Kt.  to  K.  B.'s  3d. 

You  have  the  better  game. 

The  two  last  variatioDs  are  from  Lewis's  Treatise  (1844) 

GAME  THE  THIRD. 
WhUe.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 
8.  B.  to  Q.  B.'s  4th.  3.  Q.  P.  two. 

This  defence,  although  perhaps  not  critically  sound,  is  pref- 
erable, I  think,  to  either  of  the  two  last  examined. 

4.  B.  takes  P.  4.  K.  Kt.  to  B.'s  3d. 

If  you  take  P.  with  P.,  instead  of  with  the  B.,  you  mask  the 
attack  of  your  B.,  and  enable  him  more  speedily  to  develope 
his  forces. 

6.  Q.  to  K.'s  2d.  6.  Kt.  takes  B. 

The  "  Handbuch  "  gives  this  as  your  best  move  ;  5.  Q.  to 
B.'s  3d  appears  to  be  inferior,  from  her  occupying  the  sq. 
your  Kt.  is  wanted  on.  You  may,  however,  instead  of  moviijg 
the  Q.  play  5.  Q.  Kt.  to  B.'s  3d,  &r  which  see  the  varia- 
tion. 

In  place  of  taking  the  B.,  Black  may  move  5.  Q.  B.  P. 
one,  but  you  then  have  an  immediate  advantage. 

6.  P.  takes  Kt.  (dis.  ch.)  6.  B.  to  K.'s  2d. 

7.  Q.  to  K.  B.'s  3d.  7.  B.  to  K.  R.'s  5th  (ch.) 
As  the  "  Handbuch  "  observes,  you  may  also  play  7.  Q.  P. 
one,  but  in  that  case,  I  think.  Black  would  get  the  better 

rue  by  castling,  and  threatening,  at  his  next  move,  to  play 
to  K.'s  sq.  if  you  took  his  P.,  or  B.  to  K.  R.'s  5th  if  you 
attempted  either  to  sustain  your  doubled  P.  or  brought  out 
your  K.  Kt. 


THE.  king's   bishop  S   GAMBIT.  8M 

8.  K.  Kt.  P.  one.  8.  P.  takes  P. 

9.  P.  takes  P.  9.  B.  to  K.  Kt.'s  4th. 
10.  Q.  Ku  to  B.'s  3d. 

Even  game. 

These  are  the  moves  which  the  "  Handbuch"  gives,  but  the 
defence  has  yet  to  be  thorou^ly  analyzed.  At  move  8. 
Black,  instead  of  taking  the  K.  &t.  P.,  and  thus  opening  your 
R/s  fUe>  may  castle,  and  then,  perhaps,  your  best  move  would 
be  9.  K.  Kt.  to  K.'s  2d,  but  if  you  took  either  his  B.  or  P., 
he  would  win  the  game,  I  think.  For  example ;  in  the  first 
place,— 

8.  Castlefl. 
9.  P.  takes  6.  9.  Q.  takes  P.  (ch.) 

10.  Q.  to  B/s  2d.  10.  R.  to  K.'s  sq.  (ch.) 

(If  at  move  10.  yoa  play  K.  to  B.'s  sq.,  he  answers  with  R.  to  K.'s  sq., 
and  yon  must  lose ;  for  if  yon  then  play  11.  Kt.  to  K.'s  2d,  he  attacks 
your  Q.  with  his  B.,  and  if  11.  Q.  to  B.'s  2d,  he  checks  with  the  B.  at 
K.  R.'s  6th,  then,  when  yon  have  taken  his  B.,  he  takes  the  Kt.  (ch.), 
afterwards  pushing  the  P.  to  B.'s  6th,  Slc.) 

11.  Kt.  to  K.'s  2d.  11.  Q.  to  K.  R.'8  4th. 

(If  instead  of  interposing  the  Kt.,  yon  more  yonr  King  to  B.'s  sq.,  he 
checkia  with  the  B.,  d&e.,as  above  described.) 

12.  Q.  Kt.  to  B.'s  3d.  12.  P.  to  B.'s  6th. 

And  he  mnst  win. 

In  the  second  place, — 

8.  Castles. 
.     .9.  Q.  takes  P.  9.  Q.  takes  P. 

10.  Kt.  to  K.  B.'s  3d.  10.  K.  B.  to  K.  Kt's  4th. 

<If  yon  play  10.  Q.  to  B.'s  3d,  he  may  check  with  his  R.,  and  will  haw 

an  irresistible  attack.) 

11.  Q.  Kt.  to  B.'s  3d.  11.  Q.  to  her  B.'s  3d. 

And  wins. 

I  can  see  no  better  move  for  yon  than  this  of  the  Q.  Kt.  If  you  take 
the  B.,  either  with  your  Kt.  or  Q.,  you  must  infallibly  lose  the  game  in 
a  few  moves,  and  if  you  play  11.  Q.  B.  P.  two,  he  retires  his  Q.,  as  in 
the  text. 

You  must  not  regard  these  deviations  from  the  accepted  series  of  moves 
as  correct  analyses ;  they  are  merely  given  to  show  that  there  is  much 
latent  resource  in  the  present  system  of  defence»and  to  pique  the  attention 
of  other  writers  to  it.    . 
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heginrdng  at  White's  bih  nwoe. 
Wkiie.  Blade. 

1.  K.  P.  two.  r  1.  K.  P.  two. 

2.  K.  B.  P.  two.  I  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4ik.  I  3.  Q.  P.  two. 

4.  B.  takes  P.  14.  K.  KU  to  B.'s  Stl. 

5.  Q.  Kt.  to  B.'s  3d.  5.  K.  B.  to  Q.  Kt's  Sth. 

6.  K.  Kt.  to  K.'s  2d.  6.  B.  takes  Q.  Kt. 
Perhaps  your  best  move  is  6.  K.  Kt.  to  B.'s  3d,  instead  of  to 
K.'s  2d.     The  "Handbuch"  also  gives  6.  Q.  B.  P.  one  for 
Black,  and  then  proceeds  thus, — 

6.  Q.  B.  P.  one. 

7.  B.  to  Q.  B/8  4th.  7.  Q.  B.  to  K.  Kt.'s  5th. 

8.  Q.  P.  one.  «.  K.  Kt.  to  K.  R.'s  4th.* 

9.  Castles.  9.  K.  B.  takes  Q.  Kt. 
10.  P.  takes  B.                        10.  K.  Kt.  P.  two. 

An  equal  game. 

7.  Q.  P.  takes  B.  7.  Q.  B.  P.  one. 

If  you  take  the  B.  with  K.  Kt.  instead  of  Q.  P.,  Black  will 
answer  7.  Q.  B.  to  K.  Kt.'s  5th,  then  Kt.  takes  B.,  after- 
wards checking  with  the  Q.  and  playing  P.  to  K.  B.'s  6th. 

8.  B.  to  Q.  B.'s  4th.  8.  Q.  takes  Q.  (ch.) 

9.  K.  takes  Q.  9.  Kt.  takes  K.  P. 
10.  K.  to  his  sq. 

The  game  is  about  even,  since  Black  must  eventually  lose  the 
gambit  Pawn.  At  his  6th  move,  instead  of  taking  your 
Q.  Kt.  he  may  get  an  embarrassing  sort  of  attack  on  you  by 
taking  off  your  K.  B.,  then  checking  with  his  Q.,  and  after- 
wards advancing  the  P.  to  K.  B.'s  6th,  but  with  care  you 
can  defend  yourself. 

*  Both  these  last  moves  I  think  may  be  improved.  White  should  have 
castled,  since  poshing  the  Q.  P.  allows  Black  to  take  the  K.  P.,  and  <btaia 
a  decisive  advantage,  (e.  g.) 

8.  Q.  P.  one.  8.  Kt.  takes  K.  P. 

9.  P.  takes  Kt.  9.  Q.  to  K.  R.'s  5th  (ch.) 

(If  you  castle  instead  of  taking  his  Kt.,  yon  lose  a  Piece.) 

10.  K.  to  B.'s  sq.  10.  P.  to  K.  B.'s  6th. 
(If  10.  K.  to  Q.'s  2d,  Black  castles,  and  wins  easUj.) 

11.  P.  takes  P.  11.  B.  to  K.  R.'s  6th  (ch.) 

And  mates  in  fi?e  moves. 
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GAME  THE  FOURTH. 

White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  Q.  B.  P.  one. 

This  mode  of  defence  in  the  Bishop's  Gamhit  is  found  in  the 
oldest  works,  and  may  apparently  be  ventured  without  danger, 
but  without  advantage. 

For  the  move  3.  Q.  Kt.  P.  two,  which  Black  may  make 
at  this  point,  or  afler  giving  check  with  the  Q.,  see  the 
Illustrative  Games  at  the  end  of  the  Lesson ;  observing  here 
only,  tHht  after  3.  Q.  Kt.  P.  two,  it  is  not  prudent  for  you  to 
take  the  K.  B.  P.  (ch.).  (e.  g,) 

3.  Q.  Kt.  P.  two. 

4.  B.  takes  K.  B.  P.  (ch.)        4.  K.  takes  B. 

5.  Q.  to  K.  R.'s  5th  (ch.)         5.  K  Kt.  P.  one. 

6.  Q.  to  Q.'8  5th  (ch.)  6.  K.  to  Kt.'s  2d. 

7.  Q.  takes  Q.  R.  7.  Q.  to  K.  R.'s  5th  (ch.) 

8.  K.  to  Q.'8  sq.  8.  Q.  to  K.  Kt.'s  5th  (ch.) 

(If  8.  K.  to  B.'sscr,  he  plays  8.  K.  B.  to  Q.  B.'s 4th, and  on  your  moving 
9.  Kt.  to  K.  iL's3d,  he  replies  9.  P.  to  K.  B.'s  6th,  and  wins.) 

9.  Kt.  to  K.'s  Sd.  9.  Q.  takes  K.  Kt.  P. 
10.  R.  to  Kt.'s  sq.                    10.  Q.  to  K.  B.'s  7th. 

He  ought  to  win. 

4.  Q.  P.  two.  4.  Q.  P.  two. 

5.  P.  takes  P.  5.  P.  takes  P. 

6.  K.  B.  checks.  6.  Q.  Kt.  to  B.'s  3d. 

7.  Q.  B.  takes  P.  7.  Q.  to  her  Kt.'s  3d. 

8.  Q.  to  K.'s  2d  (ch.)  8.  Q.  B.  to  K.'s  3d. 

9.  Q.  B.  P.  one.  9.  Castles  on  Q.'s  side. 
10.  K.  Kt.  to  B.'s  3d. 

The  game  is  equal. 


GAME  THE  FIFTH. 

Having  gone  through  the  prohahle  variations  which  Black 
may  adopt  instead  of  checking  with  the  Q.,  at  his  3d  move, 
we  have  now  to  consider  those  at  his  command,  (after  giving 
the  check,)  when  he  does  not  play  the  usual  move  of  4.  K. 
Kt.  P.  two. 
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WhiU.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 
8.  B.  to  Q.  B.'s  4th,                3.  Q.  checks. 

4.  K.  to  B.'s  sq.  4.  B.  to  Q.  B.'s  4th. 

This  defence  is  found  in  Greco,  but  is  nofto  be  com- 
mended,  because  it  gives  you  a  favorable  opportunity  to 
develope  your  game  and  establish  your  Pawns  in  the  centre. 

5.  Q.  P.  two.  5.  B.  to  Q.  Kt.'s  3d. 

6.  K.  Kt.  to  B.'s  3d.  6.  Q.  to  K.'s  2d. 

7.  Q.  B.  takes  P.  7.  Q.  takes  K.  P. 

8.  B.  takes  K.  B.  P.  (ch.)  8.  K.  to  B.'s  sq. 

9.  Q.  B.  to  K.  Kt.'s  3d.  9.  K.  Kt.  to  R.'s  3d. 

10.  Q.  Kt.  to  B.'s  3d.  10.  Q.  to  K.'s  2d. 

11.  K.  B.  to  Q.  Kt.'s  3d.  11.  Q.  B.  P.  one. 

12.  Q.  to  her  2d.  12.  Q.  P.  two. 

13.  Q.  R.  to  K.'s  sq. 

And  you  have  the  better  game. 

GAME  THE  SIXTH. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  Q.  checks. 

4.  K.  to  B.'s  sq.  4.  K.  Kt.  to  B.'s  3d. 

5.  K.  Kt.  to  B.'s  3d.  5.  Q.  to  K.  R.'s  4th. 

If  he  play  his  Q.  to  K.  Kt.'s  5th,  you  take  his  K.  B.  P.  with 
B.  (ch.),  and  if  5.  Q.  to  K.  R.'s  3d,  then  you  move  6.  Kt.  to 
K.'s  5th. 

6.  K.  R.  P.  two.  6.  K.  Kt.  P.  two. 

Yon  may  also  play  6.  P.  to  K.'s  5th  without  harm.  {e.  g.) 

6.  P.  to  K/8  Sth.  6.  K.  Kt.  to  K.'s  5th. 

7.  Q.  P.  two.  7.  Kt.  to  his  6th  (ch.) 

8.  K.  to  Kt.'s  sq.  8.  Kt.  takes  R. 

9.  Q.  B.  takes  P. 

The  loflB  of  the  exchange  is  compensated  by  the  saperior  development  of 

your  game. 

If  Black  at  move  6.  take  the  K.  P.,  you  play  7.  Q.  to  K.'s  2d. 

7.  Q.  Kt.  to  B.'s  3d.  7.  K.  R.  P.  one. 

8.  P.  to  K.'s  5th.  8.  Kt.  to  his  sq. 
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If  8.  Kt.  to  his  5th,  then  9.  K.  to  Kt.'s  sq.,  followed  hy  10. 
P.  takes  K.  Kt.  P. 

9.  K.  B.  to  K.'s  2d.  9.  P.  to  Kt.'9  5th. 

Tou  might  also  move  9.  Q.  P.  two. 

10.  Kt.  to  K.  R.'s  2d.  10.  Q.  takes  K.  P. 

11.  Q.  P.  two. 

You  have  the  advantage. 


GAME  THE  SEVENTH. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s4th.  3.  Q.  checks. 

4.  K.  to  B.'s  sq.  4.  Q.  to  K.  B.'s  3d. 

Although  defective,  this  4th  move  of  defence  is  much  stronger 
than  either  4.  B.  to  Q.  B.'s  4th,  or  4.  K.  Kt.  to  B.'s  3d. 

5.  Q.  Kt.  to  B.'s  3d.  5.  Q.  B.  P.  one. 

He  may  also  play  5.  K.  Kt.  to  K.'s  2d.     (See  Variation.) 

6.  Q.  P.  two.  6.  Q.  P.  one. 

7.  K.  Kt.  to  B.'s  3d.  7.  K.  Kt.  P.  two. 

8.  K.  R.  P.  two.  8.  K.  R.  P.  one. 

9.  P.  10  K.'s  5th.  9.  P.  takes  P. 

10.  P.  takes  P.  10.  Q.  to  K.  Kt.'s  2d. 

11.  Q.  to  her  4th.  11.  B.  to  K.  Kt.'s  5th. 

If  he  play  11.  B.  to  K.'s  2d,  you  move  12.  P.  to  K.'s  6th,  and 
if  11.  Q.  Kt.  to  Q.'s  2d,  you  proceed  as  follows : — 

11.  Q.  Kt.  to  Q.'s  2d. 

12.  P.  takes  Kt.  P.  12.  P.  takes  P. 

13.  R.  takes  R.  13.  Q.  takes  R. 

14.  P.  to  K.'s  6th.  14.  Q.  to  K.  R.'s  8th  (ch.) 

15.  Q.  to  K.  Kt.'s  sq.  15.  Q.  takes  Q.  (ch.) 

16.  K.  takes  Q. 

The  game  is  in  your  fiiyor. 

12.  P.  takes  Kt.  P.  12.  P.  takes  P. 

13.  R.  takes  R.*  13.  Q.  takes  R. 

14.  Kt.  takes  K.  Kt.  P.  14.  Q.toK.R.'s8th(ch.) 

15.  Q.  to  K.  Kt.'s  sq.  15.  Q.  takes  Q.  (ch,) 

16.  K.  takes  Q. 

You  have  the  superiority. 
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Variation  heginmiig  ai  Blade's  6th  move. 

White.  Black. 

1.  K.  P.  two.  fl.  K.  P.  two. 

2.  K.  B.  P.  two.  I  2.  P.  tojfce*  P. 

3.  P.  to  Q.  B.'s  4ih.  1  3.  Q.  checks. 

4.  JT.  to  P.'*  sq.  1 4.  Q.  to  JS:.  P/*  3d. 
,5.  Q.  jr«.  to  B.'s  Sd.  5.  K.  Kt.  to  K.'s  2d. 

6.  Q.  P.  two.  6.  Q.  P.  one. 

7.  K.  Kt.  to  B.'s  3d.  7.  K.  Kt.  P.  two. 

If  he  play  7.  Q.  B.  to  K.'s  3d,  you  move  8.  Q.  to  her  3d. 

8.  K.  R.  P.  two.  8.  K.  R.  P.  one. 

9.  P.  to  K.'s  5th.  9.  Q.  to  K.  Kt.'s  2d. 

Jaeniach  plays  9.  P.  takes  K.  P.  The  "  Handbuch"  give* 
the  moye  in  the  text. 

10.  K.  R.  P.  takes  P.  10.  K.  R.  P.  takes  P. 

11.  R.  takes  R.  11.  Q.  takes  R. 

12.  Q.  Kt.  to  K.'s  4th.  12.  P.  takes  K.  P. 

13.  P.  takes  P.  13.  Q.  to  K.  R.'s  8th  (ch.) 

14.  K.  Kt.  to  his  sq.  14.  Q.  Kt.  to  Q.'s  2d. 

15.  Q.  Kt.  takes  P.  15.  Q.  Kt.  takes  K.  P. 

16.  Q.  to  K.'s  2d. 

You  have  the  better  position. 

GAME  THE  EIGHTH. 
White.  Black. 

1.  K.P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  Q.  checks. 

4.  K.  to  B.'s  sq.  •  4.  Q.  P.  one. 

This  defence  is  considered  incorrect,  as  it  admits  of  your  im- 
mediately recovering  the  Pawn  by  Cozio's  move,  5.  Q.  to  K. 
B.'s  3d,  nevertheless  it  requires  to  be  met  with  circumspec- 
tion. 

5.  Q.  to  K.  B.'s  3d.  5.  K.  Kt.  P.  two. 

Instead  of  5.  Q.  to  K.  B.'s  3d,  you  may  play  5.  Q.  P.  two, 
as  in  the  variation. 

If  you  move  5.  Q.  Kt.  to  B.'s  3d,  his  best  reply  is  5.  Q. 
B.  to  K.'s  3d. 
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6.  E.  Kt.  p.  one.  6.  Q.  to  K.  Et.'s  5th. 

7.  Q.  P.  one.  7.  K.  B.  to  R.'s  3d. 

8.  Q.  takes  Q.  8.  B.  takes  Q. 

9.  K.  R.  P.  two.  9.  P.  takes  R.  P. 


10.  Q.  B.  takes  P. 


Even  game. 


VariaUan,  heginmng  at  White's  6lh  move. 
White.  Black. 

J.  K.  P.  two.  ri.  K.  P.  two. 

2.  K.  B.  P.  two.  J  2.  P.  takes  P. 

3.  B,  to  Q.  B.'s  4th.  |  3.  Q.  checks. 

4.  K,  to  B.'s  sq.  1^4.  Q.  P.  one. 

5.  Q.  P.  two.  5.  Q.  B.  to  K.'s  3d. 

Jaenisch  recommends  this  move  for  Black ;  the  "  Handhuch" 
suggests,  however,  that  his  hest  play  is  perhaps  5.  Q.  to  K. 
B.'s  3d,  and  then  the  game  proceeds  as  in  Game  the  Seventh 
of  this  Lesson.  Instead  of  either  of  these  moves,  he  may 
play  5.  K.  Kt.  P.  two,  and  the  game  be  pursued  as  follows, — 

5.  K.  Kt.  P.  two. 

6.  K.  Kt.  to  B.'B  3d.  6.  Q.  to  K.  R/s  4th. 

7.  K.  R.  P.  two.  7.  K.  B.  to  Kt.'s  2d  (best). 

8.  K.  R.  to  hifl  2d.  8.  Q.  B.  to  K.  Kt/s  5th. 

9.  K.  to  Kt.'8  sq.  9.  K.  Kt.  to  K.'8  2d. 

(A  similar  position  occure  in  Game  the  Second,  Lesson  VIII.) 

10.  Q.  B.  P.  one.  10.  B.  takes  Kt. 

11.  P.  takes  B.  ,  11.  R.  to  K.  Kt.'s  sq. 

12.  P.  takes  K.  Kt.  P.  12.  Q.  takes  P.  (ch.) 

13.  K.  to  B.'s  sq.  13.  Q.  Kt.  to  Q.'s  2d. 

14.  Q.  to  her  Kt.'s  3d.  14.  P.  to  Q.'s  4th. 

(Yoa  might  also  play  14.  Q.  to  her  2d»  but  still  the  advantage  would  be 
on  Black's  side,  who  could  castle,  with  a  fine  game.  Instead  of  14.  P. 
to  Q.'8  4th,  Jaenisch  and  the  "  Handbuch"  give  Black  14.  B.  takes  Q. 
P.,  which  seems  premature,  and  leads  only  to  an  equal  game,  while  by 
first  advancing  the  Q.  P.,  he  ought,  I  think,  to  win.) 

15.  R.  to  K.  Kt.'s  2d.  15.  P.  takes  B. 

(If  instead  of  so  playing,  you  take  the  Q.  P.  with  P.,  he  takes  Q.  P.  with 
B.,  and  wins ;  and  if  you  take  Q.  P.  with  B.,  then  his  move,  Kt.  takes 
B.,  followed  by  B.  to  K.'s  4th,  gives  him  an  irresistible  game.) 

16.  Q.  takes  Q.  Kt.  P.  16.  Q.  takes  R.  (ch.) 

17.  K.  takes  Q.  17.  Q.  R.  to  Kt'ssq. 

18.  Q.  toQ.  R/8  6th  (best).  18.  B.  takes  Q.  P.  (dis.  ch.) 

19.  K.  to  B.'s  sq.  (best).  19.  R.  to  K.  Kt.'s  8th  (eh.) 
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(If  at  more  19.  yon  play  the  King  to  his  R.'s  file,  then  19.  Q.  R.  to  Q 

Kt.'8  3d  wins.) 

90.  K.  to  his  2d.  20.  K.  R.  takes  B. 

31.  P.  takes  B.  21.  Q.  R.  takes  P.  (ch.) 

32.  Kt.  to  Q:b  2d.  22.  K.  R.  takes  R. 

(Followed  by  K.  R.  takes  Q.  R.  P.,  and  he  ought  to  win  easQy.) 

6.  Q.  to  her  3d.  6.  B.  takes  6. 

7.  Q.  takes  B.  7.  Q.  B.  P.  one. 

8.  Q.  to  her  Kt.'s  3d.  8.  Q.  Kt.  P.  one. 

9.  Q.  to  K.  R.'s  3d.  9.  Q.  takes  Q. 

10.  Kt.  takes  Q.  10.  K.  Kt.  to  B.'s  3d. 

11.  Q.  Kt.  to  B.'s  3d.  11.  Q.  Kt.  to  Q.'s  2d. 

The  game  is  even. 


GAMES  IN  ACTUAL  PLAY. 

ILLUSTRATnrB   OF  THE   KING's   BISHOP's   GAMBIT. 
(A-om  the  CJkest'Plafer**  Ckroniele.) 

GAME  I. 
Between  La  Bourdonnaie  and  McDonnell. 

White,  (Mr.  McD.)  Black,  (M.  La  B.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  (a)  3.  Q.  checks. 

4.  K.  to  B/s  sq.  4.  K.  Kt.  P.  two. 

5.  Q.  Kt.  to  B.'s  3d.  5.  K.  B.  to  Kt.'s  2d. 

6.  Q.  P.  two.  6.  Q.  P.  one. 

7.  K.  B.  to  K.'s  2d.  7.  Q.  Kt.  to  B.'s  3d. 

8.  P.  to  K.'s  5th.  8.  K.  Kt.  to  K.'s  2d. 

9.  Q.  Kt.  to  his  5th.  9.  Castles. 

10.  Q.  Kt.  takes  Q.  B.  P.  10.  Q.  R.  to  Q.  Kt/s  sq. 

11.  K.  Kt.  to  B.'s  dd.  11.  Q.  to  K.  R.'s  3d. 

12.  P.  takes  P.  12.  K.  Kt.  to  K.  B.'s  4th. 

13.  Q.  B.  P.  one.  13.  K.  Kt.  to  his  6th  (ch.) 

14.  P.  takes  Kt.  14.  Q.  takes  R.  (ch.) 

15.  K.  to  B.'s  2d.  15.  P.  takes  P.  (ch.) 

16.  K.  takes  P.  16.  Q.  takes  Q. 

17.  B.  takes  Q.  17.  K.  R.  P.  one. 

18.  Q.  Kt.  P.  one.  18.  Q.  Kt.  P.  two. 

19.  Q.  B.  to  K.'s  3d.  19.  K.  B.  P.  two. 

20.  P.  to  Q.'s  5th.  20.  P.  to  K.  B.'s  5th  (ch.) 

21.  K.  to  R.'s  2d.  21.  P.  takes  B. 

22.  P.  takes  Kt.  22   P.  to  K.  Kt.'s5th. 
K.  Kt.  to  Q.'8  4th.  23.  B.  to  K.'s  4th.  (ch.) 
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84.  K.  to  Kt.'8  Bq.  24.  K.  B.  takes  Q.  P. 

25.  Q.  Kt.  takes  P.  25.  K.  B.  to  Q.  B/s  4th. 

26.  P.  to  Q.  KVa  4th.  (h)  26.  K.  B.  to  Q.  Kt/s  3d. 

27.  Q.  Kt.  to  Q.'8  6th.  27.  K.  B.  takes  K.  Kt. 

28.  P.  takes  B.  28.  Q.  R.  takes  Kt.  P. 

29.  Kt.  takes  B.  29.  K.  R.  takes  Kt. 

30.  P.  to  Q.'s  5th.  30.  K.  to  B.'s  2d. 

31.  B.  to  Q.  Kt.'s  3d.  31.  K.  to  K.'s  2d. 

32.  K.  toB/8  sq.  32.  Q.  R.  toK.'s  5th. 

33.  K.  to  his  2d.  33.  K.  R.  to  K.  B.'s  sq. 

34.  K.  to  Q.'s  3d.  34.  Q.  R.  to  K.'s  4th. 

35.  R.  to  K.'s  sq.  35.  K.  to  Q.'s  3d.  (c) 

36.  R.  takes  P.  36.  R.  takes  R.  (ch.) 

37.  K.  takes  R.  37.  P.  to  K.  R.'s  4th. 

38.  K.  to  his  4th.  38.  P.  to  K.  R.'s  5th. 

39.  B.  to  Q,'s  sq.  39.  P.  to  K.  R.'s  6th. 

40.  P.  takes  P.  40.  P.  takes  P. 

41.  B.  to  K.  B  's  3d.  *                   41.  P.  to  K.  R.'s  7th. 

42.  B.  to  K.  Kt's  2d.  42.  R.  to  K.  B.'s  8th. 

Mr.  McDonnell  resigned. 


NOTES   TO   GAME   I. 

(a)  This  was  a  (avonrite  opening  of  McDonnell's ;  he  hcstowed  much 
time  and  labour  on  its  analyses,  and  discoTered  many  skiliid  methods  of 
diversifying  the  attack. 

(6)  K.  B.  to  K.'s  2d  woold  have  been  better  play  we  believe. 

(e)  This  game  is  very  cleverly  played  by  La  Bonrdonnais. 


GAME  II. 
Betteeen  the  game  players. 


WhiU  (Mr.  McD.) 

Black  (M.  La  B.) 

1.  K.  P.  two. 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

2.  P.  takes  P. 

3.  B.to  Q.  B.'s  4th. 

3.  Q.  checks. 

4.  K.  to  B.'s  sq. 

4.  K.  Kt.  P.  two. 

5.  Q.  Kt.  to  B.'s  3d. 

5.  K.  B.  to  Kt.'s  2d. 

6.  Q.  P.  two. 

6.  Q.  Kt.  to  B.'s  3d. 

7.  P.  to  K.'s  5th. 

7.  K.  Kt.  to  K.'s  2d. 

8.  K.  Kt.  to  B.'s  3d. 

8.  Q.  to  K.  R.'s  4th. 

9.  Q.  Kt.  to  K.'s  4th. 

9.  K.  R.  P.  one. 

10.  Kt.  to  K.  B.'s  6th  (ch.; 

10.  B.  takes  Kt. 

11.  P.  takes  B. 

11.  Q.  P.  two. 

12.  B.  to  Q.'s  3d. 

12.  K.  Kt.  to  B.'s  4th. 

13.  Q.  to  K.'s  sq.  (ch.) 

13.  K.  to  Q.'s  sq. 

14.  Kt.toK.'s5th. 

14.  K.  Kt.  takes  Q.  P.  (a) 

15.  Q.  B.  P.  one. 

15.  Q.  Kt.  takes  Kt. 

16.  Q.  takes  Kt. 

16.  Kt.  to  Q.  B.'s  3d. 
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17.  Q.  takes  Q.  P.  (ch.)  17.  K.  to  his  sq. 

18.  B.  to  Q.  Kt.'s  5th.  (b)  18.  Q.  B.  to  K.'s  3d. 

19.  B.  takes  Kt.  (ch.)  19.  K.  to  K.  B.'8  sq. 

90.  Q.  to  B  '8  5th.  (ch.)  20.  K.  to  Kt.'s  sq. 

91.  B.  to  K.  B.'s  3d.  21.  Q.  to  K.  Kt.'s  3d. 
99.  Q.  to  Q.'s  4th.  28.  Q.  B.  P.  two. 

93.  Q.  to  K/s  5th.  23.  Q.  R.  to  K/s  sq. 

94.  K.  B.  to  K/s  2d.  (c)  24.  P.  to  K.  B/s  6th. 

95.  K.  to  B.'s  2d.  (d)  25.  P.  takes  B. 

96.  Q.  B.  to  K.'s  3d.  26.  Q.  Kt.  P.  one. 

97.  K.  R.  P.  two.  27.  Q.  B.  to  Q.'s2d. 
28.  Q.  to  her  5th.  28.  Q.  takes  P.  (ch.) 

99.  K.  takes  P.  29.  B.  to  K.  Kt.'s  5th.  (ch.) 

30.  K.  to  Q.'s  2d.  30.  R.  to  Q.'s  sq. 

And  White  resigned. 

NOTES   TO   GAME   II. 

(a)  Had  Black  checked  with  his  Kt.  and  taken  the  Rook,  he  woold 
have  been  mated  in  five  moves. 

(b)  This  portion  of  the  game  is  pkyed  by  Mr.  McDonnell  with  great 
judgment. 

(c)  It  would  have  been  better  to  take  the  Q.  B.  P.  with  Q. 
Id)  It  is  obvious  he  would  have  lost  his  Q.  by  taking  the  P. 

GAME  m. 

Between  the  same  opponents. 

White,  (Mr.  McD.)  Blacle,  (M.  La  B.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  '            2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th  3.  Q.  checks. 

4.  K.  to  B.'s  sq.  4.  Q.  P.  one. 

5.  Q.  P.  two.  5.  B.  to  K.  Kt.'s  5th. 

6.  Q.  to  her  3d.  6.  Q.  Kt.  to  B.'s  3d. 

7.  B.  takes  K.  B.  P.  (ch.)  (a)  7.  K.  takes  B. 

8.  Q.  to  her  Kt.'s  3d  (ch.)  8.  K.  to  Kt.'s  3d. 

9.  Q.  takes  Q.  Kt.  P.  9.  Kt.  takes  Q.  P. 

10.  Q.  takes  R.  10.  K.  Kt.  to  B.'s  3d.  (h) 

11.  Q.  Kt  to  R.'s  3d.  11.  P.  to  K.  B.'s  6ih.  (c) 

12.  K.  Kt.  P.  one.  12.  Q.  B.  checks. 

13.  K.  to  his  sq.  13.  Q.  to  K.  Kt.'s  5th. 

14.  Q.  B.  to  K.'s  3d.  14.  P.  to  Q.'s  4th.  (d) 

15.  Q.  takes  Q.  R.  P.  15.  Kt.  to  Q.  B.'s  3d. 

16.  Q.  takes  Q.  B.  P.  16.  P.  to  Q.'s  5th. 

17.  B.  to  Q.'s  2d.  17.  Q.  takes  K.  P.  (ch.) 

18.  K.  to  Q.'s  sq.  18.  P.  to  K.  B.'s  7th. 

19.  Kt.  takes  B.  19.  Q.  to  K.  B.'s  6th.  (eh.) 
90.  K.  to  Q.  B.'s  sq.  20.  Q.  takes  R. 

And  wins. 
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NOTES   TO   GAME   HI. 

(a)  This  is  not  good  play,  because  to  recoyer  the  Pieoe,  White  if 
ciUiged  to  take  his  Queen  too  far  from  the  point  of  action. 

(b)  Indispensable^  to  preyent  the  Q.  checking  at  K/s  8th. 
Jc)  The  winning  move. 
ji)  An  excellent  move  to  exclude  the  Qaeen. 
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GAME  IV. 

Bettoeen  Mr, 

Perigal  and  an  Amateur. 

White,  (Mr.  P.) 

Black,  (Mr.  — .) 

1. 

K.  P.  two. 

1.  E.  P.  two. 

3. 

K.  B.  P.  two. 

2.  P.  takes  P. 

3. 

B.  to  Q.  B.'s  4th. 

3.  Q.  checks. 

4. 

K.  to  B.'s  sq. 

4.  E.  Et.  P.  two. 

5. 

Q  Et.  to  B.'s  3d. 

5.  B.  to  E.  Et.'s  2d. 

6. 

K.  Kt.  P.  one. 

6.  P.  takes  P. 

7. 

E.  to  Et.'s  2d. 

7.  E.  B.  takes  Et.  (a) 

8. 

E.  Et.  to  B.'s  3d. 

8.  Q.  to  Et.'s  5th. 

9. 

B.  takes  B.  P.  (ch.) 

9.  E.  to  B.'s  sq.  (h) 

10. 

E.  R.  P.  one. 

10.  Q.  takes  E  P. 

11. 

Q.  P.  takes  B. 

11.  E.  takes  B. 

12. 

E.  R.  toE.'ssq. 

12.  Q.  to  her  B.'s  3d. 

13. 

Q.  to  her  4th. 

13.  E.  Et.  toB.'s3d. 

14. 

Q.  B.  takes  E.  Et.  P. 

14.  R.  toE.'ssq. 

15. 

R.  takes  R. 

15.  Et.  takes  R. 

16. 

Q.  to  E.  B.'s  4th  (ch.) 

16.  Et.  to  E.  B.'s  3d. 

17. 

E.  takes  P. 

17.  Q.  to  her  3d. 

18. 

Et.  to  E.'s  5th  (ch.) 

18.  E.toEt.'s2d. 

19. 

B.  to  R.'s  6th  (ch.) 

19.  E.  to  Et.'s  sq. 

White  mates  in  two  moyes. 

NOTES   TO   GAKE   IV. 

(a)  This  is  not  advisable  play. 

(b)  Taking  the  Bishop  would  evidently  involve  the  loss  of  the  Queen. 

GAME  V. 

Played  some  years  ago  between  one  of  the  beet  players  of  the  day  and 

Mr,  Staunton. 

White,  (Mr.  — ..)  Black,  (Mr.  S.) 

1.  E.  P.  two.  1.  E.  P.  two. 

2.  E.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  Q.  P.  two. 

4.  P.  takes  P.  (a)  4.  E.  Et.  to  B.'s  3d. 

5.  Q.  to  E.  B.'s  3d.  5.  E.  B.  to  Q.'s  3d. 

6.  E.  R.  P.  one  6.  Castles. 
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7.  Q.  B.  P.  one.  7.  Q.  B.  P.  one. 

.     8.  P.  tMkmF,  8.  Q.  Kt  takes  P. 

9.  Q.  P.  cwa  9.  K.  Kt.to  K-'sSth. 

10.  Q.  B.  takes  P.  10.  Q.  to  K.  R/b  5th  (ch.) 

11.  K.  Kt.  P.  one.  11.  K.  Kt.  ukesP. 

13.  Q.  B.  cakes  K.  B.  12.  Kt.  takes  R.  (dis.  <di.) 

13  K.  to  B.'s  sq.  13.  Q.  B.  to  K.'s  3d. 

14  K  B  toQ/8  3d.  14.  Q.  R.  to  Q/s  aq. 

15.  Q.  B.  tc  K.  R.'s  2d.  15.  Q.  B.  to  Q/s  4th. 

16.  Q  to  K.  B  '8  4th.  16.  Q.  to  K.  R/s  4th. 

17.  Q.  Kt.  to  Q/s  2d.  17.  Q.  Kt.  to  K/s  2d. 

18.  P.  to  Q.  B's  4th.  18.  Q.  Kt.  to  K.  Kt.'s  3d. 

19.  Q.  to  K.  Kt.'8  4th.  19.  Q.  to  K.  R.'s  3d. 

20.  Q.  R.  to  Q.'B  sq.  20.  Q.  to  K.'8  6th. 

21.  Q.  to  K.  B.'s  5th.  21.  B.  to  K.  Kt/s  7th  (ch.) 

22.  K.  takes  B.  22.  Kt.  to  K.  R.'8  5th.  (ch.) 

And  Black  wins. 


NOTE  TO  GAME  V. 
(a)  It  is  better  to  take  the  Pawn  with  the  Bishop. 


GAME  VI. 

Between  MM.  Kieseritzkij 

f  and  Devinck. 

White,  (M.  D.) 

Black,  (M.  K.) 

1.  K.  P.  two. 

1. 

K.  P.  two. 

2.  K.  B.  P.  two. 

2. 

P.  takes  P. 

3.  B.  to  Q.  B/8  4th. 

3. 

Q.  Kt.  P.  two. 

4.  B.  takes  Kt.  P. 

4. 

Q.  checks. 

5.  K.  to  B.'s  Bq. 

5. 

Q.  B.  to  Q.  Kt.'s  2d. 

6.  Q.  Kt.  to  B.'s  3d. 

6. 

K.  B.  to  Q.  Kt.'s  5th. 

7.  Q.  to  K.  B.'B  3d. 

7. 

K.  B.  P.  two. 

8.  Q.  P.  one. 

8. 

B.  takes  Kt. 

9.  P.  takes  B. 

9. 

P.  takes  P. 

10.  P.  takes  P. 

10. 

K.  Kt.  to  B.'s  3d. 

11.  K.  B.  to  Q.'s  3d. 

11. 

Castles. 

12.  Q.  B.  to  Q.  R.'s  3d. 

12. 

Q.  P.  one. 

13.  B.  to  Q.  B.*8  4th  (eh.) 

13. 

K.  to  R.'s  sq. 

14.  B.  to  Q.'8  5th. 

14. 

Kt.  takes  B. 

15.  P.  takes  Kt. 

15. 

Q.  Kt.  to  Q.'B  2d. 

16.  P.  to  Q.  B.'s  4th 

16. 

Kt.  to  K.'s  4th. 

17.  Q.  to  her  B.'s  3d. 

17. 

P.  to  K.  B.'s  6th. 

18.  K.  Kt.  P.  one. 

18. 

Q.  takes  Q.  B.  P.  (ch. 

19.  Q.  takes  Q. 

19. 

Kt.  takes  Q. 

20.  B.  to  Q.  Kt.'s  4th. 

20. 

P.  to  K.  B.'s  7th. 

21.  K.  Kt.  to  R.'s  3d. 

21. 
Black  wins. 

B.  takes  Q.  P. 
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GAME  Vn. 
Behoeen  MM,  Kiueritxkij  and  Dedogu* 


Wkite.    (M.  D.) 

1.  K.  P.  two. 

2.  K.  B.  P.  two 

3.  B.  to  Q.  B/s  4th. 

4.  B.  takes  Kt.  P. 

5.  K.  to  B/s  sq. 

6.  K.  Et.  toB/s3d. 

7.  K.  B.  to  K/s  2d. 

8.  Kt.  to  Q/b  4th. 

9.  K.  R.  P.  one. 

10.  K.  Kt.  to  Q.  Kt.'B  3d. 

11.  P.  takes  P. 

12.  P.  to  K.  B.'s  4th. 

13.  Q.  P.  one. 

14.  K.  B.  to  B.'s  3d. 

15.  P.  to  Q.'s  4th. 

16.  K.  to  Kt/s  2d. 

17.  R.  takes  P. 

18.  Q.B.toK/s3d. 

19.  Q.  to  K.  R.'s  sq. 

20.  Kt.  takes  Kt. 

21.  B.  takes  Q. 

22.  K.  to  R.'s  3d. 

23.  K.  to  R  's  4th. 

24.  K.  toR.'sSth. 

25.  R.  to  K.  Kt.'s  2d. 

26.  P.  to  K.  B.'s  5th. 

27.  K  to  Kt.'s  4th. 

28.  Q.  B.  P.  one. 

29.  K.  B.  to  K.'s  2d. 

30.  K.  to  his  B.'s  3d. 

31.  R.  to  Kt/s  8th  (ch.) 

32.  R.  takes  Q.  B. 

33.  K.  to  Kt.'s  4th. 

34.  K.  takes  Kt. 

35.  K  to  Kt/s  6th. 

36.  K.  to  R/s  7th. 

37.  Q.R.  P.  one. 

38.  B.  to  Q.  B.'s  4th. 


Black.    (M.  K.) 

1*  K.  P.  two. 

2.  P.  takes  P. 

3.  Q.  Kt.  P.  two. 

4.  atoK.  R.'s5th(ch.) 

5.  K.  Kt.  p.  two. 

6.  Q.  to  K.  R.'s  4th. 

7.  P.  to  K.  Kt/s  5th. 

8.  Q.  P.  one. 

9.  K.  B.  to  Kt.'s  2d. 

10.  P.  to  K.  B.'s  6th. 

11.  P.  takes  K.  R.  P. 

12.  Q.  to  K.  R.'s  5th. 

13.  P.  to  K.  R.'s  7th. 

14.  Q.  Kt.  to  B.'s  3d. 

15.  Q.  B.  to  Q.  R/s  3d  (di.) 

16.  K.  Kt.  to  R.'s  3d. 

17.  Q.  to  K.  B.'s  3d. 

18.  K.  R.  to  Kt/s  sq. 

19.  Kt.  takes  Q.  P. 

20.  Q.  takes  Kt. 

21.  B.  takes  B.  (dis.  ch.) 

22.  Q.  B.  tohissq.  (ch.) 

23.  K.  B.  to  his  3d  (ch.) 

24.  R.  to  K.  Kt/s  3d. 

25.  Kt.  tohissq. 

26.  R.  to  his  3d  (ch.) 

27.  R.  takes  Q. 

28.  K.  B.  to  K.'s  4th. 

29.  Kt.  to  K.  B.'s  3d  (ch.) 

30.  Kt.  takes  K.  P. 

31.  K.  to  his  2d. 

32.  Kt.  to  K.  Kt.'s  4th  (ch.) 

33.  K.  R.  P.  two  (ch.) 

34.  P.  to  B/s  3d  (ch.) 

35.  R.  to  K.  Kt.'s  8th  (ch.) 

36.  Q.  R.  takes  R. 

37.  Q.  R.  to  K.  Kt.'s  sq. 


And  Black  mates  in  three  moves. 


LES 


mr>Vr«  of  'ifrifinf:^^  vn>:&  isay  be  bntAr  ncdoed.  Tbe^^  pre- 
KTiS,  in  CiTfL  DO  paltx'^i«^r  C^cultr  of  analrBiy  aad  none  of 

U^iug  th^  Pavn  and  mamnrr.'ng  h.  and  it  bat  be  leoMiked 
l^^fM^rail  V  that,  by  relodui^  the  Gambit^  Black  sobfeds  hiiD- 
ftcif  to  ar>me  dindranta^  of  pciwr/:<n,  tfaoosli,  pffoWUj,  not 
ao  much  aa  U>  infliKtice  matefiallT  the  leaok  of  tlie 


1,  K.  P.  two.  1.  K-  P.  two- 

2.  K.  B.  P.  two.  2.  B.  to  Q.  B.'s  4tli. 

Thin  appears  to  be  Black's  best  more,  if  he  declines  taking  P* 

with  P. 

We  iihall  examine  ib  sabsequent  games,  the  oonaeqiieiioes 
of  hi*  moving  2.  Q.  P.  ooe,  aad  2.  Q.  P.  two.  (See  Gvames 
the  Second  and  Third.)  Black  has  also  sevend  other  <le- 
fitticfm,  which  are  but  rarely  adopted ;  for  instance,  he  may 
play  2.  K.  Kt.  to  B.'s  Sd,  on  which  you  take  P.  with  P.,  and 
on  his  taking  K.  P.  with  Kt.,  more  out  K.  Kt.  to  B.'s  Sd. 

He  may  also  play  2.  Q.  Kt.  to  B.'s  3d,  and  you  reply  3. 
K.  Kt.  to  B.'s  3d  ;  if  he  then  play  3.  B.  to  Q.  B.'s  4th,  you 
may  move  4.  B.  to  Q.  Kt.'s  5th,  &c. 

If  Black  move  2.  Q.  B.  P.  one,  your  best  move,  as  re- 
commended by  Jaenisch,  is  3.  Q.  P.  two. 

If  he  play  2.  Q.  to  K.  B.'s  3d,  your  best  move,  accordiiig 
to  tlie  "  Handbuch,"  is  3.  Q.  P.  one. 

And  finally,  if  he  play  2.  Q.  to  K.  R.'s  5th  (ch.),  you  play 
8.  K.  Kt.  P.  one,  and  afterwards  P.  takes  K.  P.,  and  you 
have  a  bettor  game. 

8.  K.  Kt.  to  B.'s  dd.  3.  Q.  P.  one. 

4.  Q.  B.  P.  one.  4.  B.  to  K.  Kt.'s  5th. 

Your  4th  move,  Q.  B.  P.  one,  is  considered  stronger  than  4. 
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B.  to  Q.  B.'s  4th^  in  which  case  he  replies  4.  E.  Et.  to  B.'s 
Sd,  and  the  gatne  is  about  equal.  By  playing  4.  Q.  B.  P. 
one,  you  threaten  to  establish  your  Pawns  in  the  centre. 

5.  B.  to  E/s  2d  (best).  5.  B.  takes  Et. 

This  is  apparently  your  best  move,  but  you  may  also  play  5. 
Q.  P.' two,  hr  which  see  the  variation. 

6.  B.  takes  B.  6.  Q.  Et.  to  B.'s  dd. 

7.  Q.  Et.  P.  two.  7.  B.  to  Q.  Et.'s  8d. 

8.  P.  to  Q.  Et.'s5th.  8.  Q.  Et.  to  E.'s  2d. 

9.  Q.  P.  two. 

And  the  position  is,  perhaps,  a  little  in  your  &your. 

Variatum,  heguming  at  Whitens  5(A  move* 

White.  Black. 

1.  JT.  P.  Uoo.  f  1.  K.  P.  ftoo. 

2.  JT.  B.  P.  two.  12.  B.to  Q.  B.*e  4ih. 

3.  K.  Kt.  to  B.'s  Sd.  1  8.  Q.  P.  one. 

4.  Q.  B.  P.  one.  I  A.  B.to  K.  Kt.'e  Uk. 

5.  Q.  P.  two.  5.  P.  takes  Q.  P. 

6.  P.  takes  P.  6.  B.  takes  Et. 

7.  P.  takes  B.  7.  Q.  to  E.  R.'s  5th  (ch.) 

8.  E.  to  his  2d.  8.  B.  to  Q.  Et.'s  3d. 

0.  B.  to  E.'s  3d.  9.  Et.  to  E.  B.'s  3d. 
10.  Et.  to  Q.  B.'s  3d.              10.  Et.  to  Q.  B.'s  3d. 

Equal  game. 

GAME  THE  SECOND. 

White.  Black. 

1.  E.  P.  two.  1.  E.  P.  two. 

2.  E.  B.  P.  two.  2.  Q.  P.  one. 

This  move  is  objectionable  as  unnecessarily  confining  the 
King's  Bishop. 

3.  E.  Et.  to  B.'s  3d.  3.  B.  to  E.  Et.'s  5th. 

Instead  of  this  move  you  have  the  choice  of  3.  B.  to  Q.  B.'s 
4th,  the  result  of  which  will  be  shown  in  the  variation. 

4.  B.  to  Q.  B.'s  4th.  4.  Q.  Et.  to  B.'s  8d. 

5.  Q.  B.  P.  one.  5.  B.  takes  Et. 

6.  Q.  takes  B.  .  6.  Et.  to  E.  B.'s  8d. 

The  game  is  slightly  in  your  fiivour. 
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Variaaanj  hegmnuig  at  WkUe's  2d  mate. 

While.  Blade. 

5  1.  jr.  P.  two.  ( 1.  K.  P.  tufo. 

1 3.  K.  B.P.iwo^  (  2.  Q.  P.  one. 

8.  B.  to  Q.  B.'s  4th.  3.  P.  takes  P.     * 

If  Black  does  not  take  this  P.,  you  can  play  4.  Q.  P.  one,  or 
4.  K.  Kt.  to  B.'s  8d,  and  the  position  becomes  the  sam^  as  in 
the  foregoing  game.  At  this  point,  Jaenisch  makes  him  play 
8.  K.  B.  P.  two. 

4.  K.  Kt.  to  B.'s  8d.  4.  B.  to  E.'s  dd. 

Q.  to  K.  B.'s  3d  would  also  be  a  good  move  for  you.  If  Black 
now  play  4.  K.  Kt.  P.  two,  you  reply  5.  K.  R.  P.  two,  and 
we  have  a  position  which  occurs  in  the  Allgaier  Grambit. 

5.  B.  takes  B.  5.  P.  takes  B. 

6.  Q.  P.  two.  6.  K.  Kt.  P.  two. 

7.  K.  R.  P.  two.  7.  P.  to  K.  Kt.'s  5th. 

8.  Kt.  to  K.  Kt.'s  5th.  8.  Q.  to  K.  B.'s  3d. 
^.  Q.  takes  P. 

You  have  the  advantage. 


GAME  THE  THIRD. 

WhUe.  Black. 

1.  K.  P.  two.  1.  The  same. 

2.  K.  B.  P.  two.  2.  Q.  P.  two. 

This  is  the  customary  mode  of  declining  the  King's  Gambit, 
but  it  appears  to  be  less  advantageous  for  the  second  player 
than  2.  B.  to  Q.  B.'s  4th. 

3.  P.  takes  Q.  P.  8.  Q.  takes  P. 

In  lieu  of  taking  the  Q.  P.  he  can  play  3.  P.  takes  K.  B.  P., 
as  in  the  variation. 

4.  Q.  Kt.  to  B.'s  8d.  4.  Q.  to  K.'s  3d. 
Ponziani  advises,  for  your  4th  move,  4.  Q.  to  K.'s  2d, 

5.  K.  Kt.  to  B.'s  3d.  6.  p.  takes  P.  (dis.  ch.) 
You  may  likewise  take  P.  with  P.  and  have  a  good  game. 
£0^:;:  pX£J'  ^'  ^  ^'^  ^^'  -^-  thV&nfwing 
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5.  P.  to  K.'8  Sth. 

6.  •  Kt.  to  K.'8  5tli.  6.  K.  Kt.  to  R.'s  Sd. 

7.  B.  to  Q.  B.'B  4tb.  7.  Q.  to  K/s  3(L 

8.  B.  to  Q.  Kt/8  3d.  8.  K.  B.  P.  one. 

9.  K.  Et.  to  Q.  B/8  4th.  9.  B.  toK.'8  3d. 
10.  Q.  to  K/8  2d. 

Hie  game  is  eren. 

At  move  9.  instead  of  Et.  to  Q.  B.'s  4th,  in  actual  play  yoa 
would  perhaps  venture  9.  Q.  to  K.  R.'s  5th  (ch.),  dsc. 

6.  K.  to  B.'s  2d.  6.  Q.  B.  P.  one  (best). 

He  plays  thus  to  prevent  the  check  of  your  B.,  and  the  sub- 
sequent loss  of  the  Q.,  by  your  moving  R.  to  K.'s  sq. 

7.  Q.  P.  two.  7.  B.  to  Q.'8  3d. 

8.  B.  to  Q.'s  3d.  8.  K.  Kt.  to  E.'8  2d. 

9.  R.  to  K.'s  sq. 

You  have  a  fine  game. 


\ 


Variation^  hegummg  at  Black* 8  Si  moo0. 

Whiie.  Black. 

1.  K.  P.  two.  K 1.  Tke  same* 

2.  K,  B.  P.  two.  I  2.  Q.  P.  tufo. 
8.  P.  takes  Q.  P.  3.  P.  takes  K.  B.  P. 
4.  B.  to  Q.  Kt.'s  5th  (ch.)      4.  B.  to  Q.'s  2d. 

Instead  of  checking  with  your  B.,  let  us  suppose  4.  E.  Et.  to 
B.'s  3d. 

4.  E.  Et.  to  B.'s  3d.  4.  Q.  takes  P. 

5.  Q.  P.  two.  5.  E.  Et.  P.  two. 

(Toa  may  also  attack  the  Q.  with  Q.  Et.,  and  have  the  better  game 

shortly.) 

6.  Q.  B.  P.  two. 

Yoa  hare  certainly  the  advantage. 

6.  Q.  to  E.'s  2d  (ch.)  5.  Q.  to  E.'82d. 

6.  Kt.  to  Q.  B.'s  3d.  6.  Et.  to  E.  B.'s  3d. 

7.  B.  takes  B.  (ch.)  7.  Q.  Et.  takes  B. 

8.  Q.  P.  two.  8.  Castles. 

9.  Q.  takes  Q.  9.  B.  takes  Q. 

10.  B.  takes  P.  10.  Q.  Et.  to  his  3d. 

Equal  game. 


GAMES  n  ACTUAL  FLAT. 


J&.a 


-/ 


1.  ELP. 

SL  k:  B.  r 

X  K.Ki.«»B'f3dL 
4.  K.  B  w  Q.  B 

xnr. 

€.  P.  to  K.' 

7-  F.  tilA  F. 

&  K.  K.  P.  OK. 

f.  Q  B.  to  K.  Kt.<b  5A. 

10.  B  tok«s  Ki. 

11.  aKi.toQ'B94. 

12.  B.  to  Q.'«  3d. 

13.  a  Ki.  to  K.'s  4A. 

14.  Q.  B.  P.  one. 
U.  K.  to  B.'s  iq, 

Ifi.  a  Kt.  to  B.'s  6di  'ck.) 

17.  Q,  Kl  to  a'«  dtfa.^ 

18.  Kt.  takes  B. 

19.  a  R.  to  Kt.'s  aq. 
SO.  Q.  to  her  a'0  2iL 
31.  R.  taJus  P. 

22.  K.  to  B.'a  2d. 

23.  B,  takea  K.  R.  P.     - 

24.  K.  R.  to  K.'s  aq. 

25.  K.  Kt.  P.  two. 

26.  Q.  to  lier  B.'a  3d. 

27.  Q.takeaa 

28.  K.  ukea  Kt. 

29.  K.  to  B.'s  4th. 

30.  a  R.  to  K.  Kt.'8  2d. 

31.  Q.  R.  to  Q.'«  2d. 

32.  Q.  R.  to  Q/s  8th. 

33.  K.  R.  to  Q.'a  aq. 

And  after  aerenl  more 


5l 
C 
7. 
& 
9. 

1€L 

IL 

12. 

13. 

14. 

15. 

16. 

17. 

18. 

19. 


21. 


24. 
2S. 
26. 
27. 
28. 
29. 
30. 
31. 
32. 
33. 


laK.R.'kJd. 
Q.iakr2d. 
P.tafceaR 
ai»K.B.'a4^ 
a  to  B.'a  5ch. 

BL  lo  a  i^'a  5&  (ck) 

a  to  K^'«  6ih  (ck.) 

P.  lakes  P. 

JLlDB.^sq. 

atoherB.lB4lk. 

P.  takes  P. 

Q.  takes  Kl 

Kt.  to  a  B.'iiSd. 

a  to  K.  R'a  5dk. 

K.  R.  to  Kl's  aq. 

R.  to  K.  Kl's  4&. 

K.  to  Kt'a  2d. 

Kt.  to  Q.'s  Sth. 

Q.  takea  Kt.  (ch.) 

Kl  takes  Q. 

K.  takea  B. 

Q.  Kt.  P.  one. 

B.  to  Q.  Kt.'a  3d. 

B.  to  hia  aq. 

K.  R.  to  Kt.'8  aq. 

B.  to  K.'8  3d. 


i 

1 


mores  White  Rfligned. 


1. 
3. 


GAME  n. 
Between  MM.  Devimck  and  EtewerUxlaj. 
(Ffwn  Um  OtefSMCi   PmrtiM  pmr  L.  KiMMitiiy^ 
White,  (M.  DO  Black,  (»L  K) 

5'  S'  S^®-  1-  R-  P-  t'^o- 

R'  *•  *^'  two.  2.  Q.  P.  one. 

K.  Kt.  to  B/B  3d.  3.  Q.Kt.to&'83d. 
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4. 

K.  B.  to  a  B.'a  ith. 

4.  Q.B.  toK.1i3a. 

5. 

B.  takes  B. 

5.  P.  takes  B. 

6. 

P.  takes  K.  P. 

6.  Q.  Kt.  takes  P. 

7. 

Q.  P.  two.  («) 

7.  Et.  takes  Et.  (ch.) 

8.  Q.  to  E.  B.'s  3d. 

8. 

Q.  takes  Et. 

9. 

Castles. 

9.  Q.  takes  Q.  (6) 

10. 

R.  takes  Q. 

10.  B.  to  E.'s  9d. 

11. 

Q.  B.  to  K.'s  3d. 

11.  B.  to  E.  B.'s  3d. 

13. 

Kt.toQ.'8  2d.    * 

12.  Et.  to  E.'s  3d. 

13. 

Q.  R.  to  K.  B.'s  sq. 

13.  Et.  to  E.  Et's  3d. 

14. 

K.  Kt.  P.  one. 

14.  P.  to  E.'B  4th. 

15. 

Q.  R  P.  one. 

15.  R.  to  E.  B/s  my 

16. 

Kt.  toQ.  B.'8  4th. 

16.  E.  to  E.'s  3d. 

17. 

K.  R.  P.  two. 

17.  Q.  Et.  P.  two. 

18. 

P.  takes  K.  P. 

18.  Et.  takes  E.  P. 

19. 

Kt.  takes  Kt. 

19.  B.  takes  Et. 

20. 

R.  takes  R. 

80.  R.  takes  R. 

21. 

R.  takes  R. 

21.  E.  takes  R. 

22. 

K.  to  K.  B/s  2d. 

33.  Q.  R.  P.  two. 

23. 

B.  to  Q/8  4th. 

33.  Q.  B.  P.  two. 

24. 

B.  takes  B. 

34.  P.  takes  B. 

25. 

K.  toK.  B./sdd. 

35.  E.  R.  P.  two. 

26. 

P.  to  K.  Kt.'8  4th. 

36.  E  Kt.  P.  one. 

27. 

P.  takes  P. 

37.  P.  takes  P. 

28. 

E.  to  K/s  3d. 

38.  P.  to  Q.  B.'8  5th. 

29. 

Q.  R.  P.  one. 

39.  K.  to  K.'s  3d. 

30. 

K.  to  Q/8  2d. 

30.  K.  to  Q.'8  3d. 

31. 

E.  to  Q.  B/s  2d. 

31.  K.  to  Q.  B.'s  4th. 

32. 

Q.  Kt.  P.  two.  (ch.) 

33.  R.  P.  takes  P. 

33. 

R.  P.  takes  P.  (ch.) 

33.  K.  to  Q.  B.'s  3d. 
A  dnwn  game. 

NOTES  TO  GAME  U. 

(a)  If  Kt.  takes  Kt.,  Q.  checks  at  K.  R.'s  5th. 
(6)  Taking  the  P.  would  be  wrong,  on  account  of  10.  B.  to  K.'s  Sd« 
11.  Q.  to  R.'s  5th  (ch.),  and  13.  Q.  to  Q.  Et.'s  5th  (ch.),  Slc. 


GAME  III. 

(From  PhUidor.) 
White,  Black, 

1.  E.  P.  two.  1.  The  same. 

2.  E.  B.  P.  two.  3.  Q.  P.  two. 

3.  P.  takes  Q.  P.  3.  Q.  takes  P. 

4.  P.  takes  P.  4.  Q.  takes  E.  P.  (ch.) 

5.  B.  to  E.'s  3d.  5.  B.  to  Q.'s  3d. 

6.  E.  Et.  to  B.'s  3d.  6.  Q.  to  E.'s  3d. 

7.  Q.  P.  two.  7.  B.  to  E.'B  3d. 

8.  Castles.  8.  Q.  Et.  to  ^.'s  3d. 


#14  cHBss  worn, 

aBuP. 

K.Kt.to  B.'«3d. 
CaatkB  on  K.'taade  (hemy. 
K.  R.  P.  me. 
Q^  toher  aq. 
K.B.  toK.'8  2d. 
Q.toQ.  B.'s2dL 
Kl  takes  Kt 
B.  takes  B. 
K.KtP.  one. 
B.  takes  Kl 
Q.  R.  to  Q.*8  aq.  (^ 
Q.  to  her  2d. 
P.  takes  R. 
23.  K.toR.'88q. 

And  dnws  the  game  hj  peipetnal  check. 

NOTE  TO   GAJfB   m. 

(s)  If  BbckattadLtlieQ.,b7idsyiiigB.toK.B.'8^fa,yoataket]ie 
B.withR. 


9.  H  B.  P.  two. 

9. 

10.  Q.  Kl  to  B.'k  3d. 

10. 

11.  B.toa'«3d. 

11. 

12.  a  B.  to  K.  Kt/k  Sdi. 

12. 

13L  B.  to  K.  R.'s  4th. 

13. 

14.  Q.  KLtoK/s4ifa. 

14. 

15.  atoK.'82d. 

15. 

1&  Kt.  takes  Kt.  (di.) 

16. 

17.  B.  takes  Kl 

17. 

18.  Q.  to  K.'B  4th. 

18. 

19.  Kt.  to  K.'8  5th. 

19. 

20.  P.  takes  & 

20. 

21.  K.  R.  to  B.'B  0th. 

21. 

22.  R.takesKLP.  (eh.) 

22. 

23.  a  takes  P.  (eh.) 

23. 

24.  a  takes  P.  (ch.) 

J 

1 
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SYNOPSIS  OF  BOOK  IV. 

THE  KING'S  GAMBIT. 


1. 


K.  P.  tim. 
K.  P.  two. 


2. 


K.  B.  P«  tPO^ 
P.takMP. 


Tn  Kdio's  KmoBT^s  Gaxbit, 


1. 


K.  p.  twa 
K.  P.  two. 


2. 


K.  B.  P.  two. 
P.  takes  P. 


8. 


K.Kt  toBL  ad. 


Cuinnn»HAM 
Gambit. 


Thb 

Saxtioahd 

oocheahb 

Gaxbtis, 


Thb 

Muno 

Gambit. 


Allsaibb 
Gambit. 


{ 


WMek  inelude$  .*— 

1.  K.  P.  two. 
3.  K.  B.  P.  two. 
3.  K.Kt.  toB.  3d. 


fl.  K.P.two. 

2.  K.  B.  P.  two. 

3.  K.  Kt.  toB.3d. 

4.  K.  B.  toQ.  B.4th. 

5.  K.  Kt.  to  K.  5th. 


1.  K.  P.  two. 
3.  P.  takes  P. 
3.  B.  to  K.  dd. 

1.  K.  P.  two. 
3.  P.  takes  P. 

3.  K.  Kt.  P.  two. 

4.  P.  to  K.  Kt.  5th. 

5.  Q.  checks. 


6.  K.  to  B 


.sq.| 


6.  K.  Kt.  to  B.  or  R.  Sd.—Salmo 
6.  P.  to  K.  B.  eih^^-Coehrang. 


CI.  KP.  two. 

2.  K.  B.  P.  two. 

3.  K.  Kt.  to  B.  3d. 

4.  K.  B.  to  Q.  B.  4th. 
^5.  Castles  or  Q.  P.  two. 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  K.  Kt.  to  B.  3d. 

4.  K.  R.  P.  two. 


1.  K.  P.  two. 
3.  P.  takes  P. 

3.  K.Kt.  P.  two. 

4.  P.  attacks  Kt. 

5.  P.  takes  Kt. 

1.  K.  P.  two. 
3.  P.  takes  P. 
3.  K.  Kt.  P.  two. 


Thb 
K.  R.  Pawb 

Gambit. 

Thb 

Kdib^s  BisHor^s 

Gauzt. 


{f. 
{i 


K.  P.  two. 
K.  B.  P.  two. 
K.  R.  P.  two. 


1.  K.  P.  two. 
3.  P.  takes  P. 


1.  K.  P.two. 
K.  B.  P.  two. 
K.  B.  to  Q.  B.  4th. 

ABD 

Thb  Gambit  DaeLiHBD. 


1.  K.  P.  two. 
3.  P.  ttket  P. 


il4                         CHBS8  TOR  WIMTSE  EVSZflNGS. 

9.  Q.  B.  P.  two.  9.  Q.  B.  P.  one. 

10.  Q.  Kt.  to  B/B  3d.  10.  K.  Kt.  to  B/s  3d. 

11.  B.  to  Q.'8  3d.  11.  Castles  on  K.'b  aide  (best). 
19.  Q.  B.  to  K.  Kt.'B  5th.  12.  K.  R.  P.  onu, 

13.  B.  to  K.  R.'b  4th.  13.  Q.  to  her  aq. 

14.  Q.  Kt.  to K'B 4th.  14.  K. B.  to  K.'s  2d. 

15.  Q.  to  K.'B  2d.  15.  Q.  to  Q.  B/s  2d. 

16.  Kt.  takefl  Kt.  (ch.)  16.  Kt.  takes  Kt 

17.  B.  takes  Kt.  17.  B.  takes  B. 

18.  Q.  to  K.'s  4th.  18.  K.  Kt.  P.  one. 

19.  Kt.  to  K.'s  5th.  19.  B.  takes  Kt. 

90.  P.  takes  B.  20.  Q.  R.  to  Q.*8  sq.  (a) 

91.  K.  R.  to  B.'s  6th.  21.  Q.  to  her  2d. 

92.  R.  takes  Kt.  P.  (ch.)  22.  P.  takes  R. 

93.  Q.  takes  P.  (ch.)  23.  K.  to  R.'ssq. 
94  Q.  takes  P.  (ch.) 

And  drawB  the  game  by  perpetual  check. 

NOTE  TO  GAME  HI. 

(a)  If  Black  attack  the  Q.,  by  playing  B.  to  K.  B.'s  4th,  yon  take  the 
B.  with  R. 
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SYNOPSIS  OF  BOOK  IV. 

THE  KINGra  OAHBIT. 


1. 


K«  P>  two* 


2. 


K.  B.  p.  tW9k 
P.takMP. 


Tn  Koreas  KmsBx^s  Gaxiit^ 


1. 


K.  P.  tim. 
K.  P.  two. 


2. 


K.B.  P.  tifo. 
P.  taketP. 


8. 


K.Kt  toB.  ad. 


Thb 

CusmirfliHAX 
Gambit. 


Thb 

Saltioahd 

OocHEAin 


Thb 

Mvno 
Gambit. 


Gambit. 


{ 


Wkiek  melud€9  .'^ 

1.  K.  P.  two. 
3.  K.  B.  P.  two. 
3.  K.Kt.toB.  3d. 


fl.  K.P.two. 
3.  K.  B.  P.  two. 

3.  E.  Kt.  toB.3d. 

4.  K.  B.  toQ.  B.4th. 

5.  K.  Kt.  to  K.  5th. 


1.  K.  P.  two. 
9.  P.  takes  P. 
3.  B.  to  K.  dd. 

1.  K.  P.  two. 
9.  P.  takes  P. 

3.  K.  Kt.  P.  two. 

4.  P.  to  K.  Kt.  5th. 

5.  Q.  cheeks. 


R   ir  *^  n  ^  {  6-  K.  Kt.  to  B.  or  R.  3d^-&Zmo 
b.  K.  to  B.  sq.  ^  g   p^  K.  B.  6th.-^c*r«i«. 


ri.  KP.  two. 
9.  K.  B.  P.  two. 

3.  K.  Kt.  to  B.  3d. 

4.  K.  B.  to  Q.  B.  4th. 
,5.  Castles  or  Q.  P.  two. 

1.  K.  P.  two. 
9.  K.  B.  P.  two. 
3.  K.  Kt.  to  B.  3d. 
.4.  K.  R.  P.  two. 


1.  K.  P.  two. 
9.  P.  takes  P. 

3.  K.'Kt.  P.  two. 

4.  P.  attacks  Kt. 

5.  P.  takes  Kt* 

1.  K.  P.  two. 
9.  P.  takes  P. 
3.  K.  Kt.  P.  two. 


Thb 

K.  R.  Pawb 

Gambit. 

Thb 

Kno^s  Bishops 

Gambit. 


fi 
6 


K.  P.  two. 
K.  B.  P.  two. 
K.  R.  P.  two. 


1.  K.  P.  two. 
9.  P.  takes  P. 


1.  K.  P.  two. 
K.  B.  P.  two. 
K.  B.  to  Q.  B.  4tfa. 

AHD 

Thb  Gambit  Dmouhbd. 


1.  K.  P.  two. 
9.  P.  takes  P. 
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».  a.B.P.two.  9.  Q.B.P.<»e. 

10.  Q.  Kl  u>  B.-a  3d.  10.  E.  El  to  B.'a  3d. 

11.  6.ioa.-a3d.  II.  CutlEB(HiK.-aBiile(bc«>. 
la.  Q.B.u>E.  Ki.'aSdi.  13.  ILR.P.oDe. 

13.  B.  io  K.  B.-i  4tli.  13.  Q.  tu  her  wq. 

U.  Q.  Kt.  to  K.-a  4Ui.  14.  K.  B.  to  K-'h  Sd. 

15.  Q.  to  K.-I  Sd.  15.  Q.  to  Q.  B/B  2d. 
IG.  Kl.  takea  Kt.  (ch.)  16.  Kl.  take*  Kl 

IT.  B.  takia  Kl  IT.  B.  tmkea  B. 

16.  Q.  to  K.'a4tb.  IS.  K.  Et.  P.  one. 
19.  Ki.  toK.'i  Sth.  19.  B.  takea  Et. 

90.  P.  taka  B.  30.  Q.  S.  to  Q.'a  aq.  («) 

SI.  E.  R.  to  B.-i  6«h.  31.  Q.  to  ha  2d. 

29.  R.  takn  Et.  P.  (ch.)  39.  P.  takea  R. 

S3.  Q.  takca  P.  (eh.)  33.  E.  to  R.'a  aq. 
34.  Q.  takaa  P.  (di.) 

And  dram  the  game  b;  peipetnal  dieek. 

MOTE  TO   GAME  ni. 
(a)  If  Blai^  attack  the  Q.,  br  plaring  B.  to  K.  B.'a  4th,  yon  taka  die 
B.  with  R. 


IT. 
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{ 


5-f^toB.3i 


Sr^ft 
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to&JJ. 


Kt.T 
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LESSON  X. 

THE  GAMBIT  DBCUNED. 

If  Black  does  not  choose  to  accept  the  Gamhit  he  has  several 
modes  of  defence,  which  may  be  briefly  noticed.  They  pre- 
sent,  in  fact,  no  particular  difficulty  of  analysis,  and  none  of 
those  complicated  and  brilliant  combinations  that  arise  from 
taking  the  Pawn  and  maintaining  it,  and  it  may  be  remarked 
generally  that,  by  refusing  the  Gambit,  Black  subjects  him- 
self to  some  disadvantage  of  position,  though,  probably,  not 
80  much  as  to  influence  materially  the  result  of  the  game. 

GAME  THE  FIRST. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  B.  to  Q.  B.*s  4th. 

This  appears  to  be  Black's  best  move,  if  he  declines  taking  ?• 
with  P. 

We  shall  examine  in  subsequent  games,  the  consequences 
of  his  moving  2.  Q.  P.  one,  and  2.  Q.  P.  two.  (See  Games 
the  Second  and  Third.)  Black  has  also  several  other  de- 
fences, which  are  but  rarely  adopted  ;  for  instance,  he  may 
play  2.  K.  Kt.  to  B.'s  3d,  on  which  you  take  P.  with  P.,  and 
on  his  taking  K.  P.  with  Kt.,  move  out  K.  Kt.  to  B.'s  3d. 

He  may  also  play  2.  Q.  Kt.  to  B.'s  dd,  and  you  reply  3. 
K.  Kt.  to  B.'s  3d ;  if  he  then  play  3.  B.  to  Q.  B.'s  4th,  you 
may  move  4.  B.  to  Q.  Kt.'s  5th,  &c. 

If  Black  move  2.  Q.  B.  P.  one,  your  best  move,  as  re- 
commended by  Jaenisch,  is  3.  Q.  P.  two. 

If  he  play  2.  Q.  to  K.  B.'s  3d,  your  best  move,  accordiiig 
to  the  "  Handbuch,"  is  3.  Q.  P.  one. 

And  finally,  if  he  play  2.  Q.  to  K.  R.'s  5th  (ch.),  you  play 
3.  K.  Kt.  P.  one,  and  afterwards  P.  takes  K.  P.,  and  you 
have  a  better  game. 

3.  K.  Kt.  to  B.'s  3d.  3.  Q.  P.  one. 

4.  Q.  B.  P.  one.  4.  B.  to  K.  Kt.'s  5th. 

Your  4th  move,  Q.  B.  P.  one,  is  considered  stronger  than  4. 


B.  to  Q.  B.'s  4th^  in  which  caae  he  replies  4.  K.  Kt.  to  B/s 
8d,  and  the  gatne  is  ahout  equal.  By  playing  4.  Q.  B.  P. 
one,  you  threaten  to  establish  your  Pawns  in  the  oentre. 

5.  B.  to  K.'s  2d  (best).  5.  B.  takes  Kt. 

This  is  apparently  your  best  movO)  but  you  may  also  play  5* 
Q.  P.* two,  for  which  see  the  variation. 

6.  B.  takes  B.  6.  Q.  Kt.  to  B.'s  8d. 

7.  Q.  Kt.  P.  two.  7.  B.  to  Q.  Kt.'s  8d. 

8.  P.  to  Q.  Kt.'s&th.  8.  Q.  Kt.  to  K.'s  2d. 

9.  Q.  P.  two. 

And  the  position  is,  perhaps,  a  little  in  your  fiivour. 

Variation,  hegimiitig  ai  WkiU*s  6tk  move* 

White.  Black. 

1.  K.  P.  Uffo.  (I.  K.  P.  two. 

2.  K.  B.  P.  two.  \2.  B.to  Q.  B.'t  4ll. 

3.  K.  Ku  to  B.'m  9d.  I  3.  Q.  P.  one. 

4.  Q.  B.  P.  one.  14.  B.io  K.  Kt.'s  M. 

5.  Q.  P.  two.  5.  P.  takes  Q.  P. 

6.  P.  takes  P.  6.  B.  takes  Kt. 

7.  P.  takes  B.  7.  Q.  to  K.  R.'s  5th  (ch.) 

8.  K.  to  his  2d.  8.  B.  to  Q.  Kt.'s  dd. 

9.  B.  to  K.'s  3d.  9.  Kt.  to  K.  B.'s  3d. 

10.  Kt.  to  Q.  B.'s  3d.  10.  Kt.  to  Q.  B.'s  8d. 

Equal  game. 

GAME  THE  SECOND. 
White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  Q.  P.  one, 

This  move  is  objectionable  as  unnecessarily  confining  the 
Eng's  Bishop. 

3.  K.  Kt.  to  B.'s  3d.  3.  B.  to  K.  Kt.'s  5th. 

Instead  of  this  move  you  have  the  choice  of  3.  B.  to  Q.  B.'s 
4th,  the  result  of  which  will  be  shown  in  the  variation. 

4.  B.  to  Q.  B.'s  4th.  4.  Q.  Kt.  to  B.'s  8d. 

5.  Q.  B.  P.  one.  .  5.  B.  takes  Kt. 

6.  Q.  takes  B.  .  6.  Kt.  to  K.  B.'s  8d« 
The  game  is  slightly  in  your  fitvour. 
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7.  Q.  a  p.  one.  7.  Q.  B.  P.  one. 

a  P.  takm?,  8.  Q.  Kt.  takes  P. 

9.  Q.  P.  twob  9.  K.  Kt.to  K/8  5th. 

10.  Q.  B.  takes  P.  10.  Q.  to  K.  R/s  5tfa  (d.) 

11.  K.  Kt.  P.  one.  11.  K.  Kt.  takes  P. 

19.  Q.  B.  takes  K.  B.  12.  Kt  takes  R.  (dis.  ch.) 

13  K.  to  B.'8  sq.  13.  Q.  B.  to  K/s  3d. 

14  K  B  toQ.'sSd.  14.  Q.  R.  to  Q.'s  sq. 
15.  Q.  B.  tc  K.  R.'s  2d.  15.  Q.  B.  to  Q/s  4th. 
IS.  Q  to  K.  B  's  4th.  16.  Q.  to  E.  R/s  4th. 

17.  Q.  Kt.  to  Q's  2d.  17.  Q.  Kt.  to  K.'s  2d. 

18.  P.  to  Q.  B's  4th.  18.  Q.  Kt.  to  K.  Kt.'s  3d. 

19.  Q.  to  K.  Kt.'s  4th.  19.  Q.  to  K.  R.'s  3d. 
Q.  R.  to  Q/8  sq.  20.  Q.  to  K.'s  6th. 


91.  Q.  to  K.  B.'s  5th.  21.  B.  to  K  Kt.'s  7th  (ch.) 

K.  takes  B.  22.  Kt.  to  K.  R.'a  5th.(cli.^ 

And  Black  wins. 


NOTE  TO  GAMS  V. 
(•)  It  is  better  to  take  the  Pawn  with  the  Bishop. 


GAME  VI. 

Between  MM.  KtMeritzkij  and  Devinek. 

WhiU,  (M.  D.)  Black,  (M.  K.) 

1.  K.P.  two.  1.  K.  P.  two. 

9.  K.  B.  P.  two.  2.  P.  takes  P. 

3.  B.  to  Q.  B  '8  4th.  3.  Q.  Kt.  P.  twa 

4.  B.  takes  Kt.  P.  4.  Q.  checks. 

5.  K.  to  B.'s  sq.  5.  Q.  B.  to  Q.  Kt.'s  2d. 

6.  Q.  Kt.  to  B.'s  3d.  6.  K.  B.  to  Q.  Kt.'s  5th. 

7.  Q.  to  K.  B.*s  3d.  7.  K.  B.  P.  two. 

8.  Q.  P.  one.  8.  B.  takes  Kt. 

9.  P.  takes  B.  9.  P.  takes  P. 

10.  P.  takes  P.  10.  K.  Kt.  to  B.'s  3d. 

11.  K.  B.  to  Q.'s  3d.  11.  Castles. 

12.  Q.  B.  to  Q.  R.'s  3d.  12.  Q.  P.  one. 

13.  B.  to  Q.  B.'s  4th  (ch)  13.  K,  to  R.'s  sq. 

14.  B.  to  Q.'8  5th.  14.  Kt.  takes  B. 

15.  P.  takes  Kt.  15.  Q.  Kt.  to  Q.'s  2d. 

16.  P.  to  Q.  B.'s  4th  16.  Kt.  to  K.'s  4th. 

17.  Q.  to  her  B.'s  3d.  17.  P.  to  K.  B.'s  6th. 

18.  K.  Kt.  P.  one.  18.  Q.  takes  Q.  B.  P.  (ch.) 

19.  Q.  takes  Q.  19.  Kt.  takes  Q. 

20.  B.  to  Q.  Kt.'s  4th.  20.  P.  to  K.  B.'s  7th. 

21.  K.  Kt.  to  R.'s  3d.  21.  B.  takes  Q.  P. 

Black  wins. 
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GAME  Vn. 
Between  MM.  Kiegeritzkij  and  Dealoges* 

WhiU,    (M.  D.)  Black.     (M.  K.) 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two  2.  P.  takes  P. 

3.  B.  to  Q.  B.'s  4th.  3.  Q.  Kt.  P.  two. 

4.  B.  takes  Kt.  P.  4.  Q.  to  K.  R.'8  5th  (ch.) 

5.  K.  to  B/s  sq.  5.  K.  Kt.  P.  two. 

6.  K.  Kt.  to  B.'s3d.  6.  Q.  to  K.  R.'s  4th. 

7.  K.  B.  to  K.'8  2d.  7.  P.  to  K.  Kt.'s  5th. 

8.  Kt.  to  Q.'8  4th.  8.  Q.  P.  one. 

9.  K.  R.  P.  one.  9.  K.  B.  to  Kt.'s  2d. 

10.  K.  Kt.  to  Q.  Kt.'B3d.  10.  P.  to  K.  B.'a  6th. 

11.  P.  takes  P.  11.  P.  takes  K.  R.  P. 

12.  P.  to  K.  B.'B  4th.  12.  Q.  to  K.  R.*8  5th. 

13.  Q.  P.  one.  13.  P.  to  K.  R.'s  7th. 

14.  K.  B.  to  B.'s  3d.  14.  Q.  Kt.  to  B.'s  3d. 

15.  P.  to  a's  4th.  15.  Q.  B.  to  Q.  R.'s  3d  (ch.) 

16.  K.  to  Kt/8  2d.  16.  K.  Kt.  to  R.'s  3d. 

17.  R.  takes  P.  17.  Q.  to  K.  B.*s  3d. 

18.  Q.  B.  to  K.'s3d.  18.  K.  R.  to  Kt/s  sq. 

19.  Q.  to  K.  R/s  sq.  19.  Kt.  takes  Q.  P. 

20.  Kt.  takes  Kt.  20.  Q.  takes  Kt. 

21.  B.  takes  Q.  21.  B.  takes  B.  (dis.  ch.) 

22.  K.  to  R.'s  3d.  22.  Q.  B.  to  hissq.  (ch.) 

23.  K.  to  R  's  4th.  23.  K.  B.  to  his  3d  (ch.) 

24.  K.  to  R.'sSth.  24.  R.  to  K.  Kt.'s  3d. 

25.  R.  to  K.  Kt.'s  2d.  25.  Kt.  to  his  sq. 

26.  P.  to  K.  B.'s  5th.  26.  R.  to  his  3d  (ch.) 

27.  K.  to  Kt.'s  4th.  27.  R.  takes  Q. 

28.  Q.  B.  P.  one.  28.  K.  B.  to  K.'s  4th. 

29.  K.  B.  to  K.'s  2d.  29.  Kt.  to  K.  B.'s  3d  (ch.) 

30.  K.  to  his  B.'s  3d.  30.  Kt.  takes  K.  P. 

31.  R.  to  Kt.'s  8th  (ch.)  31.  K.  to  his  2d. 

32:  R.  takes  Q.  B.  32.  Kt.  to  K.  Kt.'s  4th  (ch.) 

33.  K.  to  Kt.'s  4th.  33.  K.  R.  P.  two  (ch.) 

34.  K.  takes  Kt.  34.  P.  to  B.'s  3d  (ch.) 

35.  K.  to  Kt.*s  6th.  35.  R.  to  K.  Kt.'s  8th  (ch.) 

36.  K.  to  R.'s  7th.  36.  Q.  R.  takes  R. 

37.  Q.  R.  P.  one.  37.  Q.  R.  to  K.  Kt.'s  sq. 

38.  B.  toQ.  B.'s  4th. 

And  Black  mates  in  three  moves. 
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LESSON  X. 

THB  GAMBIT  DBCUNSD. 

If  Black  does  not  choose  to  accept  the  Grambit  he  has  several 
modes  of  defence,  which  may  be  briefly  noticed.  They  pre- 
sent* in  fact,  no  particular  difBculty  of  analysis,  and  none  of 
those  complicated  and  brilliant  combinations  that  arise  from 
taking  the  Pawn  and  maintaining  it,  and  it  may  be  remarked 
generally  that,  by  refusing  the  Gambit,  Black  subjects  him- 
self to  some  disadvantage  of  position,  though,  probably,  not 
80  much  as  to  influence  materially  the  result  of  the  gsmtie. 

GAME  THE  FIRST. 
Wkiie.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  B.  to  Q.  B.'s  4th. 

This  appears  to  be  Black's  best  move,  if  he  declines  taking  P- 
with  P. 

We  shall  examine  in  subsequent  games,  the  consequences 
of  his  moving  2.  Q.  P.  one,  and  2.  Q.  P.  two.  (See  Games 
the  Second  and  Third.)  Black  has  also  several  other  de- 
fences, which  are  but  rarely  adopted  ;  for  instance,  he  may 
play  2.  K.  Kt.  to  B/s  3d,  on  which  you  take  P.  with  P.,  and 
on  his  taking  K.  P.  with  Kt.,  move  out  K.  Et.  to  B.'s  8d. 

He  may  also  play  2.  Q.  Kt.  to  B.'s  3d,  and  you  reply  3. 
K.  Kt.  to  B.'s  3d ;  if  he  then  play  3.  B.  to  Q.  B.'s  4th,  you 
may  move  4.  B.  to  Q.  Kt.'s  5th,  &c. 

If  Black  move  2.  Q.  B.  P.  one,  your  best  move,  as  re- 
commended by  Jaem'sch,  is  3.  Q.  P.  two. 

If  he  play  2.  Q.  to  K.  B.'s  3d,  your  best  move,  according 
to  the  "  Handbuch,"  is  3.  Q.  P.  one. 

And  finally,  if  he  play  2.  Q.  to  K.  R.'s  5th  (ch.),  you  play 
3.  K.  Kt.  P.  one,  and  afterwards  P.  takes  K.  P.,  and  you 
have  a  better  game. 

3.  K.  Kt.  to  B.'s  3d.  3.  Q.  P.  one. 

4.  Q.  B.  P.  one.  4.  B.  to  K.  Kt.'s  5th. 

Your  4th  move,  Q.  B.  P.  (me,  is  considered  stronger  than  4. 
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B.  to  Q.  B.'s  4th^  in  which  case  he  replies  4.  K.  Et.  to  B.'s 
3d,  and  the  gatne  is  about  equal.  By  playing  4.  Q.  B.  P. 
(xae,  you  threaten  to  establish  your  Pawns  in  the  centre. 

5.  B.  to  E.'s  2d  (best).  5.  B.  takes  Kt. 

"Phis  is  apparently  your  best  move,  but  you  may  also  play  5. 
Q.  P.*  two,  for  which  see  the  yariation. 

6.  B.  takes  B.  6.  Q.  Kt.  to  B.'s  3d. 

7.  Q.  Kt.  P.  two.  7.  B.  to  Q.  Kt.'s  3d. 

8.  P.  to  Q.  Kt.'s5th.  8.  Q.  Kt.  to  K.'s  2d. 

9.  Q.  P.  two. 

And  the  position  is,  perhaps,  a  little  in  your  favour. 

Variation,  beginning  at  White's  6th  move. 

White.  Black. 

1.  K.  P.  tm.  ri.  K.  P.  two, 

2.  K.  B.  P.  Ueo.  I  2.  B.  to  Q.  B,'s  m. 

3.  jBT.  Kt  to  B.'s  Sd.  1  3.  Q.  P.  one. 

4.  Q.  B.  P.  one.  14.  B.to  K.  Kt.'s  b(h, 

5.  Q.  P.  two.  5.  P.  takes  Q.  P. 

6.  P.  takes  P.  6.  B.  takes  Kt. 

7.  P.  takes  B.  7.  Q.  to  K.  R.'s  5th  (ch.) 

8.  K.  to  his  2d.  8.  B.  to  Q.  Kt.'s  3d. 

9.  B.  to  K.'s  3d.  9.  Kt.  to  K.  B.'s  3d. 
10.  Kt.  to  Q.  B.'s  3d.  10.  Kt.  to  Q.  B.'s  3d. 

Equal  game. 

GAME  THE  SECOND. 

White.  Black. 

1.  K.  P.  two.  1.  K.  P.  two. 

2.  K.  B.  P.  two.  2.  Q.  P.  one. 

This  move  is  objectionable  as  unnecessarily  con&iing  the 
EjBg's  Bishop. 

3.  K.  Kt.  to  B.'s  3d.  3.  B.  to  K.  Kt.'s  5th. 

Instead  of  this  move  you  have  the  choice  of  3.  B.  to  Q.  B.'a 
4th,  the  result  of  which  will  be  shown  in  the  variation. 

4.  B.  to  Q.  B.'s  4th.  4.  Q.  Kt.  to  B.'s  8d. 

5.  Q.  B.  P.  one.  .  5.  B.  takes  Kt. 
e.  Q.  takes  B.  .  6.  Kt.  to  K.  B.'s  8d. 

The  game  is  slightly  in  your  &vour. 
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YariatUm^  he^ammg  ai  WkUe^s  3d  vuwe. 

WkUe.  Blade. 

C  1.  K.  P.  two.  5  1.  K.  P.  two. 

\  9.  K.  B.P.Upo^  \  2.  Q.  P.  one. 

3.  B.  to  Q.  B.'s  4th.  3.  P.  takes  P.      * 

If  Black  does  not  take  this  P.^  you  can  play  4.  Q.  P.  one,  or 
4.  K.  Kt  to  B.'s  dd,  and  the  position  becomes  the  sam^  as  in 
the  foregoing  game.  At  this  point,  Jaenisch  makes  him  play 
8.  K.  B.  P.  two. 

4.  K.  Kt.  to  B.'s  3d.  4.  B.  to  E.'s  dd. 

Q.  to  K.  B.'s  3d  would  also  be  a  good  more  for  you.  If  Black 
now  play  4.  K.  Kt.  P.  two,  you  reply  5.  K.  R.  P.  two,  and 
we  have  a  positun  which  occurs  in  the  AUgaier  Grambit. 

5.  B.  takes  B.  5.  P.  takes  B. 

6.  Q.  P.  two.  6.  K.  Kt.  P.  two. 

7.  K.  R.  P.  two.  7.  P.  to  K.  Kt.'s  5th. 

8.  Kt.  to  K.  Kt.'s  5th.  8.  Q.  to  K.  B.'s  3d. 
6.  Q.  takes  P. 

Tou  have  the  advantage. 


GAME  THE  THIRD. 

WhU.  Black. 

1.  K.  P.  two.  1.  The  same. 

2.  K.  B.  P.  two.  2.  Q.  P.  two. 

This  is  the  customary  mode  of  declining  the  King's  Gambit, 
but  it  appears  to  be  less  advantageous  for  the  second  player 
than  2.  B.  to  Q.  B.'s  4th. 

3.  P.  takes  Q.  P.  3.  Q.  takes  P. 

In  lieu  of  taking  the  Q.  P.  he  can  play  3.  P.  takes  K.  B.  P., 
as  in  the  variation. 

4.  Q.  Kt.  to  B.'s  3d.  4.  Q.  to  K.'s  3d. 
Ponziani  advises,  for  your  4th  move,  4.  Q.  to  K.'s  2d. 

5.  K.  Kt.  to  B.'s  3d.  5.  P.  takes  P.  (dis.  ch.) 

Ton  may  likewise  take  P.  with  P.  and  have  a  good  game. 
Black  can  move  also  5.  P.  to  K.'s  5th,  when  the  following 
moves  are  probable :— 
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5.  P.  to  K/8  5th. 
6. .  Kt.  to  E.*8  5th.        6.  K.  Et.  to  R/b  3iL 

7.  B.  to  Q.  B/8  4th.       7.  Q.  to  K.'8  2d. 

8.  B.  to  Q^  Kt.'8  3d.       8.  K.  B.  P.  one. 

9.  K  Kt.  to  Q.  B.'8  4th.     9.  B.  to  K.'8  3d. 
10.  Q.  to  K.'8  2d. 

The  game  is  even. 

At  move  9.  instead  of  Et.  to  Q.  B.'s  4th,  in  actual  play  you 
would  perhaps  venture  9.  Q.  to  K.  R.'s  5th  (ch.),  &o. 

6.  K.  to  B.'s  2d.  6.  Q.  B.  P.  one  (best). 

He  plays  thus  to  prevent  the  check  of  your  B.,  and  the  6ul>- 
sequent  loss  of  the  Q.,  by  your  moving  R.  to  K.'s  sq. 

7.  Q.  P.  two.  7.  B.  to  Q.'s  3d. 

8.  B.  to  Q.'s  3d.  8.  K.  Kt.  to  K.*s  2d. 

9.  R.  toK.'ssq. 

You  have  a  fine  game. 


Variation,  heginnmg  at  Black^s  Sd  move* 

White.  Black. 

1.  K,  P.  two.  { 1.  The  same. 

2.  K.  B,  P.  two.  I  2.'  Q.  P.  two. 

3.  P.  takes  Q.  P.  3.  P.  takes  K.  B.  P. 

4.  B.  to  Q.  Kt.'s  5th  (ch.)      4.  B.  to  Q.'s  2d. 

Instead  of  checking  with  your  B.,  let  us  suppose  4.  E.  Et.  to 
B.'s  3d. 

4.  K.  Kt.  to  B.'8  3d.  4.  Q.  takes  P. 

5.  Q.  P.  two.  5.  K.  Kt.  P.  two. 

(Ton  may  also  attack  the  Q.  with  Q.  Kt.,  and  have  the  better  gaOM 

shortly.) 

6.  Q.  B.  P.  two. 

YoQ  hare  certainly  the  advantage. 

5.  Q.  to  K.'s  2d  (ch.)  5.  Q.  to  E.'s  2d. 

6.  Et.  to  Q.  B.'s  3d.  6.  Et.  to  E.  B.'s  3d. 

7.  B.  takes  B.  (ch.)  7.  Q.  Et.  takes  B. 

8.  Q.  P.  two.  8.  Castles. 

9.  Q.  takes  Q.  9.  B.  takes  Q. 

10.  B.  takes  P.  10.  Q.  Et.  to  his  3d. 

Equal  game. 


4U  CHSSS  FOR  WnVTES  BYXNINGS* 


GAMES  IN  ACTUAL  PLAY.                                 1 

ILLUSraATIVB  OF  TfiS  GAMBIT  DBCLHIBD.                                 1 

GAME  L 

Between  3ir.  O, 

.  Waiker  and  Mr.  Tuekett. 

White,  (Mr,  6.  W.) 

Black,^Mr.  T.) 

1.  K.  F.  two. 

1.  The  same. 

S.  K.  B.  P.  two. 

"     2.  K.  B.  to  Q.  B.'8  4th. 

3.  K.  Kt.  to  B.'8  3d. 

3.  Q.  P.  one. 

4.  K.  B.  to  Q.  B.'8  4th. 

4.  K.  Kt.  to  B.'8  3d. 

5.  Q.  P.  two. 

5.  P.  takpR  Q.  P. 

6.  P.  to  K.'8  5th. 

6.  P.  takes  P. 

7.  P.  rakm  P. 

7.  Kt.  to  his  5th. 

a  K.  R.  P.  one. 

8.  Kt.  to  K.  R.'s  3d. 

9.  Q.  B.  to  K.  Kt.'8  5th. 

9.  Q.  to  her  2d. 

10.  B.  takes  Kt. 

10.  P.  takes  B. 

11.  Q.  Kt.  to  Q.'8  2d. 

11.  Q.  to  K.  B.'s  4th. 

13.  B.  to  Q/8  3d. 

12.  Q.  to  B.'s  5th. 

13.  Q.  Kt.  to  K.'8  4th. 

13.  B.  to  Q.  Kt.'s  5th  (ch.) 

14.  Q.  B.  P.  one. 

14.  Q.  to  K/8  6th  (ch.) 

15.  K.  to  B.'8  8q. 

15.  P.  takes  P. 

16.  Q.  Kt.  toB.*8  6th(ch.) 

16.  K.  to  B.'s  sq. 

17.  Q.  Kt  to  Q.'8  5th. 

17.  Q.  to  her  B/s  4th. 

18.  Kt.  takes  B. 

18.  P.  takes  P. 

19.  Q.  R.  to  Kt.'8  sq. 

19.  Q.  takes  Kt 

90.  Q.  to  her  B.'8  2d. 

20.  KttoQ.  B/s3d. 

21.  R.  takes  P. 

21.  Q.  to  K.  B/s  5th. 

22.  K.  to  B.'s  2d. 

22.  K.  R.  to  Kt.'s  sq. 

23.  B.  takes  K.  R.  P.     - 

23.  R.  to  K.  Kt.'s  4th. 

24.  K.  R.  to  K/s  sq. 

24.  K.  to  Kt/s  2d. 

25.  K.  Kt.  P.  two. 

25.  Kt  to  Q.'s  5th. 

26.  Q.  to  her  B/s  3d. 

26.  Q.  takes  Kt  (ch.) 

27.  Q.  takffl  Q. 

27.  Kt.  takes  Q. 

28.  K.  takes  Kt. 

28.  K.  takes  B. 

29.  K.  to  B/8  4th. 

29.  Q.  Kt.  P.  one. 

30.  Q.  R.  to  K.  Kt.'8  2d. 

30.  B.  to  Q.  Kt.'s  2d. 

31.  Q.  R.  to  Q.'8  2d. 

31.  B.  to  his  sq. 

32.  Q.  R.  to  Q/8  8th. 

32.  K.  R.  to  Kt.'s  sq. 

33.  K.  R.  to  Q.'8  sq. 

33.  B.  to  K.*s  3d. 

And  after  several  more  moves  White  resigned. 

GAME  II. 
Between  MM.  Devinck  and  Kieeeritxkij. 
.    (From  the   dnqueMU   Partus  par  L.  IBeserUtkif,} 

WhiU,  (M.  D.)  Black,  (M.  K.) 

1.  K.  P.  two.  1.  K.  P.  two. 

S.  K.  B.  P.  two.  2.  Q.  P.  one. 

3.  K.  Kt  to  B.'s  3d.  3.  Q.  Kt  to  YL*b  3d. 
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4.  K.  B.  to  Q.  B/s  4th.  4.  Q.  B.  to  K/i3d. 

5.  B.  takes  B.  5.  P.  takes  B. 

a  P.  takes  K.  P.  6.  Q.  Kt.  takes  P. 

7.  Q.  P.  two.  (a)  7.  Kt.  takes  Kt.  (ch.) 

8.  Q.  takes  Kt.  8.  Q.  to  K.  B.'s  3d. 

9.  Castles.  9.  Q.  takes  Q.  (b) 

10.  R.  takes  Q.  10.  B.  to  K.'s  2d. 

11.  Q.  B.  to  K.'s  3d.  11.  B.  to  K.  B.'s  3d. 

12.  Kt.  to  Q.'8  2d.    *  12.  Kt.  to  K.'s  2d. 

13.  Q.  R.  to  K.  B.'s  sq.  13.  Kt.  to  K.  Kt.'s  3d. 

14.  K.  Kt.  P.  one.  14.  P.  to  K.'s  4th. 

15.  Q.  B.  P.  one.  15.  R.  to  K.  B.'s  sq. 

16.  Kt.  to  Q.  B.'s4th.  16.  K.  to  K.'s  2d. 

17.  K.  R.  P.  two.  17.  Q.  Kt.  P.  two. 

18.  P.  takes  K.  P.  18.  Kt.  takes  K.  P. 

19.  Kt.  takes  Kt.  19.  B.  takes  Kt. 

20.  R.  takes  R.  20.  R.  takes  R. 

21.  R.  takes  R.  21.  K.  takes  R. 

22.  K.  to  K.  B.'s  2d.  22.  Q.  R.  P.  two. 

23.  B.  to  Q.'s  4th.  23.  Q.  B.  P.  two. 

24.  B.  takes  B.  24.  P.  takes  B. 

25.  K.  toK.  B..'s  3d.  25.  K.  R.  P.  two. 

26.  P.  to  K.  Kt.'s  4th.  26.  K  Kt.  P.  one. 

27.  P.  takes  P.  27.  P.  takes  P. 

28.  K.  to  K.'s  3d.  28.  P.  to  Q.  B.'s  5th. 

29.  Q.  R.  P.  one.  29.  K.  to  K.'s  2d. 

30.  K.  to  Q.'s  2d.  30.  K.  to  Q.'s  3d. 

31.  K.  to  Q.  B.'s  2d.  31.  K.  to  Q.  B.'s  4th. 

32.  Q.  Kt.  P.  two.  (ch.)  32.  R.  P.  takes  P. 

33.  R.  P.  takes  P.  (ch.)  33.  K.  to  Q.  B.'s  3d. 

A  drawn  game. 

NOTES  TO  GAME  XI. 

(a)  If  Kt.  takes  Kt.,  Q.  checks  at  K.  R.'s  5th. 

(6)  Taking  the  P.  would  be  wrong,  on  account  of  10.  B.  to  K.'s  3d« 

11.  Q.  to  R.'s  5th  (ch.),  and  12.  Q.  to  Q.  Kt.'s  5th  (ch.),  &c. 


GAME  III. 

{From  Philidor.) 
WhiU.  Black. 

1.  K.  P.  two.  1.  The  same. 

2.  K.  B.  P.  two.  2.  Q.  P.  two. 

3.  P.  takes  Q.  P.  3.  Q.  takes  P. 

4.  P.  takes  P.  4.  Q.  takes  K.  P.  (ch.) 

5.  B.  to  K.'s  2d.  5.  B.  to  Q.'s  3d. 

6.  K.  Kt.  to  B.'s  3d.  6.  Q.  to  K.'s  2d. 

7.  Q.  P.  two.  7.  B.  to  K.'s  3d. 

8.  Castles.  8.  Q.  Kt.  to  Q.'s  2d. 
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9.  Q.  B.  P.  two. 

10.  Q.  Kt.  to  B/8  3d. 

11.  B.toQ.'s3d. 

Id.  Q.  B.  to  K.  Kt.'s  5th. 

13.  B.  to  K.  R.'a  4tb. 

14.  Q.  Kt.  to  K.'8  4th. 

15.  Q.  to  K.'s  dd. 

16.  Kt.  takes  Kt.  (ch.) 

17.  B.  takes  Kt. 

18.  Q.  to  K.'a  4th. 

19.  Kt.  to  K.'b  5th. 

90.  P.  takes  B. 

91.  K.  R.  to  B.'a  Gth. 
99.  R.  takes  Kt  P.  (ch.) 

93.  Q.  takes  P.  (ch.) 

94.  Q.  takes  P.  (ch.) 

And  draws  the  game 


9.  Q.  B.  P.  one. 

10.  K.  Kt.  to  B.'s  3d. 

11.  Castles  on  K.'s8tde  (best). 
19.  K.  R.  P.  one. 

13.  Q.  to  her  sq. 

14.  K.  B.  to  K.'8  9d. 

15.  Q.toQ.  B/8  9d. 

16.  Kt.  takes  Kt 

17.  B.  takes  B. 

18.  K.  Kt.  P.  one. 

19.  B.  takes  Kt. 

90.  Q.  R.  to  Q.'s  sq.  («) 

91.  Q.  to  her  2d. 
99.  P.  takes  R. 
93.  K.toR.'s8q. 

by  pexpetual  check. 


NOTE  TO  GAME   m. 

(a)  If  Black  attack  the  Q.,  by  phtying  B.  to  K.  B.'s  4th,  yon  takedia 
B.  with  R. 


SYNOPSIS  OF  BOOK  IT. 
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SYNOPSIS  OP  BOOK  IV. 
THE  KING'S  GAMBIT. 


1. 


K.  P.  two. 
K.  P>  two* 


2. 


g.B.P.twa 
P.takMP. 


With  iU  variouM  ModifieationM,  mx  :^ 


Thx  Kzno's  Kn&afa  Gambit, 


1. 


g.  p.  two. 
K.  P.  two. 


2. 


K.B.  p.  two. 
P.  takes  P. 


3. 


K.Kt  toB.  14. 


Thb 

CumnirftHAJC 
Gambit. 


The 

SaLTIO  AND 
OOCH&AME 

Gambits. 


Thb 

Mimo 
Gambit. 


Thb 

Alloateb 

Gambit. 


{ 


Wkieh  includes  :-^ 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  K.  Kt.  to  B.  3d. 


ri.  ICP.two. 

2.  K.  B.  P.  two. 

3.  E.  Kt.  to  B.  3d. 
-4.  K.  B.  toQ.  B.4th. 

*  5.  K.  Kt.  to  K.  5th. 


1.  K.  P.  two. 

2.  P.  takes  P. 

3.  B.  to  K.  fid. 

1.  K.  P.  two. 

2.  P.  takes  P. 

3.  K.  Kt.  P.  two. 

4.  P.  to  K.  Kt.  5th. 

5.  Q.  checks. 


6.  K.  to  B 


.8q.| 


6.  K.  Kt.  to  B.  or  R.  Sd^-Salmo 
6.  P.  to  K.  B.  eth^-Coehrane. 


ri.  KP.  two. 

2.  K.  B.  P.  two. 

3.  K.  Kt.  to  B.  3d. 

4.  K.  B.  to  Q.  B.  4th. 
^5.  Castles  or  Q.  P.  two. 

1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  K.  Kt.  to  B.  3d. 

4.  K.  R.  P.  two. 


1.  K  P.  two. 

2.  P.  takes  P. 

3.  K.Kt.  P.  two. 

4.  P.  attacks  Kt. 

5.  P.  takes  Kt. 

1.  K  P.  two. 

2.  P.  takes  P. 

3.  K.  Kt.  P.  two. 


The 

K.  R.  Paww 

Gambit. 

The 

Knie'8  BisHoi^s 

Gambit. 


{ 

{i 


1.  K.  P.  two. 

2.  K.  B.  P.  two. 

3.  K.  R.  P.  two. 


1.  K.  P.  two. 

2.  P.  takes  P. 


1.  K.  P.  two. 
K.  B.  P.  two. 
K.  B.  to  Q.  B.  4th. 

ABB 

Thb  Gambit  Dmuhbd. 


1.  K.  P.  two. 

2.  P.  taket  P. 


'FOURTEEN    PROBLEMS 


□t 


FOUR   MOVES. 


raoBLZHS  n  ram,  uavta. 


3Xo.X. 

BT  THE  EDITOR. 


White  to  play  and  oheok'tnate  in  Shut  moTeS' 


BT  THE  EDITOK. 


White  to  play  uid  mate  in  foot  n 


raOBLESU   m   POtTK  KoVSS. 


jro.3. 

BT  THE   EDITOR. 


White  to  play  and  mate  in  lour  morea. 


BT   HERR  ANDERSSBN 


White  to  play  and  mate  in  four  n 


ncmaMB  n  roux  koto. 


iro.s. 


BT  B.  X. 

Cf^na  Ban>*  Life  b  Loadoa.  • 


WHITE. 

White  to  play  and  mate  id  four  movea. 
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Vo.6. 

AHONTHOOS. 


White  to  pla7  and  mate  in  fitur  moves. 


1  IK  rOUB  IfOTlB. 


JRa.7. 


BY  HERR  PREUSS. 
(FioB  tkg  Beriis  riiilniliilim  ) 


White  to  play  and  mate  in  four  movea. 


I  roB  yrnms-  svasatos. 


Ko.S. 

FROM  THE  PALAM^DE. 


White  to  plBy  and  mate  in  &ar  morea. 


BT  B.  X. 


White  to  play  and  mate  in  four  moves. 


I  n>K   WillTJUl  XTJUIUIH. 


jSo.ia, 


BY  HORWITZ. 


White  to  play  and  mate  in  fi>ur  moves. 


FKOsduS  CI  POTTI  HOTSa. 


Wo.  11. 


BT   PR0FE3S0H    STANBERG    OF   DPSAL. 
(From  BiO'i  Lift  In  Lood«.) 


White  to  play  and  mate  in  Soar  mores. 


3Nro.l2. 


THE  CELEBRATED  INDIAN  PROBLEM. 


WHITE. 


White  to  play  and  mate  in  &ar  moves. 


noBLXKs  IN  ravB.  aovEa. 


m.  13. 


BY   MR.   MoQILLIVRAT 
(Turn  lU  LondHi  UortuMNnoj 


e  to  play  and  mate  in  Smt  moraa. 


t  FOR  Wlinn  KTKIIDieB> 


BT  THE  EDITOR. 


White  to  play  and  draw  the  game. 


THE    MIDNIGHT    CHALLENGE 


OR, 


CHRISTMAS  IN  RUSSIA. 
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WjK»uMHKniia5C  CfflA:'J[JOTfflE . 


.«•  *       1*       — 


••i^ 


V : ' ; 


"!HA 


^lA 


«. 


1  .'•  '     »  • 


I  f. 


dtr 

mi 

le 

a 


WHITE. 
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•MkniiI^  BtPODg  u  a  ^  tUme^  was  cnt  off  in  1786,  by  an  attack  of 
apoplezj,  after  twelve  houn'  meditatioii,  over  the  foregoing  problem, 
tent  him  aa  a  challenge  by  my  mnch  honored  ancestor,  who  had  lecent- 
\j  received  it  from  the  inventor,  Philip  Stamma,  one  of  the  chesaHmag- 
natea  of  that  day.  The  stipulation,  was,  ^  White  to  play  and  force 
the  game  in  ten  moves." 

This  grandfather  of  mine  played  regnkrly  eveiy  day,  from  four 
in  the  afternoon  nntil  ten  at  night.  On  Mondays,  Wednesdays,  and 
Fridays,  his  opponent  was  a  very  distingnished  player,  known  as  the 
**  Old  Siberian."  His  invariable  guest  on  Tuesdays,  was  Brigadier 
Kotelnikoff,  an  amateur  as  enthusiastic,  perhaps,  as  himself,  but  some- 
what unfoitunate,  never  having  been  able  to  see  into  the  game  beyond 
three  moves.  On  Saturdays,  after  bathing  in  accordance  with  the 
national  custom,  my  turn  came.  If,  contrary  to  established 
usage,  one  of  the  players  failed  coming  on  the  appointed  day,  his 
place  was  filled  by  Oska,\  a  young  serf,  who  received  the  odds  of  a 
"  fccg7K,"t  *^^  w^^  played  standing.  When  at  this  odds  he  suc- 
ceeded in  winning,  he  received  from  his  master  one  "  tchetvertak^^\ 
for  each  mate ;  whenever  he  lost-,  his  master  invariably  ordered  the 
**  JDorriski,"!!  to  apply  a  few  "oiafars,"ir  repeating  gravely,  during 
the  operation,  and  by  way  of  wholesome  admonition,  certain  chess- 
maxims,  much  after  the  following  fashion : 

^  Another  time,  reflect  a  little  lon^r  before  thou  playest.  Get 
out  thy  kognes;  establish  thy  ^ piechkas,^**  in  the  centre;  avoid 
*  schakh,^f\  by  discovery,  and  most  especially  getting  thy  ^ferz '{{ 
hampered.  Keep  thy  slones  ^  on  the  long  diagonals,  and  be  careful 
to  seize  the  open  files  with  thy  Zaitas."| 


*  There  Ib  here  a  play  upon  words  in  the  Russian,  entirely  lost  in 
English.  Laufer  (runner)  is  the  German  for  the  Chess-Bishop,  which 
piece  in  Russian  is  called  "slone"  (elephant). 

t  Joseph. 

t  Knight,  literally  "  horse." 

$  A  Russian  coin  worth  about  twenty  cents. 

jl  Major-domo,  overseer. 

T  Blow,  cuff. 

»•  PwcAAru.— Pawn,  literally  « little  in&ntry  soldier.* 

tt  Sehakh.—Check. 

tt  Ferz. — Queen. 

§§  iSlone. — ^Bishop,  literally  *'  elephant." 

Oil  Ladia.—Rook,  literally,  "  ship." 
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Nctwitfastandiiig  all  this  paternal  solicitade,  Oska  made  but  little 
progress,  and  the  ^tcheivertaks"  being  decidedly  in  inverse  piopoition 
to  the  **  oudars"  with  their  Philidorian  accompaniment,  he  was  fast 
losing  an  taste  for  the  game.  At  length  he  hit  upon  a  means  of  eva- 
sion. About  four  o'clock,  the  hour  for  play,  his  reason  was  found  to 
be  so  obscured  by  the  fumes  of  certain  deep  potations,  that  he  could 
scarcely  distinguish  a  hogne  fixxn  a  slone.  On  these  occasions  Oska 
was  ignominionsly  kicked  out  of  the  chess-room,  and  thus  if  he  lost 
an  occasional  ^tch^vertak,^*  he  was  sure  to  get  rid  of  the    audarsJ*^ 

When  this  had  been  the  case,  my  grandfather  played  alone ;  he 
analyzed  Greco  the  Calabrian,  Stanmia,  and  Philidor,  the  only  authors 
he  ever  read,  or  indeed  regarded  as  entitled  to  any  merit.  So  great 
was  his  antiquated  prejudice  in  this  respect,  that  had  Mr.  Greorge 
Walker's  chess-library.  Dr.  Bledow's  of  Berlin,  or  M.  Alliey's  of 
Toumon  (France),  fallen  into  his  power,  I  really  believe  he  would 
have  consigned  them  to  the  flames,  in  imitation  of  the  great  Omar, 
by  whom  the  only  book  spared  was  the  Koran. 

It  was  my  grandfather's  firm  conviction,  that  Philidor  was  the 
**  ne  plus  ultra  "  of  chess-science,  that  it  was  impossible  to  excel  the 
Calabrian  in  brilliant  combination,  and  that  no  future  problems  could 
ever  compete  with  the  famous  positions  of  Stamma  the  Arabian. 

My  honored  relative  was  so  great  a  lover  of  the  game,  that  had 
you  awakened  him  at  any  hour  of  the  night,  the  words  "  Artamone 
Alexeitoh,*  will  you  play  a  game  of  chess  ?"  would  find  him  dis- 
posed, and  any  objection  concerning  the  lateness  of  the  hour,  was 
sure  to  be  overruled  by  an  order  to  Oska  to  prepare  the  chess-table, 
and  set  up  the  men. 

I  was  yet  a  child  when  my  grandfather  taught  me  the  moves ;  from 
the  first  I  became  &8cinatcd  by  the  game,  and  my  master  was  more 
than  satisfied  with  my  progress.  I  continued  gaining  strength,  and 
not  unfrequently,  after  a  sitting  with  my  grandfather,  I  would  lie 
awake  half  the  night  working  out  the  solution  of  some  difficult 
mate,  or  endeavoring  to  discover  the  error  that  had  cost  me  a  game. 

The  time  came  at  length,  when  I  was  able  to  cope  with  my 
grandsire  at  the  odds  of  the  Rook,  then  the  Knight,  and  subsequendy 


»  Artamone,  son  of  Alexis. — In  Rossia,  courtesy  requires  the  use  of 
the  Christian  name  when  addressing. 
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«l  the  Fmtr  and  move.  FiiiaUy,  in  1S16,  the  2*7ih.  of  June,  the 
■mifemiy  of  the  great  battle  of  Puhawa,  I  gained  a  complete  vio 
loffj  over  ium,  in  presoMse  of  the  '^  Old  Sibeiian,"  Brigadier  Eotel- 
niko^  and  the  serf  Oska. 

After  this  I  never  lost  my  vantage  ground,  although  my  honored 
grandrire  peiBisted  in  the  belief  that  he  was  still  my  superior.  His 
defeats  he  attributed  to  incidental  circumstances  entirely  foreign  to 
tiie  game,  asserting  that  I  had  recourse  to  what  he  termed  ''  moral 
ifiUnAnrflg  ;'*  that  I  diverted  his  attention  by  too  much  talking  over 
the  game,  and  that  often  when  I  had  made  a  move,  I  would  appear 
intent  upon  that  quarter  of  the  board  where  I  least  meditated  an 
attack.  On  these  occasions  he  would  add,  that  if  Philidor  were  alive 
he  would  easily  win  of  me  blindfolded  at  the  odds  of  a  EiDigbt. 

The  latter  opinion,  I  had  the  vanity  to  think  somewhat  erroneous^ 
although  while  opposing  my  grandfather's  doctrine  of  ''  moral  in?- 
flnences,"  I  never  contested  the  merit  of  Philidor,  and  always  sub- 
scribed  to  the  exalted  estimation  in  which  he  held  that  celebrated 
player. 

My  grandfather  although  now  beginning  to  lose  habitually  against 
me,  still  preferred  me  as  an  opponent ;  nothing  gave  him  more  satis- 
fibction  than  occasionally  winning  a  game  from  me,  and  unmindful  of 
my  many  triumphs,  the  next  day,  with  some  flourish  of  trumpets,  he 
would  proclaim  these  isolated  victories.  The  number  of  these  de- 
creasing yearly,  he  was  fain  to  seek  consolation  in  wreaking  his 
vengeance  oa  poor  Brigadier  Kotelnikoff.  Of  the  latter,  I  cannot 
resist  relating,  that  on  -  a  certain  occasion,  intensely  absorbed  in  a 
combination  he  was  endeavoring  to  carry  out  to  the  fourth  move, 
mistaking  a  Rook  for  a  biscuit,  he  unconsciously  soaked  it  in  a  cup 
of  tea,  and  paid  the  forfeit  for  his  abstraction  by  well  nigh  choking  to 
death. 

One  evening  my  grandfather  lost  against  me  six  games  in  «uc- 
cession.  During  the  whole  sitting  I  had  not  uttered  a  syllable,  keep- 
ing my  eyes  straight  before  me  on  the  chess-boaid,  without  once 
turning  my  head  to  the  right  or  left,  in  order  to  prevent  my  respected 
relative's  availing  himself  of  his  usual  plea  of  "  moral  influences." 
Our  sixth  game,  a  gambit,  had  run  this  wise : — 
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Black  (Grand&ther).  Wldu  (Gnndaoa). 

1.  K.P.  two.  1.  E.P.  two. 

3.  K.  B.  P.  two.  a.  P.  takes  P. 

3.  K.  Kt.  to  B.  3d.  3.  B.  to  K.  2d. 

4.  E.  B.  to  Q.  B.  4th.  4.  B.  checks. 

.  6.  Et.  takes  B.  6.  Q.  takes  Et  (check.) 

6.  E.  to  B.  sq.  6.  E.  Et  to  B.  3d. 

7.  Q.  to  B.  3d.  7.  Q.  Et  to  B.  3d 

8.  Q.  P.  one.  8.  Et  to  Q,  6th. 

9.  Q.  to  her  sq.  9.  E.  Et.  to  his  6th. 
10.  Q.  to  her  2d. 

At  this  stage  of  the  game,  and  to  the  great  discomfiture  of  my 
venerable  antagonist,  I  annomiced  that  T  should  force  Queen  or  give 
mate  in  six  moves. — ^^  IJLj  dear  boy,"  said  he,  while  examining  this 
termination,  '*  you  really  begin  to  improve  and  play  a  tolerable  game." 
— ^Then  after  a  pause,  during  which  he  had  replaced  the  pieces  to  go 
through  a  variation,  he  resumed  .  .  **  Yes,  you  play  well — ^not  as 
well  as  the  African  '  Chor^  though !"  And  here  my  grand£EUher 
crossed  himself.  ''Heaven  protect  us!"  he  ejaculated,  ''this  day 
thirty  years  the  event  occurred." 

These  exclamations  in  connection  with  the  strange  personage  al- 
hided  to  by  my  grandfather,  were  to  me  so  many  enigmas. 

•*  A  cW,"  said  I,  inquiringly,  "  can  you  ever  have  played  with 
a  ehor  .*" 

My  grandsire  snuled,  without  immediately  answering  my  ques- 
tion ;  evidently  there  was  much  hesitation  in  his  manner.  At  length 
he  spoke : 

"  You  know,  my  dear  boy,  that  I  never  was  over  credulous.  I 
have  never  believed  in  ghosts  or  apparitions,  and  most  assuredly, 
had  any  person  related  to  me  what  I  am  about  to  tell,  I  should  have 
treated  the  recital  as  an  idle  tale.  The  circumstance  is  nevertheless 
a  fact,  witnessed  by  all  the  people  of  my  household :  therefore  make 
what  inquiries  you  think  fit,  and  account  for  the  event  as  best  you 

may. 

"  Many  years  have  flown  by,  for  I  was  but  forty  at  the  time  of  the 
occurrence ;  nevertheless,  its  slightest  details  are  still  as  present  to 
my  memory,  as  if  it  had  taken  place  but  yesterday.    Listen !" 

The  grave  and  mysterious  tone  in  which  these  words  were  pro- 
noanced,  roused  my  curiosity,  and  I  was  all  attention.    After  pacing 
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Ifaa  wwm  ftraome  time,  as  if  dbaoibed  in  retroBpectioo,  my  gnmdfiither 
wted  Imiiaelf  upon  the  divan  opposite  the  chess-table,  and  re-ez- 
aminiD^  tiie  **  coop"  tiiat  had  decided  the  recent  battle— '<  This 
mate,**  aaid  he,  **  ia  much  in  the  African  style,  and  my  dear  boy,"  he 
added,  **  were  yon  thirty  yean  older,  I  should  be  inclined  to  believe 
the  idiole  a  trick  of  yonr  own  devising." 

Here  my  mnch  honored  grand&ther  sipped  a  little  punch  firom 
the  glaas  wtamijng  or.  the  chess-table,  and  commenced  the  fdlowing 


"  The  eve  of  the  festival  of  the  Epiphany,*  the  5th  of  Jan- 
vury,  1789,  retaming  home  somewhat  elated,  perhaps,  having  spent 
the  evening  with  a  party  of  friends,  I  retired  to  bed  at  11  o'clock,  my 
nanal  hour.  The  night  was  a  most  boisterous  one,  the  light  of  the 
moon  being  nearly  obscured  by  the  drifting  snow,  whirled  round  in 
eddies  by  the  sharp  north  wind.  The  clock  of  the  church  of  St 
Sim<m,f  struck  twelve.  I  was  agitated,  and  could  not  sleep.  Sud- 
denly, I  heard  a  noise  like  the  stopping  of  an  equipage — then  I  fan- 
cied I  heard  the  coach  door  open,  and  presently  after  footsteps  on  the 
staircase.  All  was  again  silent  I  rose  and  threw  up  the  casement: 
equipage  there  was  none,  and  the  outer  door  was  closed. 

**  Can  any  person  have  called  at  this  late  hour,  and  in  such 
weather  ?  thought  I  .  .  then  attributing  the  whole  to  a  heated  im- 
agination, Ilit  a  taper,  and  sat  down  to  the  chess-board  to  solve  a 
new  problem  sent  me  by  Philip  Stamma  to  test,  and  published  since 
as  one  of  his  famous  *  Centurie  di  partiiV  " 

While  speaking,  my  grandfather  had  set  up  the  position. 

*  In  order  to  enable  those  nnacqnainted  with  Russian  manners  and 
customs,  to  understand  the  sequel,  it  will  be  necessary  to  state  that  during 
the  period  between  Christmas  and  the  Festival  of  the  Epiphany,  a  Russian 
community  is  more  or  less  under  the  influence  of  certain  m]^cal  and 
snperstitious  ideas,  a  remnant  perhaps  of  their  ancient  pagan  rites. 

With  this  period,  and  especially  with  the  eve  of  the  last  day,  are  coupled 
mysterious  traditions.  The  strangest  customs  also  prevail ;  thus,  for  the 
women,  and  more  especially  for  the  unmarried,  it  is  allowable  to  have  re- 
course to  certain  incantations,  in  order  to  dive  into  futurity.  Custom 
likewise  sanctions,  on  these  occasions,  disguises  of  eveiy  kind,  and  the 
merry-makings  incident  to  them.  Masks  are  seen  traversing  Uie  streets 
in  every  direction,  and  are  privileged  to  enter  any  houso^  indiscriminately. 

t  An  ancient  church  well  known  at  St.  Petersborgh.  Artamone 
Alezeitch's  dwelling  was  in  its  immediate  vicinity. 
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BLACK. 


White  to  play  wid  mate  in  sis  moves. 

"  Over  this  problem,"  he  continned,  "  I  had  been  poring  nearly  an 
hour,  and  after  exhausting,  as  I  thought,  every  possible  comlMiation — 
Thei«  mast  be  sometJiing  wrong  about  the  position,  I  muttered ;  as 
it  stSDda  here,  my  fHend  Stamma,  no  cAor  could  solve  it." 

" '  Will  yon  allow  me  to  assist  yon  T'  answered  a  strange  ymce, 
■eemingly  proceeding  &oni  behind  the  glasa-door  at  the  opposite  side 
of  the  TocHn.  I  am  no  coward  (my  grand&ther  had  never  feared 
any  mortal  being  with  the  exception  of  hia  late  biAa  *>,  I  am  no 
coward,  but  nevertheless  hearing  an  unknown  voice  in  the  dead  of 
night,  I  confess  I  was  a  little  slartJed — Philka !  Oslia  !f  I  cried  in  a 
loud  tone,  at  the  same  time  msbing  towards  the  glass-door  with  the 
intention  of  locking  it  .  .  .  bat  ere  I  reached  the  door,  it  opened, 


' 
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and  then  Stood  before  me  a  being  with  every  Imeament  as  poitrBy* 
6d  bf  Slppbanoir  in  his  picture  of  the  Christmas  week  in  Moecow, 
—a  ekor,'^ — yes,  a  real  ehoTi — a  hercnlean  frame,  thick  woolly  hair, 
and  a  free  as  black  as  ebony.  He  was  wrapped  in  a  mantle  c€  the 
same  hoe  as  his  coantenance,  bordered  with  red  fringe. 

*'*Who  are  yon,  and  what  is  yoor  business  hoe?'  I  de- 
manded, stiD  continning  to  call  at  the  top  of  my  voice  npon  Oska  and 
PUlka. 

**' Cease  calling,  Artamone  Alexeitch,'  said  the  mysterious 
stianger^ — *  I  am  neidier  a  hcrb,jf  nor  a  rasboymck  ;l  bat  like  yonrself 
a  paiwionate  lover  of  chess,  and  like  yourself,  I  often  spend  whole 
nigfats  at  the  game.    Be  cafan,  and  listen : 

** '  My  ebon  hue  tells  I  come  from  a  distant  clime.  Yonr  fiune 
has  reached  the  remote  regions  of  Ethiopia,  whence  I  have  come  to 
ascertain  whether  yon  really  play  as  well  as  it  is  asserted.  Your 
Oska  I  wiD  awake.    He  shall  witness  the  contest.' 

"  He  had  no  sooner  ottered  the  last  words  than  Oska  appeared.} 

"  Hie  unknown  seated  himself. — ^  Are  you  man  or  chor  V  lagain 
demanded, '  and  moreover,  I  insist  upon  knowing  how  you  have  efiEect- 
ed  an  entrance  here.' 

*"!  am  simply  an  Ethiopian  chess-player,  and  a  travelled 
ooe,  rest  assured.  I  found  your  door  open,  and  have  entered  with  the 
sole  intention  of  playing  a  rubber  at  chess  with  you.' 

« OBka  here  bent  over  to  whisper  that  the  door  had  remained 
closed,  but  that  a  dior  might  get  in  at  the  key-hole. 

**  Meanwhile  the  idea  that  the  being  before  me  was  a  species  of 
Chess-Knigfat-Enant,  who  had  come  expressly  to  break  a  lance  with 
me,  greatly  allayed  my  rising  af^prehension,  and  half  reconciled  me  to 
lus  repulsive  exterior. 

*^ '  Attend,'  resumed  the  Ethiopian ;  *  I  am  the  strongest  chess- 
pfaiy^in  the  universe. — We  will  play  three  games.  If  you  succeed 
in  winning  a  single  (me  <^  the  three,  I  will  acknowledge  yon  as  my 

*  Demon. 

t  Thief 

X  Bandit. 

§  It  has  always  been  my  impresBion  that  this  adventare  had  been  pre- 
concerted by  some  of  my  grand&ther's  chess-plajdng  fiiends,  by  the  old 
diberian,  perhaps,  Oska  being  ^pcartieeps  eriminis." 
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conqueror,  and  on  this  globe  yon  will  then  have  no  rival.  If  yon  loae 
the  three  games,  the  forfeit  shall  be  that  you  pky  no  chess  for  the 
space  of  three  whole  years,  and  moreover,  that  you  mention  thia 
circumstance  to  no  person  until  full  thirty  years  shall  have  elapsed.' 

"  These  conditions  on  the  part  of  my  sable  visitor,  struck  me  as 
sufficiently  liberal,  and  I  felt  strangely  urged  on  to  take  him  at  his  word. 

"  The  first  clause,  however,  to  say  the  least  of  it,  seemed  to  me 
rather  a  strange  one,  and  consequently,  before  accepting  his  challenge 
I  inquired  what  was  to  be  my  guarantee  in  the  event  of  my  winning 
one  of  the  three  games. 

^ '  This  talisman,'  said  he,  displaying  something  that  had  the 
brilliancy  of  a  diamond.  *  It  was  bequeathed  to  me  by  a  Brahmin,  a 
direct  descendant  of  the  inventor  of  the  game  of  chess.' 

*<  While  speakuig  the  African  had  cast  his  eye  over  the  chess* 
board.  <  In  the  first  place,'  he  continued, '  let  me  solve  this  stratagem 
of  Philip  ^amma,  which  seems  to  have  given  you  so  much  trouble. 
I  will  show  you  there  is  nothing  wrong  about  it.'  He  was  as  good 
as  his  word,  and  to  my  no  little  astonishment,  he  solved  it  in  a 
twinkling. 

"  <  This  is  a  mere  trifle,'  he  added ;  '  in  our  clubs  we  seldom 
look  9t  a  mate  under  fifteen  moves.  Here  is  the  style  of  problem 
in  vogue  with  us  just  now,'  and  he  set  up  a  position. 

**  I  shall  never  forget  it,"  remarked  my  grandfather,  arranging  the 
men  as  on  the  next  diagram,  '*  although  I  have  not  looked  at  it  for 
the  last  ten  years. 

<' '  Recollectthe  situation,'  continued  my  strange  visitor.  <  It  is  one 
of  our  easiest  The  stipulations  are,  White  to  play  and  mate  with 
the  Pawn  at  King's  Kt  5th  sq.,  in  twelve  moves  without  making  any 

piece.' 

<* '  Here  are  a  few  more,'  he  added,  deporting  on  the  table  a 
roll  of  parchment.    *  They  may  give  some  trouble  in  your  club.' 

^  *  And  now  let  us  begin  our  match,  for  I  must  be  far  away 
before  daylight'  So  saying,  he  drew  near  the  chess-table  and  began 
setting  up  the  men. 

Urged  on,  as  it  were,  by  some  strange  influence,  my  grandfather 
followed4us  example.  They  drew  for  the  color  and  the  move.  The 
Black  pieces  fell  to  the  Afirican,  and  the  move  to  my  grandsiie.  Two 
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I^ien  lit  np  tbe  field  of  baUle.  Oaka  took  his  Elation  behind  his 
naiter'i  chair.  The  silence  was  pnJonnd,  and  only  interrapted  at 
bUenala  by  the  moaning  of  the  wind,  aa  it  conlinaed  to  drift  the  snow 
putthecMemenL 

Hf  gnndhtfaer  eammenced  boldlf  bjr  cfiering  the  Gambit.  The 
£thki|MU,  chor,  or  whatever  yon  please  to  coll  him,  played  tbe  ap- 
proved defences  as  tanght  by  tbe  best  masters.  His  play  was  both 
tapid  and  bcdd,  and  my  grandfather  Boon  perceived  that  he  had  to 
deal  with  aa  ^ro  in  the  art ;  he  therefore  applied  to  the  game  with 
iDcraaaed  attenticn,  framing,  as  he  thought,  strong  attacks,  and  backiiig 
them  with  every  stratagem  in  his  power.  Notwithstanding  every  ^Ibrt, 
■Iter  tbe  16th  move,  his  attack  was  broken  up,  and  the  Afiican  had 
kept  the  Gambit  Pawn. 

Ezertiiig  himself  anew,  my  grandftther  did  his  ntmoat  to  com- 
oinea  DOW  plan  of  attack;  but  he  was  again  foiled  hy  his  war;  o^ 
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pcnenf  B  ciMtiiig  ■  diTemon  oa  the  left  Sank,  the  deplonUe  ccnie- 
qoaoce  of  which  yna  a.  Bomewhal  unforeeeen  catutnqdw.  The 
portion  was  the  foilowing : 

Black  (TTw  Chor). 


White  (Artamtme  Alexeitch). 

In  thia  Bituation,  my  graniifather  having  to  move,  played  Kt.  to 
K.  R.  2d  Bq.,  with  a  view  to  force  an  exchange,  and  bring  bis  Viook 
into  plaj.  Whereupon — ^'  Aitamone  Alexeitch,"  eaid  he,  of  the 
Bable  vestmenls,  "  joa  have  loet ;  you  must  give  up  Queen,  or  suffer 
utate  in  five  moves." 

This  first  game  s(Hnewhat  disconcerted  my  good  grandfather,  for 
eeldom  before  had  be  been  dealt  vnth  in  this  style. 

"  The  second  game,"  said  the  stranger,  "  and  defend  your- 
lelf  right  manfully  i     The  move  is  mine." 

The  Ethiopian  offered  the  GamUt,  aa  his  opponent  had  previousl) 
(kme.  HtB  mode  of.playing  it,  however,  diSered  entirely  from  any 
thing  my  gi^ndfother  had  seen  in  his  books  or  met  with  in  practice 


At  the  dditMfa  move  hk  Qaeen  wu  tgain  forced,  and  completelj 
lilien  manaieB  by  eomtinalioiiB  bo  bold  lud  Dovel,  he  \ne  raindly 
losing  thit  moat  easentiil  dement  of  chess-plaj,  aelf-possession. 
Meuivriule  the  game  had  verged  into  the  following  poeition : 


Hie  stranger  having  to  move,  now  played  Queen  to  her  ffiahop's 
third  square. 

Here  my  gnuidbther  raDied  a  moment.  Notwithstanding,  the 
direatened  mate,  he  imagined  he  saw  a  method  of  retrieving  his  game, 
and  answered  with  Bishop  to  Queen'a  fifth  sqnarc,  pinning  adverae 
Queen. 

Vain  endeavor !  No  eooner  had  his  hand  abandoned  the  piece  than, 
as  before,  he  was  greeted  with  the  fonnula. — "  Artamone  Alexeitcb, 
ynn  have  lost:  you  are  mated  in  four  moverf!" 

"  And  now  for  the  last  game !" — cried  the  chor,  "  and  praj  maka 
R  the  best  of  the  three." 
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My  grandfather  paused  some  time  on  the  choice  of  the  opening ; 
at  length  he  decided  for  a  steady  Giaoco  Piano,  and  he  soon  imagin- 
ed he  remarked  scHne  slight  wincing  on  the  part  of  his  queer  adver- 
eaiy.  He  would  probably  have  preferred  a  more  open  game,  thought 
my  grand&ther,  and  while  exerting  the  utmost  vigilance,  and  refrain- 
ing from  premature  attack,  he  strove  hard  to  keep  his  pawns  in  the 
centre,  to  the  evident  depression  of  his  adversary's  game.  The  latter 
was  then  seen  to  move  about  as  a  man  writhing  under  the  effects  of 
some  violent  nervous  contraction,  attacking  now  on  the  left,  and  now 
on  the  right,  and  seeking  some  vulnerable  point  to  make  an  opening. 
Meanwhile,  my  grandfather  held  good  in  the  centre,  advancing  his 
right  wing  gradually,  and  with  great  precaution,  his  King  majesti- 
cally leading  the  van,  not  unlike  a  second  Charles  XII. 

The  African  now  changed  tactics,  and  furiously  pushing  on  his 
Pawns,  he  sacrificed  them  in  every  direction,  with  the  apparent  in- 
tention of  queening  one  of  them  at  any  cost.  My  grandfather,  who 
had  in  a  measure  regained  his  wonted  assurance,  was  not  easily  to  be 
caught  napping  again ;  at  length  he  determined  upon  a  sacrifice,  and 
gave  up  a  Knight  for  his  adversary's  two  remaining  Pawns.  Forty 
moves  had  now  been  played  on  each  side,  and  my  grandfather  was 
firmly  persuaded  he  had  the  best  of  the  game. 

At  the  41st  move  he  lost  a  Rook  (through  some  strange  artifice 
he  always  averred),  and  his  position  became  slightly  critical. 

The  respective  position  of  the  belligerent  parties,  was  as  repie* 
sented  in  the  next  diagram. 

Black  had  not  lost  a  single  piece,  while  my  grandfather  was  minus 
two  Rooks  and  a  Knight.  He  now  founded  all  his  hopes  on  his 
Pawns,  and  the  constndned  position  of  the  adverse  King.  Moreover, 
one  of  the  African's  Rooks  was  *'  en  prise,'^  and  the  action  of  his 
Queen  not  immediate. 

It  was  my  grandfather's  turn  to  move.  He  determined  upon  a 
coarse  of  play  which  in  the  event  of  not  securing  the  game,  would 
still  enable  him  to  give  a  series  of  checks,  and  thus  gain  time  until 
coek-crow. 

^BvLt  explain  to  me,  my  dear  grandfather,  how  your  King 
got  so  far  advanced  into  the  enemy's  Imes  ?" 

''I  will  tell    you,  my  boy:— After  getting  my  pawns  well 
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nipported  in  tbe  centre,  I  castled  to  the  right  according  to  the  most 
■pprored  practiee,  and  then  placed  King  tip  lo  Kook'a  second  sqoare ; 
but  my  adferaary  pushing  his  pawns  on  me,  I  was  compelled  to  cap- 
ture them  Bocceseively,  with  King,  which  brongbt  him  ss  jou  see  on 
Rook's  aerentb  square.  1  grant  my  King  seems  hemmed  in,  bnthi* 
Mble  majesty  does  not  appear  roach  better  off.  I  apprehended  no 
immediate  danger  on  this  square,  and  my  portion  seemed  to  me  cer- 
tainly the  best  for  chtace. 

"Meanwhile  it  was  my  tnm  to  move.  What  course  was  I  to 
pDlBuel  First,  I  thought  of  taking  Rook  with  Bishop  ;  but  then,  I 
calculated  that  after  the  exchanges,  his  Queen  would  come  into  play 
(my  Bishop  and  Knight   being  off),  leaving  me  the  worst   of  the 

"  Nevertheless,  I  determined  upon  a  move  that  I  thought  calca< 
bted  to  asifinnd  my  friend  the  eitca,  as  great  player  aa  be  consideied 
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**  Show  me  the  move,*'  said  I,  with  anxious  cnriosity,   <*  for 
I  see  nothing  that  .  .  .  ." 

**  Here  it  is,"  interrupted  my  grandfather,  with  some  solem- 
nity of  tone : — "  I  played  K.  Kt.  P.  one  sq. 

^  If  he  take  my  B.  with  Kt,  thought  I,  I  will  take  Kt  with 
Pawn,  opening  Queen  upon  him,  and  leaving  him  no  respite  until  the 
advance  of  my  Knight's  Pawn,  which  I  judged  would  prove  fatal. 
In  case  of  his  not  capturing  my  Bishop  with  ICnight,  I  did  not  exact* 
ly  see  how  he  was  to  escape  the  deadly  effect  of  this  same  Pawn,  or 
of  the  Queen's  replacing  it,  in  the  event  of  its  capture  hy  the 
Bishop." 

"  True,"  said  I,  "  the  Knight's  Pawn  pushed  on  at  this  junc- 
ture, seems  to  me  a  capital  move." 

'^I  little  dreamed  of  the  consequences,  though,"  replied  my 
grandfather. — ^^  No  sooner  had  I  committed  the  move,  than  my  dark 
opponent  began  counting  on  his  fingers ;  then  after  a  short  pause, 
.  and  with  the  utmost  coolness : — *■  My  excellent  friend,  Artamone 
Alexeitch,'  said  he, '  I  shall  checkmate  you  in  exactly  twenty-two 
moves !'  .  .  As  he  spoke,  he  lifted  off  the  Knight  at  his  K.  R.  3d 
square,  touched  my  K.  Bishop,  but  hesitated  a  moment  before  com- 
pleting the  capture.' 

" '  Nonsense !  Nonsense !  My  dear  sir,'  I  took  occasion  to  ex- 
claim ;  *  Who  ever  heard  of  a  mate  being  announced  in  twenty-two 
moves !  Why  that  is  a  whole  game.  Meanwhile,  before  you  execute 
your  twenty-two  move  mate,  you  will  have  the  goodness  to  take 
my  Bishop  with  your  Knight.  In  our  Russian  clubs  we  never  vio- 
late the  golden  rule,  *•  Towih^  and  move,^  No  taking  back,  sir,  and 
if  I  mistake  not  you  will  soon  find  yourself  under  some  pres- 
sure.' 

"  Scarcely  had  I  spoken,  when  the  African  uttered  a  laugh  so 
loud  that  the  very  panes  rattled  again.  Then  completing  his  medi- 
tated capture  of  Bishop,  by  a  most  unexpected  series  of  moves,  he 
confined  me  to  the  comer,  and,  to  my  utter  amazement,  finally 
checkmated  me  as  he  had  predicted  in  exactly  twenty-two  moves. 

" '  Schakk  Koroliou  y  Schakh  Meat  /'  cried  my  terrible  ad- 
versary, in  very  good  Russian,  at  the  same  time  rising  and  taking 
from  his  finger  a  ring  with  which  he  crowned  the  mating  piece.— 
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'  Yov  have  pbyed  this  game  weH,  Artamone  Alexeitcb,'  he  eootiih 
ed, '  and  although  unfortaiiate,  you  deserve  the  pledge  I  leave  yoa.' 

**  While  he  apoke  my  eyes  had  lemamed  riveted  <ni  this 
urtirminhing  mate.  When  I  raised  them  he  had  vanished  from  the 
room.  I  looked  aioimd  for  Oska.  He  had  yielded  to  drowsiness, 
and  waa  snoring  in  a  comer  of  the  apartment 

**  Struck  with  amazement  and  stupor,  I  reoiained  long  in 
oontemplatian  of  this  extraordinary  position,  and  i!bid  gray  dawn 
itiU  found  me  pondering  over  the  mated  king." 

My  grandfather  was  scrupulous  in  the  observance  of  the  condi* 
tions  of  this  mysterious  challenge.  During  three  years  he  abstained 
entirely  from  chess,  and  spoke  to  none  of  the  adventure  until  the 
thirty  years  had  completely  elapsed. 

Maoy  among  his  chess-playing  friends,  to  whom  he  recounted  the 
strange  occurrence  after  this  time  of  probation,  seemed  inclined  to 
consider  the  whole  affair  as  the  effect  of  a  heated  imagination  or  a 
troubled    dream.     This,  however,  my  grandfather  -would    never 

The  ring  has  fallen  to  me,  a  bequest  from  my  much  honored 
I  sometimes  fancy  it  a  talisman  against  my  chess-adver- 
It  is  a  signet,  and  bears  graven  in  miniature  on  its  broad 
heiel  the  following  position. 
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WHITE. 

k  to  play  and  fbrce  Ha  g 


BOOK  V. 


THE  QUEEN'S  GAMBIT  ACCEPTED.— THE  QUEEN'S  GAM- 
BIT REFUSED.— PROBLEMS  IN  FIVE  MOVES.— 
EXAMPLES  OF  INCAUTIOUS  PLAY.— 
THE  FATAL  MATE. 


1 


THE  QUEEN'S  GAMBIT 


LESSON   I. 


Tme  Queen's  Gambit,  or  as  it  was  sometimes  called,  the 
**  Aleppo  Gambit,"  from  its  having  been  the  favorite  game 
of  Stamma,  of  Aleppo,  is  a  very  sound  and  instructive  method 
of  opening  the  game  ;  less  brilliant,  because  less  hazardous, 
than  the  gambits  on  the  King's  side,  but  especially  improving 
to   the  student,  from  the  nicety  and  correctness  of  play  on 
both  sides  which  it  demands.     We  find  it  noticed  as  early 
even  as  Damiano  and  Lopez,  and  to  have  been  subsequently 
examined  by  Salvio,  Gianutio,  and  Carrera — by  Stamma  (who 
eulogizes  it  as  the  best  of  all  openings),  by  Cozio,  Philidor, 
LioUi,  Ercole  del  Rio,  Sarratt,  Lewis,  La  Bourdonnais,  Petroflf, 
Jaenisch,  Walker,  the  Grerman  "  Handbuch,"  the  "  Chess- 
Player's  Chronicle,"  and  admirably  illustrated  in  the  games 
between  McDonnell  and  La  Bourdonnais. 


THE   GAMBIT  ACCEPTED. 

GAME  THE  FIRST. 
White.  Black. 

1.  Q.  P.  two.  1.  Q.  P.  two. 

2.  Q.  B.  P.  two.  2.  P.  takes  P. 

These  moves  form  the  Queen's  Gambit.  But  the  best  au- 
thorities have  decided  that  it  is  unadvisable  for  Black  to  take 
the  Pawn,  and  that  his  most  prudent  play  is  2.  K.  P.  one, 
(see  Lesson  II).  The  refusal  of  the  gambit  is  in  accordance 
with  the  example  of  Salvio ;  but  in  declining  it  he  proposes 
a  less  recommendable  move,  namely,  2.  Q.  B.  P.  two.  (See 
Salvio,  Ed.  1723,  p.  104.) 

3.  K.  P.  one.  3.  K.  P.  two. 

Tour  move  of  3.  K.  P.  one  is  that  adopted  in  La  Bourdon- 
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Bais  and  MoDonnell's  games,  and  appears  to  be  at  least  as 
good  aa  8.  K.  P.  two,  although  it  is  denounced  by  the  older 
writen.  Tou  may  also  play  without  disadvantage  3.  Q.  Kt. 
to  B/s  8d.     (See  Game  the  Third.) 

Black  plays  correctly  here  in  advancing  his  E.  Pawn.  If 
inalead  of  this  move  he  play  3.  E.  B.  P.  two,  you  may  answer 
4.  K.  B.  takes  r.,  and  on  his  then  playing  4.  E.  P.  one,  you 
play  5.  Q.  to  her  Et.'s  3d.  For  the  move  3.  Q.  B.  P.  two,  see 
the  variation.  And  if  he  attempt  to  sustain  the  gambit  Pa^vn, 
jou  will  easily  obtain  an  advantage ;  £>r  instance, — 

3.  Q.  Kt.  P.  two. 

4.  Q.  R.  P.  two.  4.  Q.  B.  P.  one»  or  (A.) 

5.  P.  tiJLesP.  5.  P.  takes  P. 

6.  Q.  to  K.  B.'8  3d. 

And  yon  win  a  Piece. 

(A.) 


4.  B.  to  Q/s  2d. 

5.  P.  takes  P. 

5.  B.  takes  P. 

6.  Q.  Kt.  P.  one. 

6.  Q.  to  her  4th. 

7.  P.  takes  P. 

7.  B.  takes  P. 

8.  Q.  to  her  R  's  4th  (ch.) 

And  again  yon 

win  a  Piece. 

4.  E.  B.  takes  P.  4.  P.  takes  Q.  P. 

If  you  play  4.  P.  takes  E.  P.,  Black  will  have  the  better 
game ;  £>r  example, — 

4.  P.  takes  K.  P.  4.  Q.  takes  Q.  (ch.) 

5.  K.  takes  Q.  5.  Q.  Kt.  to  B/s  3d. 

6.  K.  Kt.  to  B.'s  3d.  6.  Q.  B.  to  K.'8  3d. 

7.  Q.  Kt.  to  Q.'s  2d.  7.  Castles. 

8.  K.  to  Q.  B.'s  2d.  8.  Q  Kt.  to  his  5th  (ch.) 

9.  K.  to  Q.  B.'s  3d.  9.  Kt.  to  Q/s  6th. 
10.  B.  takes  Kt.  10.  R  takes  B.  (ch.) 

And  the  game  is  in  Black's  favor. 

6.  P.  takes  P.  5.  E.  Et.  to  B.'s  3d. 

6.  Q.  Et.  to  B.'s  3d.  6.  E.  B.  to  Q.'s  3d. 

7.  E.  Et.  to  B.'s  3d.  7.  Q.  Et.  to  B.'s  3d. 

8.  Castles.  6.  Castles. 

9.  E.  R.  P.  one.  9.  E.  R.  P.  one. 

The  game  is  equal ;  but  your  P.  is  well  placed,  and  you  have 
■till  the  move. 


\ 
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Variation,  h^kmaig  at  Blades  9d  move. 

White.  Black. 

1.  Q.  P.  tieo.  ( 1.  T&e  same. 

2.  Q.  B.  P.  two.  1 2.  P.  takes  P. 

3.  K.  P.  one.  8.  Q.  B.  P.  two.  . 

4.  B.  takes  P.  4.  P.  takes  Q.  P. 

5.  P.  takes  P.  5.  Q.  Kt.  to  B.'s  3d. 

6.  K.  Kt.  to  K.'s  2d.  6.  K.  P.  two. 

7.  Q.  B.  to  K.'8  3d.  7.  P.  takes  P. 

8.  Kt.  takes  P.  9.  Kt.  takes  Kt. 

9.  B.  takes  Kt.  9.  Q.  to  K.'s  2d  (ch.) 

10.  K.  B.  to  K.'s  2d.  10.  Q.  to  her  Kt.'s  5th  (ch.) 

11.  Q.  to  her  2d.  11.  Q.  takes  Q.  (ch.) 

12.  Kt.  takes  Q.  12.  Kt.  to  K.'s  2d. 

You  have  the  superiority. 

GAME  THE  SECOND. 
White.  Black. 

1.  Q.  P.  two.  1.  The  same. 

2.  Q.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  P.  two.  3.  K.  P.  two. 

Tou  may  without  danger  play  3.  K.  P.  two,  hut  it  is  difficult 
to  sustain  the  two  Pawns  ahreast  in  the  centre,  and  hence  K. 
P.  one,  as  in  the  previous  game,  or  Q.  Kt.  to  B.'s  3d,  is 
more  generally  adopted. 

Black's  move  in  reply  is  the  correct  one,  as  he  thus  en- 
sures the  breaking  up  of  your  centre.  If  he  play  3.  Q.  Kt.  P. 
two,  you  answer  with  4.  Q.  R.  P.  two,  as  in  the  variation  given 
in  the  preceding  game ;  and  for  the  result  of  3.  K.  B.  P.  two, 
see  the  fourth  game.  He  may,  however,  play  without  much 
disadvantage  3.  Q.  B.  P.  two,  as  in  the  following : — 

3.  Q.  B.  P.  two. 

4.  Q.  P.  one.  4.  K.  P.  one. 

5.  B.  takes  P.  5.  P.  takes  Q.  P. 

I  6.  K.  P.  takes  P.  6.  K.  B.  to  Q/s  3d. 

Your  Pawn  is  passed,  and  will  serve  to  obstract  the  approach  of  his  Pteoes, 
;  bat  the  advantage  is  very  slight. 

4.  Q.  P.  one.  4.  K.  B.  P.  two. 

Many  players  prefer  P.  takes  P.  for  your  4th  move,  and  the 

^  20 


466  CHBSS  FOR  WmTSS  EVENINGS. 

Gennan  ^Handbuch"  remarks,  that  although  it  has  been 
oeosttxed  by  some  authors,  it  is  as  good  as  4.  Q.  P.  one.  The 
feUowing  moves  will  enaUe  you  to  judge : — 

4.  P.  takes  P.  4.  Q.  takes  Q.  (di.) 

5.  K.  takes  Q.  5.  Q.  Kt.  to  B.'s  3d. 

6   K.  B.  P.  two.  6.  Q.  B.  to  K.  Kt-'s  5lli  (ch.j 

(If  joa  play  €.  Q.  B.  to  K.  B/s  4th, he  answere  with  G.  Q.  B.  to  EL'sdd.) 

7.  a  to  K.'B  3d.  7.  Castles  (ch.) 

8.  Q.  B.  to  Q's 3d.  8.  B.  takes K. B.  (ch.) 

9.  K.  Kt.  takes  B.  9.  K.  B.  to  Q.  Kt.'8  5th. 
10.  Q.  Kt.  to  B.'8  3d.  10.  K.  Kt.  to  K.'b  dd. 

The  game  is  even. 

5.  K.  B.  takes  P.  5.  K.  Kt.  to  B.'s  3d. 

Ton  can  also  play  5.  Q.  Kt.  to  B.'s  3d,  or  5.  P.  takes  K.  B. 
P.,  without  harm.     For  example  ;  in  the  first  place,^ 

5.  Q.  Kt.  to  B.'s  3d.  5.  K.  Kt.  to  B.'s  3d. 

6.  P.  takes  B.  P.  6.  Q.  B.  takes  P. 

(Ton  might  without  danger  play  6.  K.  B.  P.  ooe.) 

7.  K.  B.  takes  P.  7.  K.  B.  to  Q.'8  3d. 

8.  K  Kt.  to  K.'s  5Sd.  8.  Castles. 

9.  Castles.  9.  Q.  Kt.  to  Q.'8  2d. 

The  game  is  equal. 

In  the  second  place, — 

5.  P.  takes  K.  B.  P.  5.  Q.  B.  takes  P. 

6.  Q.  Kt.  to  B.'s  3d.  6.  Q.  Kt.  to  Q.'s  2d. 

7.  K.  B.  takes  P.  7.  Q.  Kt.  to  his  3d. 

8.  Q.  B.  to  K.'s  3d. 

An  even  game. 

He  would  obviously  lose  by  taking  the  E.  P.  on  account  of 
your  playing  6.  Q.  to  K.  R.'s  5th  (ch.) 

6.  K.  Kt.  to  B.'s  3d.  6.  K.  B.  to  Q.'s  3d. 

7.  P.  takes  P.  7.  Q.  B.  takes  P. 

8.  Castles.  8.  Castles. 

9.  Q.  Kt.  to  B.'s  3d.  9.  Q.  Kt.  to  Q.'s  2d. 

The  positions  are  pretty  equal,  but  you  have  still  an  advantage 
In  the  move. 

GAME  THE  THIRD. 

Before  proceeding  to  the  consideration  of  games  wherein 
Black  refuses  the  gambit,  it  may  be  well  to  give  a  brief  ex- 
ample of  a  different  mode  of  carrying  on  the  opening  in  the 
Tegular  gambit  which  is  at  your  command,  and  often  adopted. 
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White.  Block. 

1.  Q.  P.  two.  1.  The  same. 

2.  Q.  B.  P.  two.  2.  P.  takes  P 

3.  Q.  Kt  to  B.'s  3d.  8.  K.  Kt.  to  B.'s  Sd. 

For  the  consequences  of  his  playing  3.  Q.  B.  P.  two,  or  3. 
Q..  S.  P.  one,  see  the  variation.  He  might  also  play  3.  E. 
P.  Vwoy  and  the  game  proceed  as  fi>llows : — 

3.  K.  P.  two. 

4.  Q.  P.  one.  4.  Q.  B.  P.  one. 

(Yon  could  here  too  play  4.  K.  P.  one.) 

5.  E.  P.  two.  5.  K.  Kt.  to  B.'s  3d. 

(If  he  more  5.  Q.  Kt.  P.  two,  jrou  will  have  the  advantage.) 

6.  Q.  B.  to  K.  Kt.'s  5th.  6.  P.  takes  Q.  P. 

.  7.  P.  takea  P.  7.  Q.  B.  to  K.  B.'s  4th. 

8.  B.  takes  P  8.  K.  B.  to  Q.'a  3d. 

The  game  ia  about  equal. 

4.  K.  P.  one.  4.  K.  P.  two. 

5.  E.  B.  takes  P.  5.  P.  takes  P. 

6.  P.  takes  P.  6.  E.  B.  toQ.'s  3d. 

The  game  may  he  called  even. 

Variation,  beginning  at  Black^s  Sd  move. 
White.  Black. 


1    Q.  P.  Uoo.  { 1.  The  same._ 

\2.  - 


\  2.  Q.  B.  P.  two.  I  2.  P.  takes  P. 

{  3.   Q.  Kt.  to  B.'s  Sd.  S.  Q.  B.  P.  two. 

If  he  move  this  Pawn  one  sq.  only,  the  following  moves  are 
likely : — 

3.  Q.  B.  P.  one. 

4.  Q.  R.  P.  two.  4.  K.  P.  two. 

5.  P.  takes  P.  5.  Q.  takes  Q.  (ch.) 

6.  Kt.  Ukes  Q. 

The  game  is  qnite  even. 

4.  Q.  P.  one.  4.  E.  P.  one. 

5.  E.  P.  two.  5.  P.  takes  P. 

6.  P.  takes  P.  6.  E.  B.  to  Q.'s  3d. 

7.  E.  B.  takes  P.  7.  E.  Et.  to  E.'s  2d. 

Equal  game. 
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GAlfE  THE  FOURTH. 

Thb  Scbwabtz  Dsfbivgb. 
WkiU.  Black. 

1.  Q.  P.  two.  1.  The  same. 

S.  Q*  B.  P.  two.  2.  P.  takes  P. 

S.  K.  P.  two.  8.  K.  B.  P.  two. 

4.  K.  P.  one.  4.  Q.  B.  to  K.'s  3d. 

This  mode  of  defence  is  the  inyentioa  of  Mr.  W.  Schwartz, 
of  Livonia ;  it  is  novel  and  ingenious,  but  if  properly  opposed, 
leaves  an  evident  advantage  in  the  hands  of  the  opening 
player. 

Instead  of  playing  4.  K.  P.  one,  you  may  nullify  the  de- 
fence, apparently,  by  taking  the  doubled  P.  with  your  Bishop, 
and,  if  Mack  takes  K.  P.  with  P.,  moving  Q.  to  her  Kt.'s3d, 
or,  if  he  bring  K.  Kt.  to  B.'s  3d,  by  advancing  K.  P.  to  K.'s 
6th.  Tou  may  also  at  the  4th  move  take  K.  B.  P.  wtth  P., 
and  obtain  a  fine  game. 

5.  Q.  Kt.  to  R.'s  3d.  5.  Q.  Kt.  to  B.'s  Sd. 

6.  Q.  B.  to  K.'s  3d.  6.  Q.  Kt  to  R.'s  4th. 

7.  Q.  to  Q.  R.'s  4th  (ch.)  7.  Q.  B.  P.  one. 

8.  B.  to  Q.'s  2d.  8.  Q.  takes  Q.  P. 

9.  Q.  takes  Kt.  9.  Q.  takes  Q.  Kt.  P. 

10.  Q.  B.  to  his  dd.  10.  Q.  to  her  Kt.'s  dd. 

11.  Q.  takes  Q.  11.  P.  takes  Q. 

12.  Q.  Kt.  takes  P.  12.  P.  to  Q.  Kt.'s  4th. 

13.  Q.  Kt.  to  K.'s  3d.  13.  K.  B.  P.  one. 

14.  Q.  Kt.  to  Q.  B.'s  2d.  14.  R.  takes  P. 

15.  K.  B.  to  Q.'s  3d.  15.  R.  takes  R.  (ch.) 

16.  B.  takes  R. 

You  have  much  the  better  game. 
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LESSON  II. 

THE  GAMBIT  BBFUSED. 

WhxU.  Black. 

1.  Q.  p.  two.  1.  The  same. 

2.  Q.  B.  P.  two.  2.  K.  P.  one. 

JBlack's  move  of  2.  K.  P.  one,  I  agree  with  Major  Jaenisch 
in  thinking  the  best  he  can  adopt ;  Q.  B.  P.  two,  and  Q.  B. 
P.  one,  are  certainly  inferior.  (See  Variations  I.  and  IL,  in 
the  present  game.)  When  the  game  is  opened  by  the  first 
player  with  1.  Q.  P.  two,  a  very  common  rejoinder  among  lead- 
ing practitioners  is  1.  K.  B.  P.  two,  or  1.  Q.  B.  P.  two, 
the  consequences  of  which  lead  to  what  are  termed  *'  Irregu- 
lar Openings." 

3.  Q.  Kt.  to  B.'s  3d.  3.  K.  Kt.  to  B.'s  3d. 

4.  K.  P.  one.  4.  Q.  B.  P.  two. 

It  is  a  curious  feature  in  this  description  of  ''  close  "  game, 
that  the  Queen's  Bishop  can  rarely  be  played  over  to  the 
King's  side  with  advantage. 

5.  K.  Kt.  to  B.'s  3d.  5.  Q.  Kt.  to  B.'s  3d. 

6.  Q.  R.  P.  one.  6.  Q.  R.  P.  one. 

And  the  positions  are  quite  even. 
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Variation  L,  hegintdng  at  Black's  2d  move. 

White.  Black. 

1.  Q.  P.  ttoo.  1.  Q.  P.  Uoo. 

2.  Q.  B.  P.  two.  2.  Q.  B.  P.  two. 

By  this  move  of  Black's  you  obtain  a  slight  advantage  of 
position. 

3.  P.  takes  Q.  B.  P.  3.  Q.  P.  one  (best). 
Major  Jaenisch  counsels  you  to  take  the  Q.  P.,  and  not  the 
Q.  B.  P.,  and  his  variation  proceeds  thus, — 

3.  P.  takes  Q.  P.  3.  Q.  takes  P. 

4.  K.  P.  one.  4.  P.  takes  P. 

5.  Q.  Kt.  to  B.'s  3d.  5.  Q.  to  her  sq. 

6.  P.  takes  P.  6.  K.  P.  one. 

And  the  second  player  has  lost  time. 
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I  believe  you  may  obtain  at  least  as  good  a  position,  however, 
by  taking  the  Q.  B.  P. 

4.  Q.  Kt.  P.  two.  4.  Q.  R.  P.  two. 

Tou  may  play  too  4.  K.  Kt.  to  B.'s  3d,  and  then  5.  Q.  R. 
P.  one.  If  he  play  4.  K.  P.  two,  the  following  is  a  probable 
result: — 

4.  K.  P.  two. 

5.  K.  Kt.  to  B.'s  3d.  5.  K.  B.  P.  one. 

6.  K.  P.  one.  6.  P.  takes  P. 

7.  Q.  takes  Q.  (ch.)  7.  K.  takes  Q. 

8.  Q.  B.  takes  P.  8.  Q.  R.  P.  two. 

9.  Q.  Kt.  P.  one.  9.  Q.  Kt.  to  Q.'s  2d. 

10.  P.  to  Q.  B.'s  6th.  10.  P.  takes  P. 

11.  Q.  R.  P.  two.  11.  Q.  B.  P.  one. 

12.  Q.  Kt.  to  Q.'s  2d. 

With  a  better  game. 

5.  Q.  Kt.  P.  one.  5.  K.  P.  two. 

6.  K.  Kt.  to  B.'s  3d.  6.  K.  B.  P.  one. 

7.  K.  P.  one.  7.  B.  takes  doubled  P. 

8.  P.  takes  Q.  P.  8.  P.  takes  P. 

If  he  take  with  the  Bishop,  you  take  B.  with  Kt.,  and  he  can- 
not save  the  Pawn. 

9.  B.  toQ.  Kt.'8  2d. 

And  you  have  certainly  the  advantage. 
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Variation  ILy  beginning  ai  Black's  2d  move. 

White.  Black. 

1.  Q,  P,  two.  1.  The  same. 

2.  Q.  B.  P.  two.  2.  Q.  B.  P.  one. 

Black's  second  move  here  is  even  weaker  apparently  than  Q. 
B.  P.  two. 

3.  K.  B.  P.  one.  3.  K.  Kt.  to  B.'s  3d. 

If  instead  of  bringing  out  his  Kt.  he  play  3.  P.  takes  P.,  you 
move  4.  K.  P.  one,  and  if  then  he  support  his  Pawn  with  4. 
Q.  Kt.  P.  two,  you  can  reply  with  5.  Q.  R.  P.  two. 

4.  Q.  Kt.  to  B.'s  3d.  4.  Q.  B.  to  K.  B.'s  4th. 

5.  K.  P.  one.  '  5.  K.  P.  one. 

6.  K.  B.  to  Q.'s  dd.  6.  B.  takes  B. 

7.  Q.  takes  B.  7.  K.  B.  to  Q.  Kt.*s  5th. 
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6. 

K.  P.  one. 

Q. 

P.  takes  B. 

XO. 

Q.  B.  P.  takes  Q.  P. 

XX. 

K.  P.  one. 

X2- 

K.  Et.  to  K.'b  2d. 

8.  B.  takes  Et.  (ch.) 

9.  Q.  Et.  to  Q.'s  2d. 

10.  Q.  B.  P.  takes  P. 

11.  Et.  to  E.  R.'8  4th. 


The  game  is  in  your  favor. 


GAMES 

ILLUSTRATIVE  OF   THE   FOREGOING  ANALYSIS. 
( JhMR  tig  Ckus-Plafer'M  Ckronide,) 

GAME  I. 
Between  M.  De  la  Bourdotmait  and  Mr.  MeDonneU. 

Black,  (Mr.  McD.) 

Q.  P.  two. 

P.  takes  P. 

K.  P.  two. 

P.  takes  P. 

K.  Kt.  to  B.'s  3d. 

K.  B.  to  K.'8  2d.  (a) 

Castles. 

Q.  Kt.  to  Q/s  2d. 

Q.  Kt.  to  his  3d. 

Q.  B.  P.  one. 

K.  Kt.  to  Q.'8  4th. 

K.  B.  P.  two. 

K.  B.  P.  one. 

K.  Kt.  P.  two.  (e) 

K.  to  his  Kt.'s  2d. 

Kt.  takes  Kt. 

Q.  Kt.  P.  takes  Kt. 

Q.  takes  B. 

R.  to  K.  B.'s  2d. 

Q.  B.  to  K.  B.'s  4th. 

Q.  to  her  2d. 

P.  takes  P. 

K.  to  R.'s3d. 

Q.  B.  to  K.'s  3d. 

Q.  R.  to  K.'s  sq. 

Q.  R.  to  K.  B.'s  sq. 

Q.  B.  to  K.  Kt.'s  5th. 

B.  takes  R. 


White,  (M.  De  k  B.) 

1. 

Q.  P.  two. 

1. 

2. 

Q.  B.  P.  two. 

2. 

3. 

K.  P.  one. 

3. 

4. 

K.  B.  takes  P. 

4. 

5. 

P.  takes  P. 

5. 

6. 

Q.  Kt.  to  B.'s  3d. 

6. 

7. 

K.  Kt.  to  B.'s  3d. 

7. 

8. 

K.  R.  P.  one.  (6) 

8. 

9. 

Q.  B.  to  K.'s  3d. 

9. 

10. 

K.  B.  to  Q.  Kt.'s  3d. 

10. 

11. 

Castles. 

11. 

12. 

Q.  toK.'s2d. 

12. 

13. 

K.  Kt.  to  K.'s  5th. 

13. 

14. 

Q.  B.  to  Q.'s  2d. 

14. 

15. 

Q.  R.  to  K.'s  sq. 

15. 

16. 

Q.  Kt.  takes  Kt. 

16. 

17. 

K.  Kt.  takes  Q.  B.  P.  (d) 

17. 

18. 

B.  tflkes  Kt. 

18. 

19. 

Q.  takes  B.  (ch.) 

19. 

20. 

Q.  to  her  Kt.'s  4th. 

20. 

21. 

R.  to  K.'s  5th. 

21. 

22. 

Q.  P.  one.  («) 

22. 

23. 

Q.  to  her  4th. 

23. 

24. 

K  R.  P.  one. 

24. 

25. 

K.  R.  to  K.'s  sq. 

25. 

26. 

Q.  R.  takes  Kt.  P.  (/) 

26. 

27. 

Q.  to  K.'s  5th. 

27. 

28. 

R.  to  K.  R.'s  5th  (ch.) 

28. 

29. 

Q.  mates. 

tn  CBKsa  nx  wnrru  BvaittHos. 

I  balieve  you  may  obUun  at  leut  aa  good  a  pontion,  however, 
bj  taking  the  Q.  B.  P. 

4.  Q.  Kt.  P.  two.  4.  Q.  R.  P.  two. 

Tou  niay  play  loo  4.  K.  Kt.  to  B.'a  3d,  and  then  5.  Q.  R. 
P.  ODO.  If  be  play  4.  E.  P.  two,  the  following  b  a  probabl« 
iwult:— 

4.  K.  P.  two. 

5.  K.  Kt.  to  B.-i  3d.  5.  K.  B.  P.  one. 

6.  K.  Pone.  6.  P.  lakm  P. 

7.  Q.  uksQ.  (ch.)  7.  K.  lakes  Q. 
H.  Q.  B  Ukn  F.  B.  Q.  R.  P.  two. 

9.  Q  Ki.  P.  one.  9.  Q.  Kl.  to  Q.'s  2d. 

10.  P.  to  Q  B.-I  Gth.  10.  P.  takes  P. 

11.  Q.  R  P.  two.  11.  Q.  B.  P.  one. 
la.  Q.  Kt.  ioQ.-a3d. 

With  ■  beller  game. 

5.  Q.  Kt.  P.  one.  5.  K.  P.  two. 

6.  K.  Kt.  to  B.'a  3d.  6.  K.  B.  P.  one. 

7.  K.  P.  one.  7.  B.  takes  doubled  P. 

8.  P.  takes  Q.  P.  8.  P.  takes  P. 

If  be  take  with  the  Bishop,  you  take  B.  with  Et.,  and  he  can- 
not save  the  Pawn. 

9.  B.  toQ.  Kt.'s2d. 
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.•=:  15.  K:.  to  B.'s  3d.  35.  K.  to  B.'s  3d.  (n) 

.^B6,   Q.  Kt.  P.  one.  36.  Kt.  to  K.'8  Sd. 

'37.  Q.  R.  P.  one.  37.  P.  takes  P. 

._  38.   P.  takes  P.  38.  R.  to  Q.  R.'s  4tii. 

The  game  was  resigned  as  a  drawn  battle. 


NOTES  TO   GAME   n. 

(a)    The  best  more  apparently  to  preserve  the  Q.  P. 
'^        (6>    Good  play,  threatening  to  more  K.  Kt.  to  Kt.'8  5th,  which  mi^t 
«Bt  the  Black  a  Piece. 

(jc)    Correctly  played ;  by  this  simple  move  he  utterly  disconcerts  tha 
'    neditated  attack  on  his  K.  R.  P. 

ff«i?        (^cZ)   Had  Black,  instead  of  this  move,  taken  K.  B.  P.  with  his  Kt.,  the 
jm  opponents  by  capturing  K.  B.  P.  with  Bishop  (giving  check  at  the  same 
^  time,)  mronld  have  obtained  a  winning  position. 

ije)   Far  better  than  plajring  K.  R.  P.  two,  in  which  case  White  would 
*  ■  have  moved  the  B.  to  Q/s  7th,  attacking  the  Rook. 
.  .^  (  y  )  By  this  move  the  Bristolians  appear  to  have  weakened  their  game. 

}  *  {^^  This  Rook  is  admirably  posted. 

;',';  (A)  A  fine  position  for  the  Kt.  also.    Had  the  Kt.  remained  at  Q.'s 

f/-"   4thj  AVliite  might  have  taken  him  with  K.'s  Bishop,  and  then  by  playing 
^''*    Q,.  to  K.  B.'s  3d,  would  have  won  a  Pawn. 

^.  (i)  Threatening  to  win  the  Qaeen  by  checking  with  the  Kt.  at  K. 

f  •'     R/B  6th. 

y^  (Jt)  But  for  the  necessity  of  making  this  defensive  move,  there  is 

1'*  every  probability  that  the  Bristol  players  would  have  acquired  the  better 
'»:  game.  If,  however,  instead  of  moving  the  King,  they  had  proceeded  with 
w  their  attack,  playing  Q.  to  Q.  Kt/s  6th,  their  adversary  would  have  moved 
^  his  Q.  R.  to  Q.  B/s  5th,  and  afterwards  checked  with  Kt.,  and  thns  have 
^  hees  enabled  at  least  to  draw  the  game. 
'*  (I)  This  is  stronger  than  B.  to  Q.  Kt.'s  3d. 

^'^         '     (m)  These  moves  are  to  bring  the  King  within  reach  of  the  adverse 
f        Pawn  on  Q.'s  side. 
'^  (n)  This  appears  to  be  the  only  move  by  which  Black  can  prevent  his 

^'        oinponents obtaining  a  ''passed"  Q.  R.  P. 

i 

f  GAME  in. 

Played  in  Paris  hy  three  members  of  tJte  Chess-Cerele,  MM.  Karrwitx, 
Sasias,  and  another,  in  consultation,  against  MM.  Kieseritxkij, 
i  Henderson,  and  Kling,  in  the  Cafi  de  la  Segenee. 

White  (AUies  of  the  Ceide).  Black  (Allies  of  the  Caf<$) . 

1.  Q.  P.  two.  1.  Q.  P.  two. 

2.  Q.  B.  P.  two.  2.  P.  takes  P. 

3.  K.  P.  two.  3.  K.  B.  P.  two.  (a) 

4.  P.  takes  P.  (ft)  4.  Q.  B.  takes  P. 

5.  K.  B.  takes  P.  5.  K.  Kt.  to  B.'s  3d. 

6.  K  Kt.  to  K.'B  3d.  6.  Q.  B.  to  K.'t  5th. 

20* 
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niis  and  McDoDnell's  games,  and  appears  to  be  at  least  as 
good  as  8.  K.  P.  two,  although  it  is  denounced  by  the  older 
writers.  You  may  also  play  without  disadvantage  3.  Q.  Kt. 
to  B.'s  8d.    (See  Game  the  Third.) 

Black  plays  correctly  here  in  advancing  his  E.  Pawn.  If 
instead  of  this  move  he  play  3.  K.  B.  P.  two,  you  may  answer 
4.  K.  B.  takes  r.,  and  on  his  then  playing  4.  K.  P.  one,  you 
play  5.  Q.  to  her  Kt.'s  3d.  For  the  move  3.  Q.  B.  P.  two,  see 
the  variation.  And  if  he  attempt  to  sustain  the  gambit  Pawn, 
you  will  easily  obtain  an  advantage ;  for  instance, — 

3.  Q.  Kt.  P.  two. 

4.  Q.  R.  P.  two.  4.  Q.  B.  P.  one,  or  (A.) 

5.  P.  takes  P.  5.  P.  takes  P. 

6.  Q.  to  £.  B.'8  3d. 

And  yon  win  a  Piece. 

(A.) 

4.  B.  to  Q/s  2d. 

5.  P.  takes  P.  5.  B.  takes  P. 

6.  Q.  Kt.  P.  one.  6.  Q.  to  her  4th. 

7.  P.  takes  P.  7.  B.  takes  P. 

8.  Q.  to  her  R  's  4th  (ch.) 

And  again  you  win  a  Piece. 

4.  K.  B.  takes  P.  4.  P.  takes  Q.  P. 

If  you  play  4.  P.  takes  K.  P.,  Black  will  have  the  better 
game ;  lor  example,— 

4.  P.  takes  K.  P.  4.  Q.  takes  Q.  (ch.) 

5.  K.  takes  Q.  5.  Q.  Kt.  to  6/s  3d. 

6.  K.  Kt.  to  B/s  3d.  6.  Q.  B.  to  K-'s  3d. 

7.  Q.  Kt.  to  Q.'s  2d.  7.  Casdes. 

8.  K.  to  Q.  B.'s  2d.  8.  Q  Kt.  to  his  5th  (ch.) 

9.  K.  to  Q.  B.'s  3d.  9.  Kt.  to  Q/s  6th. 
10.  B.  takes  Kt.  10.  R  takes  B.  (ch.) 

And  the  game  is  in  Black's  favor. 

5.  P.  takes  P.  6.  K.  Kt.  to  B.'s  3d. 

6.  Q.  Kt.  to  B.'s  8d.  6.  K.  B.  to  Q.'s  3d. 

7.  K.  Kt.  to  B.'s  3d.  '      7.  Q.  Kt.  to  B.'s  3d. 

8.  Castles.  6.  Castles. 

9.  K.  R.  P.  one.  9.  K.  R.  P.  one. 

The  game  is  equal ;  but  your  P«  is  well  placed,  and  you  have 
itill  tibe  move. 
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3.  Q.  Kt.  to  B/8  3d. 

4.  K  Kt.  to  B.'b  3(L 

5.  Q.  B.  P.  one. 

6.  Q.  B.  to  K.  Kt.'B  5tli.  (a) 

7.  K.  P.  one. 

8.  Q.  Kt.  P.  two. 

9.  Q.  B.  takes  Kt. 

10.  K.  B.  to  Q.'8  3d. 

11.  Q.  R.  P.  one. 
13.  Q.  B.  P.  takes  P. 

13.  Castles. 

14.  Q.  to  her  Kt.'8  3d.  (e) 

15.  P.  takes  P. 

16.  B.  to  Q.  Kt.^  5th.  (/) 

17.  K.  R.  to  Q.  B/s  sq. 

18.  B.  to  K.'s  2d. 

19.  Kt.  to  Q.  Kt.'s  5th. 

20.  K.  Kt.  toK'ssq. 

21.  K.  B.  P.  two. 

22.  K.  to  B.'s  dd. 

23.  K.  Kt.  to  B.'s  3d. 

24.  Q.R.  takes  R. 

25.  B.  takes  B. 

26.  B.  to  Q.'8  3d. 

27.  Kt.  to  K.'s  5th. 

28.  Kt.  to  Q.  B/s  6th. 

29.  Kt.  takes  B.  <ch.) 

30.  B.  takes  Kt. 

31.  Q.  to  Kt.'8  2d. 

32.  R.  to  Q.  Kt.'s  sq. 

33.  Q.  to  her  B.'s  2d. 

34.  K.  R.  P.  two. 

35.  R.  to  K.  R.'s  sq. 

36.  Q.  toK'8  4th. 

37.  K.  to  Kt.'8  3d. 

38.  R.  to  K.  B.'s  sq. 

39.  Q.  to  her  Kt's  7th. 

40.  K.  to  R.'8  3d. 

41.  R.  to  K.  Kt.'s  sq. 

42.  Q.  to  her  Kt.'8  8th  (ch.) 

43.  Q.toK.B/8  8th. 

44.  P.  to  K.  Kt.'8  3d. 

45.  R.  to  Q.  R.'s  sq.  (i) 

46.  R.  takes  R. 

47.  Q.  takes  Q.  Kt.  P. 

48.  Q.  to  her  Kt.'s  7th. 

49.  Q.  to  K.'8  4th. 

50.  Q.  to  K.'8  sq. 

51.  Q.  to  her  R.'ssq.  (ch.) 

52.  Q.  to  her  B.'s  sq. 


3.  K.  Kt.  to  B.'8  3d. 

4.  Q.  R.  P.  one. 

5.  K.  B.  to  K.'8  2d. 

6.  Castles. 

7.  Q.  Kt.  P.one.  (5) 

8.  Q.  B.  to  Q.  Kt.'B  3d. 

9.  B.  takes  B. 

10.  Q.  R.  P.  one. 

11.  Kt.toQ.'8  2d.  (e) 

12.  P.  takes  P. 

13.  Q.  to  K.'s  2d.  (iQ 

14.  P.  takes  P. 

15.  K.  R.  to  Q.  B.'s  sq. 

16.  Kt.  toK.  B.'sBq. 

17.  Kt.  toK.  Kt.'s  3d. 

18.  Q.  to  her  sq. 

19.  B.  to  K.'s  2d. 

20.  B.  to  Q.  R.'s  3d.  (g) 

21.  Kt.  to  R.'s  5th. 

22.  Kt.  to  K.  B.'s  4th. 

23.  B.  takes  Q.  Kt. 

24.  R.  takes  Q.  R. 

25.  Kt.  to  Q.'s  3d. 

26.  Q.  Kt.  P.  one. 

27.  Kt.  to  Q.  B.'s  5th. 

28.  Q.  to  her  3d. 

29.  Q.  takes  Kt. 

30.  Q.  P.  takes  B.  (h) 

31.  R.  to  Q.  R.'s  5th. 

32.  Q.  toherR.'s2d« 

33.  K.  Kt.  P.  one. 

34.  Q.  to  K.'8  2d. 

35.  Q.  takes  Q.  Kt.  P. 

36.  Q.  to  her  Kt.'s  7th  (ch.) 

37.  R.  to  Q.  R.'s  7th. 

38.  Q.  Kt.  P.  one. 

39.  K.  R.  P.  two. 

40.  Q.  B.  P.  one. 

41.  Q.  to  K.  B.'s  7th. 

42.  K.  to  R.'s  2d. 

43.  Q.  takes  K.  P.  (ch.) 

44.  R.  to  Q.  R.'s  2d. 

45.  Q.  takes  Q.  P.  (Jk) 

46.  Q.  takes  R. 

47.  Q.  to  K.  Kt's  8th. 

48.  K.  to  Kt.'s  2d. 

49.  Q.  to  her  B.'s  4th. 

50.  P.  to  Q.  B.'s  7th. 

51.  K.  to  R.'s  2d. 

52.  Q.  toK.B.'s4th(ch.) 
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nals  and  McDonnell's  games,  and  appears  to  be  at  least  as 
good  as  8.  K.  P.  two,  although  it  is  denounced  by  the  older 
writers.  You  may  also  play  without  disadvantage  3.  Q.  Kt. 
to  B.'s  8d.    (See  Game  the  Third.) 

Black  plays  correctly  here  in  advancing  his  E.  Pawn.  If 
instead  of  this  move  he  play  3.  E.  B.  P.  two,  you  may  answer 
4.  E.  B.  takes  r.,  and  on  his  then  playing  4.  E.  P.  one,  you 
play  5.  Q.  to  her  Et.'s  3d.  For  the  move  3.  Q.  B.  P.  two,  see 
the  variation.  And  if  he  attempt  to  sustain  the  gambit  Pawn, 
you  will  easily  obtain  an  advantage ;  for  instance, — 

3.  Q.  Kt.  P.  two. 

4.  Q.  R.  P.  two.  4.  Q.  B.  P.  one,  or  (A.) 

5.  P.  takes  P.  5.  P.  takes  P. 

6.  Q.  to  £.  B.'s  3d. 

And  yoQwin  a  Piece. 

(A.) 

4.  B.  to  Q.'s  3d. 

5.  P.  takes  P.  5.  B.  takes  P. 

6.  Q.  Kt.  P.  one.  6.  Q.  to  her  4tb. 

7.  P.  takes  P.  7.  B.  takes  P. 

8.  Q.  to  her  R  's  4th  (eh.) 

And  again  yoa  win  a  Piece. 

4.  E.  B.  takes  P.  4.  P.  takes  Q.  P. 

If  you  play  4.  P.  takes  E.  P.,  Black  will  have  the  better 
game ;  for  example, — 

4.  P.  takes  K.  P.  4.  Q.  takes  Q.  (ch.) 

5.  K.  takes  Q.  5.  Q.  Kt.  to  B.'s  3d. 

6.  K.  Kt.  to  B.'s  3d.  6.  Q.  B.  to  K.'8  3d. 

7.  Q.  Kt.  to  Q/s  2d.  7.  Castles. 

8.  K.  to  Q.  B.'s  2d.  8.  Q  Kt.  to  his  5th  (ch.) 

9.  K.  to  Q.  B.'s  3d.  9.  Kt.  to  Q.'s  6th. 
10.  B.  takes  Kt.  10.  R  takes  B.  (ch.) 

And  the  game  is  in  Black's  &yor. 

5.  P.  takes  P.  5.  E.  Et.  to  B.'s  3d. 

6.  Q.  Et.  to  B.'s  8d.  6.  E.  B.  to  Q.'s  3d. 

7.  E.  Et.  to  B.'s  3d.  7.  Q.  Et.  to  B.'s  3d. 

8.  Castles.  8.  Castles. 

9.  E.  R.  P.  one.  9.  E.  R.  P.  one. 

The  game  is  equal ;  but  your  P«  is  well  placed,  and  you  have 
■till  the  move. 


EIGHT      PROBLEMS 


IK 


FIVE    MOVES 


psoaLSHs  iH  rnm  hotu. 


No.1. 

BY  THE  EDITOR. 


While  to  play  Bod  mnte  in  five  moret. 


I  poK  wnnsK  Bvuiuies. 


BT  THE  EDITOR. 


White  to  moTe  ttnd  ccHnpel  Block  to  mate  him  in  five  moves. 


lfo.3. 

AUTHOR  UNKNOWN. 


White  to  play  and  mate  in  five  inovei. 


Xa.i. 

BT  HBBR  KUIPER. 


White  to  play  and  mate  in  five  mores. 


FSOBUm  Df  FITX  MOTlf. 


Ifo.  5. 


BY  HERR  KLING. 

(Fnu  BUaMm't  CkM  FUjit^  HuAook-J 


White  to  play  and  mate  in  five  movee. 


I  VOB   WUTKS  EVKIflNflS. 


iro.6. 

BT  CALTI. 


White  to  ^7  and  mate  in  five  mores. 


nOBLBMS  IH  nVB  KOTW. 


Jlitt.7. 

BT  THB  EDITOR. 


While  to  plajr  and  compels  Black  to  cheok-mate  him  in  five 
moves. 


I  MS  mimK  KvxHuros. 


Ko.6. 

BT  THE  EDITOR. 


Wbhe  to  play  and  mate  in  sx  mores. 


EXAMPLES 

OP 

INCAUTIOUS    PLAY 

SIX  ORIGINAL  POSITIONS. 
Adokscentiam  alere  jnenndam  est  et  landabile. — CiciBO. 
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tfxonqiU  1. 


Id  this  position,  White  having  to  move  played  Rook  to 
Q.  B.  3d,  Black  took  thia  Rook  with  Rook,  whereupon  Whita 
efibcted  mate  in  a  few  mores. 


tfjcompU  3. 


I,  the  yonng  plaj'er  conducting  the  Black 
«  {dkyed  Rook  to  K.  Kt.  7th  sq.,  threEttening  niste  next 
move,  irbereupon  his  adversary  aDoouncftd  male  in  three 
mores.  Instead  of  marmg  Rook,  he  should  have  checked 
with  Biabc^  mating  his  opponent  in  five  moves,  the  more  of 
Bishop  included. 
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iSjeamfiU  3. 


In  this  poBidon,  Black  having  the  move'  played  Q.  to  Q. 
Kt.  2d,  an  inviting  move,  as  be  thereby  threatens  to  capture 
Rook  checking,  and  also  attacks  B.  with  R.  He  has  played 
incorrectly,  and  must  unde^o  mate  in  four  moves.  He 
iiiould  have  played  Q.  to  K.  Kt.  5th  sq. 


ftMomgit  it. 


White  having  the  move  in  this  position  has  several  tnethods 
of  wiDDing,  the  most  expeditious  of  which  would  have  been 
K.  to  his  R.  4th  sq.  On  the  spur  of  the  moment  he  plays 
R.  toQ.  R.  7th  sq.,  threatening  to  mate  with  Q.  at  K.  R.  4th. 
This  heedless  move  niables  his  adversary  to  draw  the  game. 


jTtmr.iM  OF  racAimoirs  plat. 


^xamifltS. 


In  this  position  the  player  of  the  Black  pieces,  as  yef  a 
tyro,  imagined  he  would  obtain  the  victory  by  taking  off  Kt. 
with  R.  checking,  eubaequently  winning  Queen  by  a  check 
with  Kt.  This  he  eseouted,  and  was  surprised  to  find  that 
after  attacking  P.  with  Q.,  his  adversary  played  K.  to  cor- 
ner, drawing  the  game. 
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THE  FATAL  MATE. 

"  Oii«iq«e  d^coB vwte  q«e  I'on  ait  faite  daat  le  pay*  de  ramovr  propn,  il  j  ratta  bias 
teiTM  incoimiiM." — I<a  RoekefvucawUL, 

Much  as  may  be  said  in  &vor  of  the  game  of  chess,  of  its  noble 
and  scientific  character  as  an  intellectual  enjoyment  of  the  highest 
order,  and  the  ahnost  irresistible  attraction  it  acquires  for  its  votaries, 
still  many  are  deterred  from  its  practice  by  an  ill-judged  sensitiveness 
and  morbid  fear  of  defeat.  Let  those  who  have  commenced  the 
Btady  of  chess,  and  who  really  wish  to  improve,  bear  in  mind  that  the 
player  who  learns  not  how  to  lose,  will  never  learn  how  to  win, 
and  dismiss  at  once  all  impatience  and  rising  irritability. 

It  must  be  confessed,  however,  that  no  game  affects  so  directly 
the  vanity  of  the  individual  as  chess.  That  the  winning  of  tlie  game 
is  due  solely  to  the  skill  of  the  player,  and  that  not  a  leaven  of  chance 
has  mmgled  with  and  assisted  his  good  play,  becomes,  in  weak 
minds,  a  fixed  idea,  productive  sometimes  of  the  strangest  aberrations. 
Illustrative  of  this  weakness,  I  recollect  an  anecdote  of  a  some- 
what singular  nature. 

In  the  autumn  of  18 — ,  while  spending  a  week  at  the  seat  of 

Grenend  D ,  a  few  leagues  from  Paris,  I  was  introduced  to  an 

English  gentleman,  with  whom  I  usually  played  a  rubber  at  chess  in 
the  evening,  after  a  long  ride  or  a  day's  sport  with  dog  and  gun. 

At  the  time  I  speak  of,  I  was  far  from  being  an  adept  in  the  game, 
and  my  adversary,  though  not  a  very  strong  player,  was  still  my  su- 
perior, and  an  opponent  against  whom  I  could  not  allow  my  attention 
to  flag  a  single  moment  without  paying  that  direful  penalty, "  check- 
mate." 

Among  the  persons  who  usually  seemed  to  take  most  interest  in 
our  games  was  the  charming  Countess  V .  .  .  On  the  evening  of 
our  last  match,  the  next  day  being  fixed  upon  for  a  return  to  PariSi 
seated  near  the  chess-table,  it  appeared  to  me  that  she  had  followed, 
with  unusual  attention,  a  preceding  game  won  by  my  adversary.  1 
had  never,  however,  heard  the  Countess  express  the  least  wish  to 

21* 


p^,  Dcr  (ii*i«*«**  in  eouvwlkn  that  Bhe  poMenacd  uy  knowle^ 
«f  dwacksce. 

Oar  game   bad  Terged  into  the  foDowing  podlion.     I  w»  d» 
pla7«r  of  the  Whtte  piecee,  and  'A  was  my  tnm  to  vaave. 
BLACK. 


Orer  this  rituation  1  bail  already  pansed  some  time,  and  wu 
Dot  a  little  embairaBsed.  To  my  inexperienced  eye,  the  proxjiuity 
of  one  of  my  adversary's  Pawns  to  the  royal  line  foreboded  danger, 
and  filled  me  with  secret  tenor.  I  also  feared  his  playing  his  Queen 
to  her  Rook's  square,  threatening  Knight's  Pawn,  and  worse,  a  mate. 
On  the  other  hand,  althongh  the  podtioo  of  his  King  seemed  to  be 
oneof  some  constraint,  yet  it  stmck  me  tlut  on  any  more  of  mine, 
the  advance  of  his  King's  Pawn  would  iree  him  fmn  embarrasameDt 

'nins  perplexed  and  irresolute,  I  was  hesitating  between  remov- 
ing Bishop  or  playing  Queen  to  her  Rook's  square,  when  instinctively 
I  looked  around  in  the  direction  of  the  Connteas,  u  towards  the  persoa 
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who  had  taken  most  mtemt  in  the  ecmtost  There  probably  wia 
much  of  appeal  in  my  ezpresflioD,  and  her  compassion  most  have 
been  great  indeed,  for  as  my  hand  was  nearing  the  Bishop,  I  heard 
her  make  a  remark  on  the  position  to  Madame  D  ...  in  a  tone  that 
seemed  to  banter  my  inexperience.  The  words  indeed  had  been  pn^ 
nonnced  in  a  subdued  voice ;  nevertheless  they  had  been  overiieard 
by  some  of  the  bystanders,  who  looked  towards  the  Countess  with 
some  surprise.  They  had  also  fidlen  on  the  quick  ear  of  my  antago- 
nist, who  suppressed  a  rising  frown.  Whether  I  blushed  outwardly 
I  know  not,  inwardly  I  certainly  did.  The  Countess's  hint,  however, 
had  been  a  ray  of  light  for  me,  and  the  truth  gmdually  unfolding  it- 
self, I  announced  checkmate  in  four  moves. 

Proud  of  having  carried  out  so  well  the  conception  of  my  ftir 
ally,  I  approached  to  thank  her  for  her  timely  assistance. 

"  I  confess  my  inferiority,"  said  I,  **  but  I  have  yet  fuU  time  to 
improve,  and,  under  the  direction  of  a  mistress  so  well  skilled  in  the 
game,  I  feel  I  should  make  rapid  progress."  The  Countess  smiled, 
saying  I  flattered  her,  and  that  assuredly  she  would  not  undertake  to 
teach  an  art  she  never  practised.  ''  It  is  even  so,"  added  she  ;  **  we 
often  show  most  enthusiasm  for  those  things  with  which  we  have  an 
imperfect  acquaintance,  and  happy  those  who  are  not  tcnrmented  by  a 
thirst  after  profound  knowledge.  Since  you  consult  me,  sir,  my 
advice  is,  that  you  take  no  master  to  perfect  your  chess  education." 

"  I  understand,  madam ;  my  capacity  for  the  game  does  not  strike 
you  as"  .  .  . 

"  It  strikes  me  as  excellent— quite  excellent  enough  to  insure 
success,  and  enable  you  to  play  in  a  short  time  a  very  scientific  game. 
But  are  you  aware  of  the  probable  result  of  all  the  science  you  may 
acquire  ?  Believe  me,  sir,  it  will  only  serve  to  aggravate  the  dis- 
appointment at  losing,  in  a  proportion  a  thousand  times  greater  than 
the  pleasure  of  winning.    Reflect  on  this,  I  pray." 

The  Countess  pronounced  these  words  with  so  grave  and  solemn 
an  air,  that  I  could  not  dissemble  my  astonishment.  *'  You  may  not 
believe  me,  sir,"  continued  she,  *'  nevertheless,  if  you  will  grant  me 
your  attention,  I  hope  to  convince  you  there  is  some  truth  in  my 
remarks."  I  seated  myself  near  her,  and  she  commenced  the  follow- 
big  recital:  ^ 


4ii  CBMSB  VOt  WnXTEM,  SVXNmOS. 

*"  Ite  GoQOk  da  St  Genert,  wiio  died  a  few  yean  bdm  tiie 
loaiiaD,  had  ]aag  been  known  in  the  waEid^as  one  (^  the  most  ac- 
mmpiiihwl  gentlenien  of  his  time.  His  eqQanin%  of  temper  and 
periect  distoterestedDeas  were  proFerbisL  Ever  reedy  to  admit  the 
Miperiarity  of  otheis,  even  in  those  things  in  whieh  he  excelled  him* 
•aU;  he  was  prompt  to  piodaim  the  snecess  of  a  rival,  and  quarrelled 
with  nooe  for  not  honoring  sufficiently  his  own  well-foonded  dauns. 

^'b  had  been  the  lot  of  the  Count  de  St  Genest  to  have  spent 
t«o4hiid8  of  his  life  in  a  state  of  weQ-deeerved  happiness,  when  he 
was  pompeBed  to  share  the  nnceitain  forUmes  of  the  emigration. 
Dnring  this  period  of  trial  he  led  a  sednded  and  nnostentatioas  life ; 
one  of  devotedness  to  his  fiuoiily  and  fiiends. 

"  While  residing  at  Frankfort  he  learnt  the  game  of  chess,  at  first 
kwking  upon  it  merely  as  an  amnsement  well  adapted  to  soothe  and 
dhwrt  the  weary  hours  of  exile.  The  Comit,  however,  soon  became 
a  devotee  to  the  game  and  afirst>«te  player.  At  his  advanced  period 
of  hie,  be  aoqnired  at  chess  the  same  superiority  he  had  attained  in 
his  youth  in  eveiy  manly  exercise.  Age  had  merely  changed  his 
tMles  and  matured  his  Acuities  rather  than  impaired  them. 

^  The  Count  had  frequent  opportunities  of  measuring  his  strength 
with  some  of  the  best  players  of  Europe,  and  on  more  than  one  oc- 
caBi<Mi  were  they  compelled  to  acknowledge  his  superiority.  In  one 
respect,  however,  he  was  most  unf(»rtunate.  No  triumph  compensar 
ted,  in  his  eyes,  for  the  bitter  feelings  of  disappointment  he  experi- 
enced whenever  a  star  more  propitious  than  his  own  favored  a  com- 
petitor in  the  checkered  strife. 

*'  In  the  usual  walks  of  life,  the  distinctive  traits  of  the  Count's 
character  were  modesty  of  demeanor,  and  an  unpretending  but  noble 
manner,  save  at  the  Game  of  Chess,  when  a  sudden  transformation 
seemed  to  come  over  him,  and  he  was  no  longer  the  same  man.  He 
could  here  brook  no  inferiority,  and  an  attempt  to  obtain  a  concession 
on  this  point,  was  instantly  construed  by  him  into  an  outrage  or  a 
personal  insult  A  game  lost  would  pr^  upon  his  mind  for  several 
days,  rendering  him  gloomy  and  morose,  even  de{»iving  him  of  a;^ 
tite,  and,  as  it  were,  of  consciousness. 

"  In  18 —  the  Count  returned  to  France,  retaining  in  all  its  fervor 
t  fondness  for  his  &vorite  game.    But  soon  there  came  a  change 
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over  the  aged  nobleman.    Bib  faculties  became  auddenly  im] 

and  incxeasmg  infinnity  finally  debarred  him  from  all  society.    In 

this  painfiil  state,  chess  was  his  sole  alleviation.    He  bad  taught  the 

game  to  his  daughter,  who  had  been  married  eight  years  to  a  colonel 

in.  the  Royal  Guards.    Occupying  the  same  "  H6tel,"  his  daughter 

devoted  her  evenings  to  her  aged  father's  amusement,  humoring  the 

old  gentleman's  fondness  for  the  game,  and  seldom  having  any  spec- 

tatoTB  except  the  Count's  granddaughter,  a  child  little  more  than 

seven  years  of  age,  scMnewhat  precocious  for  her  years,  but  withal  a 

mUcbievous  and  giddy  little  thing.  You  would  never,  however,  have 

taken  her  for  such,  when  a  game  of  chess  was  in  progress,  for  then, 

seated  near  her  grandfather,  who  was  dodngly  fond  of  her,  she 

would  seldom  utter  a  word,  paying  all  the  time  the  greatest  attenti<m 

to  the  comi^cated  moves  of  what  she  called  her  little  black  and 

white  sQldiers. 

*'  The  Count  de  St  Genest,  in  whose  chess  faculties  there  had 
been,  alas !  an  immense  falling  off,  had  preserved,  nevertheless,  the 
same  sensitiveness  with  respect  to  defeat,  and  strict  pky  was  still 
what  he  most  prided  himself  upon.  His  daughter,  now  much  his 
fiiuperior,  through  motives  you  will  readily  imagine,  while  prolonging 
and  keeping  alive  the  interest  of  the  game  by  the  most  generous  of 
impostures,  invariably  allowed  herself  to  be  beaten,  to  the  great  satis- 
faction of  the  old  Count,  who  never  slept  better  than  after  these  illu- 
sory triumphs. 

"  One  evening,  however,  towards  the  end  of  a  game,  which  the 
Count  had  conducted  with  more  skill  than  it  had  been  his  wont  to 
display,  his  patient  opponent,  either  through  forgetfulness  of  her 
usuaJ  part,  or  led  on  perhaps  by  an  inviting  position,  gave  several 
successive  checks,  the  replies  to  which  were  all  forced ;  then  without 
examining  fGuther  into  the  situation,  and  while  looking  up  at  the 
clock  to  ascertain  the  lateness  of  the  hour,  she  unconsciously  touch* 
ed  a  piece  and  was  of  course  compelled  to  move  it ;  the  old  noble- 
man, as  I  have  already  said,  never  allowing  the  slightest  deviation 
from  strict  play  in  the  most  rigorous  sense  of  the  word. 

**  Scarcely  had  his  daughter  committed  the  move,  when  she  be^ 
came  conscious  of  the  existence  of  a  Pureed  mate,  and  was  devising 
die  square  to  avmd  giving  it,  inwardly  congratulating  herself  that  it 
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■WHITE. 
White  to  move  and  force  the  gtime. 


SOLUTIONS 


TO  THE 
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SOLUTIONS  TO  TH£  CHESS  PROBLEMS. 


BOOK.  n. 
Fifteen  Probleme  in  Two  Idavee, — ^Page  171. 

No.1. 


White. 
1.  Q.  to  K.  4th  sq. 


Black, 

1.  If  Black  take  Q.  with 
either  P.,  White  mates  by 
advancing  a  P.,  and  if  he 
play  any  thing  else,  Q. 
captures  one  of  the  Pawns 
and  mates. 


No.  2. 


1. 

Kt.  to  K.  8th. 

1.  K.  movesL 

3. 

Q.  Mate^. 

No.  3. 

1. 

B.  to  his  5th  (ch.) 

1.  K.  moves. 

3. 

Castles. 

Mate. 
No.  4. 

i. 

Q.  to  Q.  R.  5th. 

1.  P.  moves. 

S. 

Q.  to  her  R.  sq. 

Mate. 

No.  5. 

1.  Q.  to  K.  Kt.  3d  sq.,  threat- 
ening to  Mate  by  playing 
Kt.  to  Q.  R.  3d.  sq. 

3.  Q.  to  Q.  B.  6th.  Mate. 


1.  Q.  to  K.  Kt.  3d. 
3.  Kt.  to  Q.  Kt.  7th. 


No.  6. 
Mate. 


1.  P.  takes  Kt«-If  Q.  take 
Q.,  Kt.  mates  taking  B. — 
If  Black  take  Kt.  with  Kt, 
Q.  B.  P.  mates. 


1.  Rook  takes  Q. 


No.  7. 

1.  R.  to  Q.  Kt.  4th.  If  K.  take  R.,  White  plays  R.  to  K.  5th  and 
Mates.  If  B.  or  Q.  check,  K.  R.  interposes,  mating.  If  Kt.  check,  R. 
takes  Kt.  mating.  If  he  play  Kt.  to  Q.  4th,  with  the  view  of  interposing 
next  move  at  K.  3d,  or  of  taking  the  R.,  Rook  mates  at  B.  6th.     If  Q 


MO  GBBBS  VDE  wihtbk  sfenings. 


10  K.  Kl  tq.,  the  Kt.  matM  at  Q.  3d.    If  Q.  goes  to  fa^  4tfa, 
Rook  again  giioiiehecknate  at  Q.  B.  Gth.    If  B.  to  Q.  4th,  either  Kt. 


WkiU, 

Black. 

1.  a  to  K.  6tli. 
9.  Kt.  takes  B. 

No.  8. 
Mate. 

1.  B.  takea  Q. 

1.  Q.  to  her  €tfa. 
9.  Kl  to  K.  B.  4th. 

No.  9. 

1.  R.  takes  Q. 

1.  B.  to  K.  B.  6th. 
9.  Q.  to  her  B.  6th. 

No.  10. 
Mate. 

1.  K.  moves. 

1.  R.  to  K.  B.  6th. 
9.  R.  to  K.  B.  3d. 

No.  11. 
Mate. 

1.  K.  moves. 

1.  Caatka. 

9.  R.  to  K.  B.  8th. 

No.  13. 
Mate. 

1.  Anything. 

1.  RodL  takea  P.  (ch.) 
9.  Q.  to  B.  7th  (ch.) 

No.  13. 

1.  K.  takes  R. 

If  K.  take  Q.,  White  » 
stale-mated,  and    if  not, 
White  draws  by  peipetoal 
check  with  Q. 

No.  14. 

1.  R.  to  Q.  R.  4th  (ch.)  1.  K.  takes  P. 

9.  B.  to  Q.  B.  2d  (ch.)  2.  B.  takes  B.  giving  mate. 

No.  15. 

1.  Kt.  to  Q.  3d  (tk.)  1.  K.  moves. 

9.  Q.toherB.  6th  (ch.)  2.  K.  takes  Q.  and  White  is 

stale-mated. 


SdutUmt  to  ike  Problenu  in  the  Tale  of  the  Monkey  and  the  Gaeeom 

ChesB'Knight, 

No.  1.— (Page  192.) 
(BY  B.  &.  A.) 

1.  Q.  to  K.  B.  3d  (eh.)  1.  K.  takes  Q. 

9.  Castles  (ch.)  2.  Kt.  interposes. 

3.  B.  to  Q.  B.  6th  (ch.)  3.  Q.  interposes. 

4.  B.  takes  Q.  Mate. 
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WJuU, 


No.  3.--(Page  194.) 
(End  Oaine  from  Galvi.) 


Black. 


1.  R.  to  K.  Kt.  8th  (ch.) 

2.  Q.  to  her  Sth  (ch.) 

3.  R.  takes  Q.  (ch.) 

4.  R.  takes  R. 

5.  B.  to  Q.  B.  5th. 

6.  R.  or  B.  must  mate. 


1.  R.  takes  R. 

2.  Q.  takes  Q. 

3.  K.  to  his  2d. 

4.  Kt.  to  Q.  3d. 

5.  Any  thing. 


Diagram.— (Page  195.) 


1.  B.  to  K.  B.  4th. 

2.  B.  to  Q.  B.  7th. 

3.  B.  to  Q.  R.  5th. 

4.  B.  to  K.  sq.  (ch.) 

5.  R.  to  E.  Kt.  4th. 

6.  R.  to  K.  6.  4th. 

7.  R.  mates. 


1.  K.  to  his  B.  7th. 

2.  K.  to  his  B.  8th. 

3.  K.  to  his  B.  7th. 

4.  K.  to  his  B.  8th. 

5.  K.  takes  B. 

6.  K.  moves. 


BOOK  IIL 

Fourteen  Problems  in  Three  itfove*.— p.  275. 

No.  1. 

1.  B.  to  K.  B.  6th. 

2.  R.  to  K.  Kt.  3d  (ch.) 

3.  K.  to  Q.  2d. 


1.  Castles. 

2.  K  moves. 


1.  Q.  to  K.  B.  6th  (ch.) 

2.  R.  to  K.  3d  (ch.) 

3.  Q.  P.  one. 


Mate. 
No.  2. 

Mate. 
No.  3. 


1.  Kt.  to  Q.  Kt  3d. 

2.  B.  to  K.  R.  5th. 

3.  B.  to  K.  2d  or  K.  B.  7th.  Mate. 


1.  Q.  Kt.  p.  two. 

2.  Q.  to  B.  8th. 

3.  Q.  to  Kt.  8th. 


1.  R.  to  Q.  4th  (ch.) 

2.  Kt.  to  K.  B.  5th. 

3.  K.  B.  to  R.  3d. 


1.  B.  to  Q.  B.  4th. 

2.  B.  to  Q.  Kt  5th. 

3.  P.  advances. 


No.  4. 

Mate. 
No.  5. 

Mate. 
No.  6. 

Mate. 


1.  K.  moves. 

2.  P.  takes  R. 


1.  P.  moves. 

2.  Either  P.  movMi 


1.  K.  to  R.  2d. 

2.  K.  to  Kt  3d. 


1.  B.  covers. 

2.  K.  takes  Kt 


1.  P.  takes  P. 

2.  Anything. 


1 


OM  CBnS  FOft  WlNTJUl  JCVJBNINGS. 

No.7« 

1.  R.  to  Q.  iq.  1.  P.  advanoei. 

f.  B.  to  Q.  9d.  3.  B.  moYM. 

9.  B.  to  Q-  &•  5th.  Mate. 

No.  8. 
1.  P.  takes  P.  (ch.)  1.  E.  takes  B. 

S.  Kt.  to  K.  Kt.  6th  (ch.)  2.  K  takes  Kt. 

9.  P.toR.8thelaimiaKt.  Mate. 

No.  9. 
1.  Kt  to  Q  Kt.  €ih.  1.  K.  moves. 

9.  Q.  to  K.  B.  3d  (ch.)  2.  K.  takes  P. 

9.  Q.  to  K.  3d.  Mate. 

No.  10. 
1.  Cttstles.  1.  P.  adyances. 

9.  B.  to  his  sq.  2.  P.  advances. 

9.  R.  takes  Kt.  Mate. 

No.  11. 
1.  K.  p.  one  (ch.)  1.  K.  to  Q.  B.  3d. 

9.  Q.  R.  to  his  6th.  2.  Q.  takes  Q.  (ch.)    (s) 

9.  B.  to  K.  Kt.  sq.  (dis.  ch.)  Mate. 

(a)  If  Bl.  at  his  2d  move  play  Q  R.  P.  takes  B.,  white  replies  with 
R.  takes  P.  mate.  If  he  play  Kt.  P.  takes  Kt.,  then  B.  to  Q.  B.  5th  dis- 
ooveis  mate.  If  Kt.  takes  Kt.,  then  Kt.  to  Q.  R.  5th  gives  mate.  And 
i^  lastly,  he  play  Kt.  to  Q.  B.  4th,  the  B.  takes  Kt.  mating. 

No.  12. 
1.  Q.  to  K.  6th.  1.  P.  takes  Q. 

9.  P.  takes  P.  2.  Any  thing. 

3.  R.  to  K.  R.  8th.  Mate. 

No.  13. 

1.  Q.  to  Q.  B.  3d  (ch.)  1.  K.  to  Q.  8th. 

2.  R.  to  K.  sq.  (ch.)  2.  Q.  takes  R. 

3.  Q  to  Q.  B.  2d  (ch.)  3.  K.  takes  Q.  &  gives  mate. 

No.  14. 

1.  Q.  to  Q.  R.  8th  (ch.)  1.  K.  takes  Q. 

2.  R.  to  Q.  B.  8th  (ch.)  2.  Q.  interposes. 

3.  B.  to  Q.  5th  (ch.)  3.  B.  takes  B.,  giving  mate. 

S»1miwn  to  the  Problem  in  the  Tale, "  Haw  a  World  woe  Won,* 

Page  299. 
1.  R.  to  K.  Kt.  8th  (di.)  1.  R.  takes  R. 

9.  R.  to  K.  B.  8th  (di.)  2.  R.  takes  R. 

3.  K.  P.  one  (disc,  ch.)  3.  Q.  interposes 

4.  B.  takes  Q.  Mate. 
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BOOK  IV. 
Fourteen  Proihienu  in  Four  Mtnee,^^.  417. 


No.  1. 
White. 
1.  B.  to  K.  2d  (ch.) 
S.  B.  to  his  3d  (ch.) 

3.  Q.  takes  P.  (ch.) 

4.  If  P.  cover,  Q.  takes  P.  mat- 
ing. If  Q.  take  Q.,  White 
castles  and  mates. 


.  1,  R.  to  Q.  4th. 

2.  B.  to  Q.  Kt.  sq. 

3.  R.  to  Q.  6.  4th. 

4.  R.  to  Q.  B.  sq. 

1.  K.  to  Q.  Kt.  6th. 

2.  R.  takes  B.  (dia.  ch.) 

3.  R.  takes  R.  (ch.) 

4.  R.  takes  Q. 


No.  2. 


Mate. 


No.  4. 

1.  B.  to  Q.  Kt.  6th  (dis.  ch.) 

2.  R.  to  Q.  R.  sq. 

3.  B.  to  Q.  R.  5th. 

4.  R.  to  Q.  R.  3d.  Mate. 


1.  B.  to  K.  Kt  6th  (ch.) 


No.  5. 


2.  R.  to  K.  8th,  and  mate  is 
forced  in  two  moves. 

No.  6. 

1.  B.  to  Q.  Kt  sq. 

2.  B.  to  Q.  R.  2d  (ch.) 

3.  Q.  Kt  P.  one. 

4.  Q.  Kt  P.  one  (dis.  ch.)    Mate. 


1.  B.  to  Q.  Kt.  6th  (ch.) 

2.  K.  R.  to  Q.  B.  5th.    (a) 

3.  Q.  R.  takes  K.  P.  (ch.) 

4.  K.  R.  takes  R. 


No.  7. 


Mate. 


BUei. 

1.  K.  moves. 

2.  K.  takes  B. 

3.  P.  coven,  or  Q.  takai  Q. 


Mate. 

1.  P.  moves. 

2.  K.  takes  B. 

3.  K.  to  comer. 

No.  3. 

1.  Q.  takes  P.  (best). 

2.  B.  covers. 

3.  Q.  covers. 

1.  K.  to  Q.  Kt  6th. 

2.  Q.  B.  P.  moves. 

3.  K.  to  Q.  B.  6th. 


1  K.  move»to  R.  or  Kt  sq. 
If  he  toke  B.  he  is  mated 
in  two  moves. 


1.  K.  moves. 

2.  K.  moves. 

3.  K.  moves. 


1.  Q.  to  her  5th. 

2.  R.  to  K.  Kt  4th. 

3.  R.  to  K.  4th. 


(a)  Black  has  a  great  variety  of  defensive  moves :  B.  to  Q.  B.  3d,  to 
interpose  when  the  R.  checks ;  Kt.  to  Q.  B.  6th  for  the  same  purpose,  4be. 
The  result,  however,  is  still  the  same.    Mate  is  forced  in  four  moves. 


SM  C8I88  FOB  WiRTKIt  KVJUHMGS* 

NO.& 
WkiU.  BUek. 

1.  K.  to  Q.  B.  7th.  1.  K,  moves. 

f.  B.  to  K.  B.  6ch.  3.  K.  raoTva. 

3.  R  to  <^  B.  Btli.  3.  K.  moTes 

4.  K.  to  Q.  Kt  7th.  Mate. 

No.  9. 
I.  P.  taheo  P.  (ch.)  1.  K.  to  Q.  sq.  (beBt>. 

9.  Kl  to  Q.B.  6th  (ch.)  9.  P.  takes  Kt 

3.  Castles.  3.  Any  thing. 

4.  Removes  B.  (dis.  ch.)     Mate. 

No.  10.. 
1.  K.  R.  P.  one  (ch.)  1.  K.  mores. 

a.  B.  to  Q.  R-  3d.  9.  K.  takes  Kt 

3.  B.  home.  3.  K.  moves. 

4.  Q.  P.  one  (dts.  ch.)  Mate. 

No.  11. 
1.  Kt  to  K.  6th  (eh.)  1.  K.  to  Q.  Kt  4th. 

9.  K.  B.  home  (ch.)  9.  K  takes  Kt 

3.  Kt  to  Q.  B.  5th,  and  mates  next  move. 

No.  19. 
1.  B.  home.  1.  Q.  Kt  P.  one,  or  two. 

9.  Q.  KtP.  two:  or  one, 

if  Bladt  play  P.  two  sq.  9.  P.  advances. 

3.  IL  to  Q.  9d.  3.  K.  moves. 

4.  R.  to  Q.  4th.  Mate. 

No.  13. 
1.  P.  to  K.  E.  6th.  1.  Castles. 

9.  P.  to  Q.  R.  7th.  9.  R.  to  K.  Kt.  8th  (ch.) 

3.  K.  takes  R.  3.  Any  thing. 

4.  R.  to  K.  B.  8th.  Mate. 

No.  14. 
1.  Kt  checks.  1.  K.  moves. 

9.  Kt  to  Q.  8th  (dis.  ch.)  9.  K.  moves. 

3.  Q.  to  Q.  B.  4di  (ch.)  3.  Q.  takes  (^ 

4.  DxawB  by  peipetnal  ch.  with  Kt 

SobOmmt  to  the  Problemt  in  the  Tale  of  the  Midnight  Challenge.^ 
(P.  435.) 

No.  1.— (Page  435.) 
1.  Kt  to  Q.  7th  (ch.)  1.  K.  to  Q.  R.  9d. 

9.  Q.  takes  B.  (ch.)  9.  K.  takes  Q. 

3.  K.B.  toK.  4th  ^ch.)  3.  K.  to  Q.  R.  9d. 

IfBlpIayK.  toQ.  R.3a, 
White  advances  P.  to  Q. 
Kt.  5th,  &C.  &e. 
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White. 

A.  R.  to  Q.  B.  7th  (ch.) 
fi.  P.  to  Kt.  5th  (ch.) 
C.  K.  B.  to  Q.  3d  (ch.) 

7.  R.  to  Q.  B.  4th  (ch. 

8.  Q.  R.  P.  two  (ch.) 

9.  R.  to  Q.  B.  7th  (dis.  ch.) 


XO.  P.  takes  P. 


Mate. 


BUek. 

4.  E.  to  Q.  R.  3d. 

5.  K.  takes  P. 

6.  K.  to  Q.  Kt.  5th. 

7.  K.  to  Q.  Kt.  4th. 

8.  K.  to  Q.  R.  3d. 

9.  Q.  Kt.  P.  ona 


No.  3.— <Pag9  441.) 


1.  K.  Kt.  P.  one  (ch.) 
9.  K.  Kt.  P.  one  (ch.) 

3.  Kt.  to  K.  B.  8th  (ch.) 

4.  P.  tekes  Kt.,  becomes 
a  Kt.  (ch.) 


1.  K.  to  R.  sq. 

2.  K.  to  R.  2d. 

3.  R.  takes  Kt. 

4.  K.  to  his  R.  sq. 


5.  Q.  B.  to  his  3d  (ch.)                         5.  R.  takes  B. 

6.  R.  takes  K.  R.  P.            Mate. 

No.  3.— {Page  444.) 

1.  K.  to  a  Kt.  7th. 
S.  K.  to  Q.  B.  7th. 
S.  K  to  Q.  7th. 

4.  K.  P.  one. 

5.  K.  to  his  6th. 

6.  K.  to  K.  B.  5th. 

7.  K.  to  K.  Kt.  4th. 

8.  K.  to  K.  R.  4th. 

9.  K.  to  K.  R.  5th. 

10.  K.  B.  P.  one  (ch.) 

11.  P.  at  Kt.  6th  adv.  (ch.) 

12.  P.  at  K.  Kt.  5th  adv.  Mate.. 

^  BUck's  moves  are  all  forced. 

No.  4.— (Page  445.) 

(Altored  from  Sarratt.) 

1.  Kt.  to  K.  R.  2d. 

2.  Q.  takes  B. 

3.  R.  takes  Q. 

4.  K.  to  comer. 

5.  Q.  covers. 

1.  Q.  B.  to  K.  B.  4th. 

2.  Q.  to  Q.  B.  8th  (ch.) 

3.  Kt.  to  Q.  7th  (ch.) 

4.  R.  takes  R.  (ch ) 

5.  Kt.  mates. 

No.  5.— (Page  446.) 

(From  the  tame.) 

1.  B.  to  Q.  5th. 

2.  K.  to  Q.  sq. 

3.  K.  B.  P.  one. 

4.  K.  B.  takes  B. 

Q.  to  Q.  B.  3d. 

1.  Kt.  to  Q.  5th  (ch.) 

2.  B.  to  K.  R.  4th  (ch.) 

3.  B.  takes  P.  (ch.) 

4.  Q.  takes  B.  Mate. 
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CHESS  FOR  WINTER  KVBNIN6S. 


White. 


No.  6.— (Page  448.) 


Black. 


1.  K.  Kt.  P.  one. 

2.  P.  takes  Kt.  (beet.)t 

3.  K.  takes  R. 

4.  P.  takes  R. 

5.  Q.  B.  P  takes  B.  (best). 

6.  Q.  takes  Q. 

7.  Q.  takes  B. 
P.  at  K.  R.  dd  on. 
P.  at  K.  R.  4th  on. 

10.  P.  at  K.  B.  3d  on. 

11.  P.  at  Q.  6th  on. 

12.  K.  to  R.  7th. 

13.  K.  to  R.  8th. 

14.  Q.  P.  one. 

15.  Q.  P.  one. 

16.  K.  to  R.  7th. 

17.  P.  at  K  B.  5th  on. 

18.  K.  to  R.  8th. 

19.  B.  P.  on. 

20.  R.  P.  on. 

21.  R.  P.  on. 

22.  B.  P.  on. 


8. 
9. 


1.  Kt.  takes  B.« 

2.  R.  to  K.  R.  sq.  (ch.) 

3.  R.  to  K.  R.  3d  (ch.) 

4.  Q.  B  takes  Kt. 

5.  Q.  takes  B.  (ch.) 

6.  B.  to  his  3d  aq.  (ch. 

7.  Kt.  takes  Q. 

8.  K.  to  his  B.  sq. 

9.  K.  to  his  B.  2d. 

10.  K.  to  his  B.  sq. 

11.  Kt.  takes  P. 

12.  K.  to  B.  2d. 

13.  Kt.  to  K.  B.  3d. 

14.  K.  to  B.  sq. 

15.  Kt.  takes  P. 

16.  K  toB.  2d. 

17.  Kt.  takes  P.  (ch.) 

18.  K.  to  B.  sq. 

19.  K  to  B.  2d. 

20.  Kt.  to  his  5th. 

21.  Kt.  to  his  K.  4th. 

22.  Kt.  to  his  3d.     Mate. 


No  7.— (Page  451.) 

By  H.  R.  A. 

The  Mate  is  forced  in  6  moves,  e.  g. 

1.  Q.  to  K.  B.  5th  (ch.)  1.  K.  to  K.  B.  2d  (best).t 

2.  Q.  to  K.  R.  7th  (ch.)  2.  K.  to  B  sq.  (best). 

3.  Q.  to  R.  8th  (ch.)  3.  K.  to  B.  2d. 

4.  B.  to  K.  8th  (ch.)  4.  K.  to  his  3d. 

5.  Q.  to  K.  Kt.  8th  (ch.)  5.  K.  to  his  B.  4th. 

6.  B.  to  K.  Kt.  6th.  Mate. 


2.  B.  to  Q.  7th  (ch.) 

3.  K.  Kt.  P.  two  (ch.) 

4.  K.  P.  two. 


Mate. 


t   1.  K.  takes  Q. 

2.  p.  covers. 

3.  Must  take  **  En  passant." 


*  Black  having  touched,  B.  is  compelled  to  capture  it,  otherwise  he 
might  have  won  more  speedily  by  taking  K.  Kt.  P.  with  B.,  and  playing 


R.  to  Kt.  sq.,  on  White's  capturing  B.  with  Q. 

t  This  position,  from  its  nature,  admits  of  much  variation, 
moves  given  are  the  most  protracting. 


Th« 
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BOOK  V. 

Eight  Problenu  in  Five  ikfoM*.— (Page  469.) 

No.  1. 
White.  Black. 

1.  P.  checks.  1.  K.  moves. 

2.  B.  to  K  6th  (ch.)  2,  K.  takes  B.  (beflt.) 

3.  P.  to  K.  B.  8  becomes 

a  Kt.  (ch.)  3.  K.  where  he  can. 

4.  K.  to  K.  4th  (dis.  ch.)  4.  Any  thing. 

5.  Q.  or  Kt.  must  mate. 


1.  Q.  P.  one. 

2.  B.  to  Q.  R.  2d. 

3.  Q.  to  Q.  Kt.  7th. 

4.  B.  to  Q.  Kt.  sq. 

5.  Q.  to  Q.  Kt.  2d. 

1.  Q.  to  K.  sq. 

2.  R.  to  Q.  4th. 

3.  R.  to  Q.  R.  4th  (ch.) 

4.  Q.  Kt.  P.  one  (ch.) 

5.  Q.  R.  P.  takes  Q. 

1.  Q.  B  to  his  5th. 

2.  B.  to  Q.  3d. 

3.  B.  to  K  4th. 

4.  R.  to  K.  B.  2d  (ch.) 

5.  Q.  P.  one. 

1.  Castles. 
2   K.  to  R.  2d. 

3.  B.  to  K.  Kt.  sq. 

4.  R.  to  6.  2d. 

5.  R.  to  K.  B.  4th. 


1.  R.  to  K.  B.  4th  (ch.) 

2.  Q.  to  Q.  Kt.  sq.  (ch.) 

3.  Q.  to  K.  R.  sq.  (ch.) 

4.  Q.  to  K.  R.  8th  (ch.) 

5.  Q.  to  her  Kt.  8th. 

1.  Q.  to  Q.  3d  (ch.) 

2.  B.  to  Q.  B.  2d. 

3.  Q.  to  Q.  B.  3d  (ch.) 

4.  Castles. 

5.  B.  to  Q.  Kt.  sq. 


No.  3. 


No.  3. 


Mate. 
No.  4. 


Mate. 

No.  5. 


Mate. 
No.  6. 


Mate. 
No.  7. 


1.  P.  takes  P. 

2.  P.  advances. 

3.  P.  advances. 

4.  P.  advances. 

5.  P.  takes  Q.    Mate. 

1.  Q.  P.  takes  Q. 

2.  Any  thing. 

3.  B.  takes  R. 

4.  Q.  takes  P. 


1.  K.  to  K.  B.  6th. 

2.  K.  to  K.  B.  5th. 

3.  P.  takes  B. 

4.  K.  to  K.  6th. 


1.  P.  to  K.  R.  4th. 

2.  P.  to  K.  R.  5th. 

3.  P.  to  K.  R.  6th. 

4.  K.  to  Q.  4th. 


1.  B.  takes  R. 

2.  Kt.  to  Q.  6th. 

3.  K.  to  his  4th. 

4.  K.  to  Q.  3d. 


1.  K.  to  Q.  Kt.  8th. 

2.  P.  moves. 

3.  K.  takes  Q. 

4.  P.  takes  P. 

5.  Is  compelled  to  advance  P. 

giving  check-mate. 
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No.  8. 

WhiU. 

Blaei. 

1.  B.  to  K  R.  Stfa  (dia.  ch.) 

1.  Q.  to  B.  2d  (best). 

If  E.  takes  P.,  White  du 

with  Q.  at  K.  2d,  and  mate 

ensoes  in  3  moTes. 

9.  R.  takes  Q.  (ch.) 

2.  K.  to  Kt.  sq. 

3.  R.  to  Q.  Kt.  7th  (ch.) 

3.  K.  mores. 

4.  P.  checks. 

4.  K.  moves. 

5.  Q.  checks. 

5.  B.  interposes. 

6.  Q.  takes  B.                      Mate. 

Exan^Us  of  Ineautiou9  Play. — (Page  479.) 
Six  Onginal  PoMtknit  by  H.  R.A. 
Elzample  1. 
White  having  played  R.  to  Q.  B.  3d  attacking  Q.,  and  Black  having 
captured  this  R.  with  R..  White  efiects  Mate  in  4  moves,  as  follows: 

1.  R.  to  K  8th  (ch.)  1.  K.  to  Q.  R.  2d. 

2.  R.  to  Q.  R.  8th  (ch.)  2.  K.  takes  R. 

3.  Q.  takes  Q.  R.  P.  (ch.)  3.  K.  to  Q.  Kt.  sq. 

4.  Q.  takes  Q.  Kt.  P.  Mate. 

Example  2. 
Black  having  played  R.  to  K.  Kt.  sq..  White  mates  in  three  moTHib 
iM  follows : 

1.  Q.  to  Q.  8th  (ch.)  1.  K.  moves. 

2.  B.  to  K.  6th  (ch.)  2.  K.  takes  B. 

3.  Q.  to  K.  8th.  Mate. 

Black  had  it  ip  lus  power  to  force  mate  in  five  moves,  e.  g. 

Black.  White, 

1.  B.  checks.  1.  K.  to  K.  Kt.  4th  (best). 

2.  Q.  to  K.  Kt.  8th  (ch.)  2.  K.  to  K.  B.  4th  (best). 

3.  K.  Kt.  P.  two  ch.  3.  K.  moves. 

4.  B.  checks.  4.  B.  covers. 

5.  Q.  to  K.  B.  7th.  Mate. 

Ebomple  3d. 
Black  having  played  Q.  to  Q.  Kt.  2d,  White  wins  easily,  e.  g> 

WhiU.  Black, 

1.  R.  to  K.  R.  8th  (ch.)  1.  K.  takes  R. 

2.  Q.  to  K.  R.  3d.  (ch.)  2.  K.  moves. 

3.  <i.  to  R.  7th,  (ch.)  3.  K.  moves. 

4.  Q.  to  R.  8th.  .  Mate. 

Elzample  4. 
White  having  played  R.  to  Q.  R.  7th,  Black  draws  as  follows : 

BUick.  White. 

1.  Q.  takes  Q.  Kt.  P.  (ch.)  1.  K.  to  K.  Kt.  2d. 

2.  Q.  to  K.  R.  6th  (ch.)  2.  K.  to  his  B.  2d. 

3.  Q.toK.  B.8th(ch.)  3.  K.  takes  Q.  and  Blaek  m 

stale-mated. 
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Example  5. 

It  18  evident  that  if  Black  take  the  P.,  hia  adveiaaiy  is  atalemated. 
the  P.  on  Rook's  file,  the  resalt  would  atill  be  a  draw  ;  bat  ahoold 
on  either  King's,  Queen's,  or  Knighf  s  file,  Bbick  wonld  win.    This 
-^nrill  readily  diKoyer  by  making  the  experiment. 

Example  6. 
White.  Block. 

1.  ILtoQ.S.§q.  1.  Q.  takes  R. 

S.  S.  to  Kt.  eq.  9.  Q.  takes  B.  (ch.) 

3.  K.  takes  B.  3.  K.  B.  checks. 

4.  K.  moTes.  4.  Castles  (ch.) 

5.  K.  moves.  5.  Q.  B.  checks. 
&  K.  taktti  P.  6.  R.  to  K.  sq.    Mste. 

SUntione  of  the  ProbUme  in  the  Tale  of  the  Fatal  MaU. 

No.  1.— (Page  490.) 
By  H.  R.  A. 

1.  Q.  to  K.  5th  (ch.)  1.  P.  takes  Q. 

2.  B.  to  K.  R.  2d.  2.  B.  takes  P.  at  K.  Kt.  5tb. 

(best). 

3.  P.  takes  B.  3.  Any  tfaing. 

4.  K.  Kt.  P.  two.  Mate. 

No.  2.— (Page  495.) 
By  H.  R.  A. 

1.  Q.  to  Q.  R.  4th  (ch.)  1.  K.  to  Q.  B.  sq 

2.  Q.  to  K.  Kt.  4th  (ch.)  2.  Q.  inteipoaes. 

3.  Q.  to  K.  Kt.  8th  (ch.)  3.  Q.  interposes. 

4.  Q.  P.  checks.  4.  K.  takes  P. 

5.  Q.  to  K.  6th.  Mate. 


THE  END. 


18  D.  APPIiifiTON  AND  COMPANY'S  LIST 


HISTORY  OF  ENGLAND, 

From  the  Pea/x  of  Utrecht  to  the  Peace  of  Paris,  Edited  hy 
Henry  IB^ieed;  Professor  of  English  Literature  in  the  Umver- 
sity  of  Pennsylvania.     Two  volumes.  Octavo,    $5. 

**  It  embraces  a  half  centuiy  of  Engluh  HiBtorri  distinguiahed  for  its  great  erenta  and  it 
gnat  men,  and  for  the  influence  which  it  has  exerted  upon  the  destinies  of  the  worid.  TIm 
writer,  himself  one  of  the  great  lights  of  his  age,  has  had  access  to  many  original  sources  of  in- 
fomuition,  and  has  gatherwl  a  lai^e  amount  o?  material  whidi  had  not  come  within  the  reach  of 
those  who  had  occupied  the  same  ground  before  him.  He  carries  a  manly  and  ricoroiu  pen, 
and  describes  characters  and  events  with  historic  impartiality,  with  graphic  skill,  and  sometiinea 
with  remarkable  beauty.  Professor  Reed,  one  of  the  moet  accomplished  scholars  of  our  country, 
has  added  much  to  the  value  of  this  edition  of  the  work,  by  his  extended  and  elaborato  notoa.*'— 
Ameriean  Lit.  Magazine. 


APPLET0N8'   NEW  AND    COMPLETE 

UNITED  STATES  GUIDE  BOOK 

FOB  TBAVELLEBS; 

Embracing  the  Northern^  Eastern^  Southern^  and  Western  States  ; 
Canada^  Nova  Scotia^  New  Brunswick^  SfC,  Illustrated  unth 
Forty 'five  Engraved  Maps,  including  Plans  of  the  Principal 
Cities  cf  the  Union^  and  numierous  Engravings,     l2mo,    $2. 

Or  may  be  had,  ■epamtely  bovnd, 

T%e  Northern  and  Eastern  Traveller's  GuidCy  $1  25. 
The  Southern  and  Western  Traveller's  GmdCy  tl  00. 


DIAMT  OF  A  PHYSICIAN  IN 

CALIFORNIA  ; 

Bring  the  Result  of  Actual  Experience,  including  Notes  on  the 
Journey  by  Land  and  Water,     Octavo.    Paper  cover,  25  cents, 

■  **  Of  all  the  books  upon  CalifomiaL  this  cheap  and  ui4>retending  Tolume  has  much  of  thn 
^tniw«ng  and  instructive.  It  is  eminently  a  readable  book.  A  plain  narrative  of  facts,  it  givw 
What  came  under  the  eye  of  one  possessing  a  quick  and  clear  observation,  and  tritooe  pronssion 
aoivover  gave  liim  a  oroad  range  for  the  exercise  of  this  quality.  The  style  is  clear  and  ani- 
■HUiid,  sulBciently  ornamented  to  please  a  poetic  taste,  and  Uie  work  is  aUo^ther  a  capital  apeel> 
of  a  book  of  traTels."~17o«f9n  i^wl. 


OF  THEnt  BSCTBRT  FTTBLIOATIOKB.  7 

TJZff  COMPLETE  POETIGAL  WORKS  OF. 

Now  firt^  coOected.  JHhiSirated  with  fine  SUd  Engrami^^  frtm 
pamtmgs  by  Amarioan  Artists,  A  new  Edition,  Oetofoo. 
iVie0^92  5O;  doth, giU bcweSj  93;  inUtoHon  moroooOj  $3  50; 
tnofoooOf  K* 

POETIOAL    WORKS  OF. 

{Colbctsd  hy  hims^.)  The  ten  volumes  of  the  English  JEkiitionf 
complete  in  one  handsome  octavo  volume.  Illustrated  with  sev- 
eral splendid  Steel  Engravings^  and  a  fine  Portrait  of  the 
Author.  Price  $4  in  muslin  ;  or  extra  gUt^  tcith  gilt  leaveSj 
$5 ;  Turkey  morocco,  97  \  or  on  cheaper  paper ^  with  Portrait 
only,  price  $2  50. 


EbIbiI  |Bgtbi[,  irir.'j. 

THE  COMPLETE  POETIGAL  WORKS  OF. 

Including  Oliver  Newman  and  other  Poems  (now  first  published). 
Illustrated  vnth  elegant  Steei  Engravings,  and  a  fine  Portrait, 
One  handsome  large  octa/vo  volume.  Price  $3  50  in  doth;  or 
extra  gUt,  with  gUt  leaves,  94  50 ;  or  Turnkey  morocco,  $6  50. 


<0mgt  IBlUtna  %nM« 

THE  WAR  BETWEEN  THE  UNITED 
STATES  AND  MEXICO. 

TUustrated.  Embracing  Pictorial  Dramngs  of  all  the  principal 
Conflicts,  hy  Cael  Nebel,  Author  of  a  ^  Picturesqtie  and  Ar- 
chaological  Voyage  in  MexkoP  With  a  Description  of  each 
Battle,  by  George  W.  Kendall,  Author  of  "  The  Santa  W 
Eapediticn.^  Large  folio  size,  elegantly  colored,  f34 ;  tn  a 
Portfolio,  $38 ;  half-mcrocco,  hound  as  a  volume,  940. 


Z^  n^Tf  ^^  °t  OliutntkiM  are  the  011I7  authenUc  diawinn  gtren  to  the  rabUe  of 
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Sojnt  MiM, 

THE  GOMPLETE  POETICAL  WORKS  OF. 

With  lAfe  cf  the  Author^  and  Notes,  hy  Sm  Egerton  Brydoes. 
A  new  Edition  (printed  on  new  type).  Illustrated  tmth  Martin 
and  Turner*  s  designs.  Octavo,  Glothj  phm,  $3  ;  gilt  edges^ 
$4 ;  morocco  eactra,  86. 


TRE  COMPLETE  POETICAL  WORKS  OF. 

Containing  many  Poems  never  before  published  in  this  Country, 
A  facsimile  of  the  Edinburgh  edition.  RoyaZ  octavo,  IlluS' 
trated  with  mtmerous  Steel  Engravings,  Cloth,  S3  50 ;  doth 
gilt,  extra,  84  50 ;  Tunrkey  morocco,  extra,  $6. 


POEMS  B  Y  AMELIA. 

L  new  and  enlarged  Edition,  Illustrated  vnth  Original  Designs 
hy  Weir,  Square  octavo,  heavtifiMy  printed.  Cloth,  $2  50 ; 
gilt  sides  and  edges,  $3 ;  imitation  morocco,  $3  50  \  maroooo^ 
i4  50.  

POETICAL   WORKS  OF. 

HkClected  and  arranged,  vnth  Illustrative  Notes,  hy  Thomas  Moore, 
Lord  Jeffrey,  Sir  Walter  Scott,  Bishop  Meber,  Samvd  Rt^gers, 
Prof,  Wilson,  J.  G,  Lockhart,  Thomas  Campbell,  !fc,  Sfc. 
''illustrated  toith  a  fine  Portrait  and  several  elegant  Steel  En^ 
gravings.  Complete  in  one  volume,  octavo.  Price,  plain  dath^ 
$4 ;  doth  extra,  gilt  leaves,  $5 ;  Turkey  morocco,  $6  50 ;  or  on 
dneaper  paper,  $2  50. 

*«*  This  is  the  only  American  editioa  containiiig  all  the  Notes  of  the  London  wpf. 


OF  THSm  RXOENT  PUBLICATIONS. 


*i 


THE  q  UEEN8  OF  ENGLAND. 

A  Series  of  Portraits  of  distinguished  JFbmale  Sovereigns,  draum 
and  engraved  by  the  most  eminent  Artists.  With  JSiographiixU 
and  Historical  Descriptions.  Imperial  Octavo,  elegantly  bound 
in  Turkey  morocco,  $10  ;  do.  colored  plates,  $15  ;  do.  with  oval 
painting  on  plate  glass  in  centre,  $20. 

**TbiB  beautiful  Tolume  cont&iofl  p<Nrtrait8  of  the  raoet  accomplished  Queens  of  ESmgiaod 
from  the  earliest  penod  to  that  of  her  preseot  Majesty.  They  have  been  executed  in  the  finest 
^iTle  of  engravings,  and  have  been  copied,  as  far  as  possibie,  from  portraits  taken  in  the  youthful 
period  of  their  hves.  They  present  the  charms  of  youth  arrayed  in  the  quaint  robes  of  royalty 
of  the  time  of  each,  liie  accompanying  biographical  sketches  from  the  pen  of  Agnes  Suiek- 
laad  are  done  with  great  fidelity.  Their  aim  is  to  spread  before  us  the  characters,  the  feeling 
•ad  the  passions  of^ihe  woman,  as  well  as  the  grandeur  of  the  Queen.  As  a  Gift-Book  this  is 
Qnsurpaased  in  taatsfulness  or  attractivenees."— Courier  and  Enquirer. 


EVENINGS  AT  DONALDSON  MANOR, 

Or  The  Christmas  Guest.   Illustrated  unth  Ten  Steel  Engramngs. 
Octavo,  doth,  gilt  edges  and  sides,  $3  ;  morocco,  $4. 

**  The  plan  of  this  volume  »  admirable,  and  it  is  fully  sustained  in  the  execution.  Under  the 
pleasine  guise  of  social  evening  conversation  of  a  gentleman  of  intelligence  and  fortune,  are  in- 
troduced a  series  of  sketches  of  real  or  fictitious  life,  as  diversified  in  subject  and  incident  as  ths 
Fketch-book  of  the  tourist,  and  yet  all  linked  together  by  the  charm  that  invests  the  circle  in 
which  they  are  told.  Sometimes  a  story  grows  out  of  a  picture  taken  casually  from  the  ample 
portfolio,  sometimes  out  of  an  incidental  remark  in  conversation,  sometimes  it  is  more  formally 
introduced  by  that  capital  story-teller  Aunt  Nancy,  to  whom  all  lend  a  ready  ear,  but  each  story 
comes  in  naturally  by  itself,  and  sharpens  the  appetite  for  others.  There  is  a  dharming  ease 
and  grace  of  style,  a  graphic  power  of  description,  and  a  cordial  sympathy-  with  the  beautiful, 
the  pure,  the  true,  and  the  good,  which  bind  one  to  tne  volume  with  a  resistless  attraction,  till  its 
rich  and  varied  contents  have  tXL  been  transferred  to  the  mind  and  the  heart  of  the  reaoer."— 
The  Independen:, 


(0.  :f .  E.  ^mts. 

A  BOOK  OF  THE  PASSIONS. 

Illustrated  vnth  Sixteen  splendid  ^£el  Engravings,  from  Draumgs 
by  the  most  eminent  Artists.    Octavo,  cloth,  gilt  edges  and  sides, 

.  $3  50  ;  imitation  morocco,  $5  ;   Turkey  morocco,  or  calf,  $6 

» 

« In  this  elegant  volume  one  hardly  knows  which  most  to  admire,  the  text  or  the  illustra- 
turns ;  while  the  former  portray  in  elegant  and  graphic  words  the  soul-stirring  operation  of  tht 
•tron^er  passions,  the  latter  presents  to  us  finely  executed  and  spirited  representations  of  their 

£S3h  «™f.iJ?^®V !l^**°  ^^"^  ®/  y°"^**  a"^  beauty.    It  is  an  estimable  book,  and  worthy  of  thi 
high  reputauon  of  the  writer  and  the  arUsts  engaged  in  its  preparation.  ^ 


D.  APPLBTON  AND  COMPANY'S  LIST 


SCIENTIFIC. 


DICTIONARY  OF  MACHINES,  MECHAN- 
ICS, ENGINE  WORK&  ENGINEERING. 

Designed  for  Men  of  Science^  PracticcU  Working  Men,  and  those 
intended  for  the  Engineering  Profession.  To  be  complied  in 
40  SemirMonthly  Nos.  Price  25  cerUs  each.  Vol.  J,  now 
ready,  strongly  bound,  $6. 

"  The  more  we  see  of  this  publication  the  more  are  we  conyinced  that  it  is  a  work  of  unsur- 
Ifvassed  utility.  With  a  complete  copy  of  this  publication,  the  humblest  mechanic  in  our  land^ 
if  he  possesses  ordinary  intelligence,  may  become  a  Whitney,  an  Arkwright,  or  a  Fulton."— 
Pireman**  Journal. 

"  This  able  work  we  have  already  noticed  as  contaming  more  that  is  valuable  to  the  scientifie 
(nan  and  practical  mechanic  than  can  be  found  in  any  one  publication  of  the  English  language." 
—StaJte  Regiater. 

"  We  take  this  to  be  just  the  work  that  scores  and  hundreds  of  our  intelligent  meehanicfl 
nave  desired  to  possess.  So  ample  are  its  descriptions,  and  so  full  and  minute  its  specifications, 
that  it  seems  to  us  that  any  mechanic  might  construct  any  machine  it  describee  on  the  strength 
of  Its  engravings  and  instructions."— l^rmer  and  Meehanie, 


^.  1.  ^rtntl 


GOTHIC  ARCHITECTURE  APPLIED  TO 
MODERN  RESIDENCES. 

Containing  Designs  for  Entrances,  HJalls^  Stairs,  and  Parlors, 
Window  Frames,  and  Door  Panelling  ;  the  Janib  and  IajM 
Mmddings  to  a  large  scale ;  the  Decorations  of  Chimney  Brests 
and  Mantels ;  Panelling  and  Groining  of  Ceilings,  with  the 
appr(^rriate  Furniture.  The  whole  Hhistrated  taith  Working 
and  perspective  Drawings,  and  forming  all  the  ^necessary  parts 
of  a  Modern  Dwelling.   lUustrated  vrith  Forty  Plates.  4to.  $4. 

"  As  a  whole,  it  is  one  of  the  most  finished  publications  upon  this  subject  we  have  ef«er  seen. 
The  designs  are  beautiful  inihemselves,  and  well  executed ;  and  this  book  is  not  only  calculated 
to  greatly  aid  the  practical  architect,  but  is  also  a  work  of  interest  to  the  general  reader,  while 
the  tasteful  manner  in  which  it  is  published  will  render  it  an  ornament  to  any  library  vt  any  co|. 
lection."— TVoy  Budget. 


or  THBIB  BBCKNT  PUBUOAXIOIffiL 


3,,  S.  Snmiiiq;. 

TSE  ARCmTEGTURE  OF  COTTNTMY 

HO  USES; 

hicktding  Designs  for  Cottages^  JEbrm  Mouses^  and  Villas,  With 
Remarks  on  Interiors^  Furniture^  and  the  best  Modes  qf  Warm' 
tng  and  Ventilating.  With  Three  Hundred  and  Twenty 
lUustrations.  800.  $4.  Part  /,  (xmtaining  Cottages  aruL 
Farm  Houses^  separately^  8«o.,  82. 


<*TUi  book  will  ellbct  more  in  tha  mj  of  awmkii^  a  ffsnaine  and  healthj  state  of  Architec 
Ian,  even  In  the  cheapeei  dweUinga,  than  any  thing  wnich  haa  yet  laBuedf  from  the  pnen"^ 
a,  T.  Cornier  ^  JBnquirtr,  ^ 

A  TREATISE  OJ^ MARINE  AND  NA  VAL 

ARCHITECTURE; 

Or^  Theory  and  Practice  blended  in  Skip-bu4lding.    Illustrated 
with  more  than  Fifty  Engravings,     Ato.     $  1 0. 

The  following  eminent  Ship-builden,  4be ,  highly  recommend  thie  work  to  all  wlio  am 
deeiroua  of  obtaining  information  on  the  subjects  of  which  it  treats :— Jacob  BeU,  Jacob  A.  Wes> 
terrelt,  Smith  A  Dimon,  L.  McKay,  S.  Hart,  Capt.  Skiddy.  Also  Mr.  Aug.  Normand,  of  HaTTSi 
of  the  most  scientific  constructors  in  France. 


GENERAL  THEOR  T  OF  RRIDGF 
CONSTR  UOTION; 

Conta*,ning  Demonstrations  qf  the  Principles  qfthe  Arty  and  their 
Application  to  Practice ;  furnishing  the  Moans  of  Calculating 
the  Strains  upon  Chords^  Ties,  Braces,  Counter-Braces,  and 
other  parts  of  a  Bridge  or  Frame  of  any  Description  :  with 
Practical  Illustrations.     Octavo.    S3. 


TREATISE  ON  THE  STEAM  ENGINE, 

In  its  Application  to  Mines,  MUls,  Steam  Navigation,  and  Rail- 
ways.  Edited  by  John  Bourne,  Civil  Engineer.  Illustrated 
by  33  Plates  on  Steel,  and  349  Eiigravings  on  Wood.   4to.   $6. 

The  present  Treatise  on  the  Steam  Engine  will  be  found  to  be  tlie  most  useful  yet  publiriiedi 
and  is  the  ^ly  one  which  can  be  regarded  of  a  real  practical  character,  lluee  large  edltloiM  ot 
the  work  have  *->een  rapidly  disposed  of  in  England. 
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(Clmjnt  (ID.  M^m. 

GEORGE  CA8TEI0T. 

Sur7iamed  Scanderbeg^  King  of  Albania.     i2mo.     $1. 

"The  narrative  ia  relateil  with  an  Jidmirable  simplicity  and  purity  of  style,  and  its^tereat 
19  often  as  thrilling  and  intense  as  a  romance." — Couritr  and  Enquirer. 

"  This  work  is  etjual  in  stirrins  novel  inierest  to  any  book  or  romance,  while  at  the  same 
time  it  is  a  valuable  addition  to  History,  filling  up  a  gap  that  has  long  been  left  open  by  his- 
torians."— Buffalo  Comviercial.  ^ 

''  This  history  is  finely  Written,  in  a  pure  and  elegant  style,  and  as  a  whole  is  a  very  instructire 
and  entertaining  volume." — Churchman. 


®.  £.  (KnruiDnll,  3fi.!a. 

MUSIC:  AS  IT  WAS,  AND  AS  IT  IS. 

\2?7lO.       62  C€7ltS. 

"  This  little  volume  is  desi^neil  for  masters,  amateurs  and  learners,  and  it  is  adapted  to  open 
to  the  comprehension  of  all  readers  some  of  the  leading  principles  of  good  taste  in  modem 
music.  It  thereby  commends  it.><e!f  to  all  the  lovers  of  this  delightful  art.  It  is  written  in  a  very 
pleasant  and  agreeable  siyle,  by  one  who  seems  thoroughly  to'understand  the  subject" — Com- 
mercial Advertiser. 


William  !*lui)Brsnn. 


PRACTICAL  MERCANTILE  CORRE 

SPONDENCE. 

A  Collectio?i  of  Modern  Letters  of  Business^  with  Notes  Critical 
an  i  Explanatory^  an  Analytical  Index^  and  an  Appendix^  cmi- 
taining  Pro  Forma  Invoices^  Account  Sales^  Bills  of  Lading^ 
and  Bills  of  Exchange  Also^  an  Explanation  of  the  German 
Chain  Rule^  as  applicable  to  the  Calculation  of  Exchanges. 
16ww. 

tBiiliam  IBnritsmnrtjr. 

THE  PREL  TIDE;  or  GRO  WTH  OF  A 

POETS  MIND. 

An  Autobiographical  Foem.     \2mo.     $1. 

"  As  a  poem  it  displays  that  elevation  and  reach  of  thought  that  consummates  purity  and 
beauty,  which  skives  to  the  Excursion  its  immortal  precedence ;  while  in  the  agreeableness  of 
its  subject,  and'in  the  warmth  of  its  emotion,  we  think  it  even  superior.  It  presents  a  most 
lovely  ideal  of  life  and  beaut  v,  and  abounds  in  pictures  of  exquisite  grace  and  matchleas  powei 
»f  expression." — Jourrud  of  Commerce. 
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/./r/;.s'  of  eminent  literary  and 
scij::ntifiv  men  of  America. 

•  i-iino.     Cloth.  $1. 

**  A  Bix> !  b  >'>W,  wt'll  '•ho-'cMi.  au  '  p  iriiru'.irly  adiijULvl  (o  the  present  lime.  We  are  happy  lo 
t.un>ii,.ri'  m  (Mir  n.  !«•:■<  ■•  \<i  umus  ol  ^n  iiinch  iiii-res-t  nntl  miliiy,  containing  us  ii  does,  Ihe 
Drift  i-uf  •i-  \\i-!."in  ii''<.'r  ,I(ii'-  <'!'  rniikliu.  Krv.  Jdii.iihyn  Edwaiil^,  Fulion,  Chief  Justice 
M.ir-iiii.  I)i-  !li  f..''i  ..'  >•.  ;.:!  1  V  :  Whi'niv.  crlifr  t>r  which  i.«!  a  model  in  it.self,  and  aU 
u>.'aili-i- .1  f' iii'-i.t .'.:  ii'M  ;!.!•  -'.■  r.  ;rM.l.  .;ii.!  bill 'i;iii;  talrtrs  aiul  virtue.^  that  adorn  the  humaii 
rh  ii-..r'f..  .1  . '  •  I  >".  •  i'l-  !,  .•  .  .  'lis.  v.ni'i  wiii  i.i-  pen>,-<Ml  with  pieasure  and  profit,  and  we 
iru-i  ihi-  \-  '.)!.  '!  •  li-  11.  ■im:  i>;  a  •■  ri"  •  •!' \ oiuiiu ~"  nf 'he  sau;i;  clasfi,  for  wliich  we  have  so 
a'"tii  !mi  ii:  .■   .;  i    .■•.  i  ".v'n'i  tMi.ii'.n  Mil  io  be  excfcdiiiiiy  iii:ere?iiug  and  eniineuily  useful.**  — 


LIFE  OF  JEAN   PAUL  FREDERIC 

lilCUTER. 

Compihd  frow  varK^HS  ^)in  ccs.  To^xcther  icilh  his  Auiohiogrwphy. 
Tianshiicd  by  Euza  Bcck.mixster  Lee,  Translator  of  "  Walt 
and  ValtP     Vlmo.     81  25. 

"  The  adniinTfl  of  Jean  Paul— and  that  is  but  another  phrase  for  the  literary  world — will  be 
srladdtut:.!  to  Icrii  that  an  authentic  life  of  the  great  German  poet  has  made  its  appearance 
fn»!ii  the  American  preps.  The  book  before  us  is  not  merely  a  translation  ;  and  the  accom- 
pIi^hed  auihor  has  a  right  to  claim  a  higher  title  for  her  work.  She  has  not  only  given  us  a 
;r;iii.-lati(>ii  of  Richter's  otcn  bios^raphy,  but  has  compiled  and  woven  together,  from  Spcuier^ 
the  Author's  corre.«ipondence,  anil  other  sources,  a  work  in  which  hertasiteand  judgment  in 
R'lcciion  are  only  equalled  by  the  patient  industiy  and  artistic  skill  with  which  she  has  arranged, 
blciideil,  and  elaborated  the  material  at  her  command."— ^aranTiaA  Star. 


#Bnrgj  (0ilftUan. 

MODERN  LITERATURE  AND 
LITERAR  Y  MEN 

l^ng  a  Second   Gallery  of  Literary  Portraits.     Reprinted  en/ 
tire  from  the  London  Edition.     i2mo.     $1. 

"  He  wields  a  powerful  pen,  and  his  style  has  a  sway  and  a  awing  which  are  always  exciting 
and  often  magnificent.  The  reader  is  caught  up  with  an  intense  enthusiasm  and  hurried  along 
in  spite  of  himself,  till  the  Author  pleases  to  let  him  down.  There  is  a  rugged  strength  of  man- 
ner, a  bold  beauty  of  imagery,  and  honest  fearlessness  of  opinion,  which  mark  the  Author  a 
man  of  geniu.s,  and  leave  a  decided  impression  of  some  sort.  In  the  main,  we  approve  hia 
criticisms  :  he  comes  nearer  to  a  just  award  than  usual.  Especially  of  the  poets,  there  is  a  keen 
and  subtle  appreciation.  He  generally  strikes  a  key  note  with  which  all  sober  readers  will  har- 
ononize,  though  it  differs  often  widely  'from  the  popular  opinion.  He  dares,  too,  to  sav  what  he 
\hinks,  and  deals  out  some  home  truths  well  worth  the  study  of  thinking  meiL"— J^omi 
Journal. 
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I^ETTERS  FROM 


THREE  CONTINENTS'. 


By  tJie  Arkansas  Correspondent  of  the  Louisville  JoynrHai,    ^mo. 

Cloth.  *Jt  ^¥^^ 

*^  The  Author  writes  with  an  off-hand  freshness  of  manner  entirely  difierenf  irom  the  hack-  - 
neycd  tourist."— Picayune.  ■    f  ^M^ 

*'  The  impression  left  on  laymg  down  the  volume  is,  that  the  traveller  is  a  man  of  IMrit  and 
cultivation,  with  an  active  mind  and  keen  powers  of  observation  and  description,  which^aw. 
made  a  very  entertaining  book." — Delta.  -  ^     "  'T' 

mXxm  IB.  Inrir. 


CHRIST  IN  HADES :  A  POEM. 

l2?no.     Boards  J  75  cents. 

"  We  are  happy  to  say  the  work  displays  much  powerful  conception,  true  poetical  genius, 
nnd  taste ;  and  affords  many  beautiful  descriptions.  The  appearance  of  Christ  in  Paradise  is 
tinely  imagined  and  grandly  exhibited,  so  in  the  overthrow  of  Satan  in  the  last  book ;  and  many 
other  passages  might  be  instanced." — Churchman. 


(0rotl;B. 

IPHIGENIA  IN  TA  JJR  US. 

A  I>rama  in  Five  Acts.     Translated  from  the  German,  by 
G.  J.  Abler,  A.  M.     \2mo.     75  cents. 


THE  ROOK  OF  CHESS; 

Containing  the  Rudiments  of  the  same,  and  Elementary  Analysis 
of  five  most  Popidar  Openings,  exemplified  in  Games  acttcally 
played  by  tlie  great  Masters ;  including  ^-IStaunton^s  Analyses 
of  the  Kings  and  Queens,  Ga9nmi/s,  Nw^o'ous  Positions,  and 

Problems  on  Diagrams,  both  Original  hnd  Sd^l^f^  also,  a  ^ 
Series  if   CJtess    Talcs.      With   Illustrations,  en^ofved  from 

Origin/d  Designs    by  Hob  but  W.  Wkir.     A  New  Edition 

]2mo      81  25. 
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.   TII4f  MODERX  HOUSEWIFE, 

Or  Mvmg^nv.  Comprisinp:  nearly  One  Thousand  Receipts^  for 
t]i£  frvnomicul  ami  judiciQUS  Preparation  of  every  Meal  of 
fne  Day.  wuh  those  of  the  Nursery  and  Sick  Room,  and  Mimiti. 
J k rations-  for  Family  Mannsxeniott  in  all  its  Brunches.  II 
lust  rat  (tl  vifh  Engravin*^s.  J'Jc/itcd  by  oji  American  House 
K  EL  PER.      \'^/no.      Cloth.  Jijl  j  paper ^  75  cents. 

••  Ttm  Mok  wc  r    r  I,.,  ml  us  ihe  bet  nianuil  of  the  art  of  cookuig  that  we  know  of  in  thi 

♦•  No  >  "'I.' f    •!  .  .     |.  .    !i..i;!  Mn>  wi'li  ujt  ihi'^.-'ilmirable  book.   It  contains  erery  thing  thai 

i«  i)f« « •    t\\  ',,  '..■  .     .vv  .     .r  ti) Mii'iiMir  mill  ju  lirUius  preparation  of  the  table,  together  with 

in)  .!:■»•  -'I/.  ••  1....  .  '  ,      III   pi.i  •'  inr.ii  in  ;ili  V  ;  branches.    By  its  aid,  the  young  housekeepei 

whx.  •' I  r.i- t  -:  "I  .  '  ■,•>••  :!i.  ! I., 1  wir-fjiii' ilutic:' of  her  si.iiion,  can  speedily  render  hersell 
lu*  0  <i  ..'•  ••  .11. '  »-\  '.  I,  .  .■  w.i-  have  lirnl  years  of  exijerieuce.  The  work  is  from  the  pen 
ot  .1  I.  ••\r  II,  !i.  .!'•.  :  I  I'l-  \  due  of  the  receipts  are  stamped  by  the  reputation  of  theii 
Au«h'>r." — J'uiud.  I'/'  (  'i.rhnfi'f . 


\ 
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W(>^fA2r  IK  AMERICA, 

ller   Work  and  Ha    Reward.      \27no.      Paper  cover ^  38  cents; 

cloth^  63  cents 

♦♦  We  nail  witli  pVa^ure  the  appearance  of  any  thing  which  is  destined  to  teach  woman  the 
fmirtiiiis  o(  her  j^aiivd  mi.««sion,  and  which  rightly  shows  her  the  tremendous  influence  she  is 
•xf  riiiiir  u})oii  the  ttmral  <ie.-<iiny  of  the  world.  It  is  for  such  reasons  that  we  thank  Miss 
MrhiM  h  lor  her  •  Woman  iit  America.'  She  has  written  a  clever  book,  containing  much  good 
»  won!  ruid  trii<li.'  many  valuabh;  thoughts  and  reflections,  which  ought  to  be  carefully  consid- 
er* d  by  everv  Aioericii'n  lii4ly.  With  a  keen  sense  of  the  present  demoralized  condition  of  so- 
riety,  ^he  faiiliiuliy  iinleavors  to  ebow  woman  her  duty  as  a  reformer,  a  wise  meliorator;  she 
would  have  her  kriow  thai  she  ha.s  a  great  work  to  perform,  and  that  in  the  'good  time 
roniitiir.'  'mjt  .'Jex  will  receive  a  reward  of  praise  and  glory  unspeakably  great  "  -Froteatctnt 
(JhutT/tt/iat*. 


IBillinni  /uruiss. 

THE  OLD    WORLD,   OR  80ENE8  AND 
CITIES  IN  FOREIGN  LANDS. 

A  xompanied  witli  a  Map.  and  Illustrations.     l2mo.     $1  25. 

'It  is  written  wiilioui  preitn-'ion.  but  in  an  agreeable  style,  and  leaves  upon  the  mind  of  iu 
rtsA'».Y  many  agreralile.  piciures  of  i(n-cign  lile  and  institutions." — Evening  jPost. 

'•It  18  rarr;  to  fjnd  a  volume  of  more  raciiiess  of  style  and  agreeableness  of  substance  "— 
A^  O.  Prcafiyterian. 

"  His  Ri)  le  i'S  jiieasant  and  lively,  nnfl  his  recitals  brief  and  full  of  humor.  Those  who  dis 
like  ihe  diiil  detail*!  of  minute  »4('  criufion-'  will  find  this  volume  suited  to  their  taste." — BaUi- 
more  Ar/icrican.         (^*  '    -f  *Hf  /-  ^  ''.  ' 
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